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> EDITORIAL 

Big Shoes to Fill == 

WOW, SO THIS IS WHAT the editor- 

in-chief chair feels like. In case you 

missed the news, either on 1UP.com 

or in Dan Hsu's final editorial in April’s 

Grand Theft Auto IV issue (EGM 

#227), regarding the 1UP Network's 

staff reorganization, he’s moved up 

to the lofty editorial director position 

while | swiped the coveted EIC spot 

of both EGM and the “videogame” 

portion of 1UP.com. (Jeff Green 

is the PC equivalent for our sister 

publication, Games for Windows: The 

Official Magazine.) 

While I’ve played a big part in 

the two places I’ve worked prior to 

here (GMR and 1UP.com), this is 

my first shot at taking the reins of 

the No. 1 videogame mag in North 

America. That’s a lot of responsibility. 

Filling Shoe’s shoes won't be easy; 

he’s helmed this mag for like, what, 

40 years now and increased the 

readership and fan base worldwide. 

What's in store now that I’m the boss? 

| have some ideas, but | don’t plan to 

rattle the cage just for the sake of it. 

Вк; Wild Ame КЕ + THIS MONTH'S EGM EXTRAS EGM has a staff of talented, devoted 
90 Reviews Wrap-Up f E people who make this magazine 
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Mario Kart retreads 
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ја And check out our podcast 

on EGMLive.1UP.com and 
our message boards at 

boards.1UP.com. 

everyone on staff. If you've followed 

what I’ve done in the pages of GMR 

and on 1UP.com (http://covers.1UP. 

com), you should know the mag is in 

good hands. But even if you don't, 

| implore you to follow our progress 

over the next year and see for 

yourself. It should be a hell of a ride. 

— James “Milkman” Mielke, ЕС 
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LETTER 
* ratings revamp responses, april foolishness, and an esrb battle royale 

> TRIVIAL 
ISSUE 

This month's 
EGM question: 

Which developer 
made the first 

console Call of Duty 
spin-off? 

E-mail the answer to 

EGM@1UP.com 
(subject head 

Trivia: EGM #228) 
for a chance to win 

something potentially 
awesome. 

5 тта. 
For writing this 

month's LOTM, Phil 
gets a copy of E.T. 

and the Cosmic 
Garden...or something 

else from our dusty 
collection 

Now where did we 
put that beret? 
Will videogames ever be considered 

art? | think games will need to evolve 

to a higher level, beyond the instinc- 

tual desire for more polygons, bigger 

bosses, and more realistic hookers. 

In the past, art has been viewed as a 

catalyst for cultural change—Picasso's 

“Guernica,” for example, shed light on 

the horrors of the Nazi regime. 

| believe that gaming has the 

potential to [become а] "catalyst for 

Social change." While pondering the 

Zelda timeline, | recognized the poten- 

tial for a global catastrophe to melt 

Snow Peak and flood Hyrule, effec- 

tively paralleling the current struggle 

with global warming. The Metal Gear 

Solid series has made me more aware 

of the limits of humanity, sacrifice, and 

destiny. E.T. and Custer's Revenge 

on the Atari cemented my belief that 

there is, in fact, a hell. 

| guess, in the end, I’m asking 

developers to be aware of what video- 

games have the potential to become. 

Games can be more than fantastical 

stories that show off the process- 

ing power of the newest hardware. 

Games like Shadow of the Colossus 

and Okami have proven that games 

are capable of stepping away from 

the typical genres; these examples 

have skirted the art house/indie aes- 

thetic and survived. Not all gamers 

are mindless button mashers looking 

for the next big thing; some of us are 

actually looking to be moved in a way 

that only art can achieve. 

And zombies. I’m always looking 

for zombies. 

—Phil McCollam 

Sorry, Phil —Mario Paint is the only 

art game we know. 

Rating the raters 
| read the ESRB [Entertainment 

Software Rating Board] special report 

['How to Fix the Ratings System,” 

EGM #227], and | have to say it was 

quite enlightening. 

Then | read the response to it. It 

really seemed like [ESRB President] 

Patricia Vance was more into tak- 

ing down [author] Jerry Bonner than 

Sticking to the issue. The first four 

paragraphs are more smugness than 

10 * ELECTRONIC GAMING MONTHLY г EGM.1UP.C 

M Eat your heart out, Dante. No, the other Dante. 

anything. | viewed the article as the 

rebuttal to a nonexistent debate. 

Whether Jerry stated facts or just 

made it up isn't the issue. There is no 

issue. He was just [proposing] some 

ideas to change a system, one that 

clearly needs some changes if Patricia 

Vance is president of it. She coldly 

attacked him, rather than admitting 

that changes could be made. 

— Kyle Chandos 

Wow, this head-to-head ESRB brawl 

inspired some heated feedback. 

Here’s a look from the other side: 

Is Jerry Bonner's article in April's issue 

a joke? His argument sure seems like 

one. | am certainly not a hardcore 

gamer and don't follow the industry 

at all, and even 1 can see the flaws in 

every single one of his points. 

Your proude: t gaming momen 
int in our monthly h 

During the past few months, my friend and 

| have spent our time crafting the ultimate 

weapon of destructio 

AW Rocket Launcher as featured in Halo. 

However, instead of firing rockets, our ver- 

Sion uses a slightly unconventional form of 

ammunition: potatoes. The project took about 

five months of work and about $100 worth 

material, but was worth every ounce of effort 

—Kevin Rorabaugh it took to produce. 

: the M41 SSR MAV/ 

The author suggests that the 

games should be played to comple- 

tion, and if it takes too long, the 

ESRB should just hire more testers 

because he knows they can afford it. 

How does he know this? He was a 

rater, not an accountant. 

He states that nine out of 10 times 

the raters were unaware that the cur- 

rent game they were reviewing was 

part of a series. Then he says games 

should not be rated based on previ- 

ous games within the series. Sounds 

like that is already being done. 

He doesn't like the fact that the 

ESRB keeps its raters away from the 

media and the publishers in case they 

leak information or accept bribes. 1 

think it's a great thing that the ESRB 

tries to minimize such [influences]. 

Why does he want to talk to the media 

anyway? He's a rater, not a rock star. 

of 
и Mmm, nerd rockets taste 
delicious when fried. 

Want to see your own story in this space? All you have to do is tell us how hard-effing- 
core you are. Dish up the goods on what makes you more into games than anyone else, 

and send it to EGM@1UP.com, subject head: “I Am Hardcore." Remember, it doesn't 

count if you can't prove it, so send photos, too! 
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> OOPS! 
In last month's cover 

story on Grand Theft 
Auto IV, we said the 

game would 
have 14 radio sta- 

tions. It will actually 
have at least 18. We 

also said the 

game's cell phone 
could be upgraded 

to play MP3s, let- 
ting you listen to 

music while you walk 
around town. That 

feature was in the 

version we played 
but won't be in the 

final game. 

THE No.1 VIDEOGAME MAGAZINE 1 
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B There will be greed. There will be 

vengeance. There will be Meryl. 

It sounds like a rant from a dis- 

gruntled employee. | can’t believe 

you guys published this article in 

your magazine. 

—Richard Chon 

You know, in spite of all his, er, 

strident Vance-hating, Kyle had a 

point: Bonner was primarily offering 

suggestions from the position of 

someone who's had hands-on 

experience with the rating process. 

The idea was to encourage folks 

to take another look at the way the 

ESRB does things...and judging 

from the amount of mail we've 

received, it succeeded admirably. 

Rating the ratings 
| approve of the new review lettering 

system. Even though you stated it in 

every single issue, people just couldn't 

grasp that "5" meant "average." It was 

like asking them to divide by zero or 

something...it just couldn't be done in 

their minds. It probably pissed off a 

lot of game publishers as well. This is 

why | hate people. 

With the new lettering system, it 

should be clear what is average, and 

a C still looks really good compared 

to the grades lots of kids get these 

days. Publishers will love that and will 

hopefully stop being such cornholes 

about it. 

Just be prepared for the onslaught 

of angry readers when a superhyped 

game gets an A instead of an A+. 

— Joe Redifer 

Oh, you just know there’s a 

dissenting opinion coming! 

As a longtime subscriber to EGM, 

1 was very disappointed to see you 

change your rating system. | can’t 

help but think it was due to the fallout 

you received from your Assassin's 

Creed review. Giving a game a C or 

C- sounds much less harsh than a 

12 * ELECTRONIC GAMING MONTHLY • EGM.1UP.COM 

4.5. | played Assassin's Creed, and it 

deserved the mixed rating you gave it. 

But on 1UP, the game now gets a B-, 

even though averaging the numbers 

you gave it equals 5.8, which should 

be a С. Sounds like you caved to me. 

—Robert L. 

Oh, is there anything more adorable 

than completely unfounded 

conspiracy theories? They just 

make us feel all giddy inside. 

Look here, champ: Assassin’s 

Creed got a B- on 1UP because the 

1UP review was written by Michael, 

and thus equates to his original 7.0 

score. It's not an average of the 

three EGM scores. 

Keep working on those precious 

conspiracy theories, though. One of 

these days someone might use the 

adjective “smart” to describe you. 

Blockheads 
| didn't actually play Halo, but Lego 

Halo is the perfect way for me to get 

into it! | loved the Lego Star Wars 

games and have a feeling | will love 

this. | am going to be so excited in the 

fall. | really hope that they don't push 

the release date back, because | can't 

wait that long. If you guys get more 

Screenshots, please either send them 

to me or put them in the magazine. 

—Nick Bappe 

Don't worry, Nick—we talked to 

developer Bungie and they agreed 

to send you a copy of the game 

early. Because it's totally done. And 

totally real. 

Too bad this guy below doesn't 

believe us: 

| just got finished reading the Lego 

Halo article. You had me for a second. 

1 was working my way through the 

article with a look of disgust. I’ve 

always expressed fears of Halo 

becoming the next Star Wars (with 

loads of poorly made games and 

hundreds of books by tons of different 

authors), and for a moment, | felt as if 

my terrible prophecies were beginning 

to come true. Thankfully, about a third 

of the way through | realized it was the 

April issue. 

—Riley Coulter 

Come again? What does the April 

issue have to do with what looks to 

be Bungie’s next blockbuster? In 

fact, not believing Lego Halo is real 

makes you a fool. An April fool. 

Choice is bad? 
| was thrown off by April's letter calling 

for “kid-friendly” cuts of games [*Self- 

control,” EGM #227]. 

Despite what you seem to think, 

this proposal is absolutely not a 

“really good idea.” Even disregarding 

how ridiculous it would be to make 

a “clean” version of, say, a movie 

intended for an audience of adults, the 

idea still, frankly, sucks. 

| think it a bit naive to think that 

you can sprinkle a bit of censorship 

on a Mature-rated title and expect 

it to be fine for Junior to play, and | 

would seriously question the wisdom 

of any parent who recognizes that 

their child lacks the maturity to deal 

with crude language or sexual content 

but is completely willing to allow them 

access to what is increasingly photo- 

realistic violence. 

—Eric Steele 

Look, different people parent in 

different ways. Some are fine with 

violence but not sex, some with 

sex but not violence, some with 

naughty language but neither sex 

nor violence. 

Would the option (note the use 

of the word “option”) to bleep out 

words, pixelate boobs, or tone down 

blood really be that bad a thing? 

*| drink your milk, Snake!” 
So I’m in the kitchen making some 

food when my roommate calls to me, 

“Hey, are you going to get the new 

There Will Be Blood game?" 

| said, "What the frak are you talk- 

ing about?" 

And he said, *The new There Will 

Be Blood game! It'll probably be pretty 

boring, though." 

| look over and he's holding my 

EGM #226, and the cover says “There 

WILL be blood,” referring to the new 

Ninja Gaiden games. | explained that 

to him and he said, “So why is the guy 

from that movie, Daniel Day-Lewis, on 

the cover?" 

He was talking about the aged, 

mustachioed Snake. What an ignorant 

bastard my roommate is. 

—Dan Cristofori 

Your roommate is an ignorant 

bastard, yes. And you are an all- 

knowing dick for telling us. ќа. 

HTA ќан 

EGM@1UP.com 

EGM Letters 

101 2nd Street, 8th Floor 

San Francisco, CA 94105 

Web: www.zdmcirc.com 

Phone: (800) 779-1174 
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Preview: 

50 Cent 

cashes in 

| > EGM INVESTIGATES 

‚ hoping to 

catch an air of respectability by flirt- 

ing with film directors and mimicking 

the effects-glazed action of sum- 

mer blockbusters. But deep down 

inside, they know they don’t 

belong in Hollywood. The best 

games have more in com- 

mon with an exotic vacation 

than a Michael Bay CGI- 

fest; they transport us 

to the strange shores 

of imaginary worlds, 

places, and situa- 

tions not bound by 

the constraints of 

reality. 

So why 

does it seem 

like every time we 

go to book an in-game 

flight most of the available des- 

tinations are the same places we’ve 

been visiting for years? World War II 

beaches (Call of Duty, Medal of Honor, 

Brothers in Arms), Tolkien fantasy 

forests (The Elder Scrolls IV: Oblivion, 

The Legend of Zelda: Twilight 

Princess), crime-infested cities (Grand 

Theft Auto, Saints Row, True Crime), 

PAGE 

Feature: 

Gambling 

gamers 

World War II to the done-to-death 

backdrop of modern warfare (see: 

anything with Tom Clancy’s name 

on the box). So what attracts game 

developers to these familiar places 

and themes over and over again? 

The obvious answer: "You'll see the 

same setting again and again if it’s 

popular, and that's because it's popu- 

lar," says Robert Bowling, community 

manager for Call of Duty 4: Modern 

Warfare developer Infinity Ward. "For 

a while, it was WWII shooter after 

WWII shooter. Publishers saw that 

they did really well, and publishers 

wanted to do really well." In other 

words, publishers supply what gamers 

demand. And it seems that gamers 

demand a steady diet of been-there- 

done-that. Amy Hennig, game direc- 

tor at Uncharted: Drake's Fortune 

developer Naughty Dog, noticed the 

phenomenon while observing gamers 

in their natural habitat, online mes- 

sage boards: “Оп the NeoGAF forums 

[neogaf.com] a while back, somebody 

put up a thread with a bunch of imag- 

es of games that they were excited 

Preview: 

GTA4's 

multiplayer 

 اا
By Robert Ashley 

about, and they were all [of] people in 

space armor with yellow visors. | just 

thought, what are the chances?” 

The chances are pretty good if yel- 

low-visored space marines fly off the 

shelves, and Halo’s Master Chief cer- 

tainly does. With the seemingly ever- 

increasing production costs for games 

in this generation, publishers go for 

the sure-thing payday. “Same-y-ness 

is safe,” Hennig says. “If something’s 

been successful, then leveraging that 

success is a safer bet when we're 

investing so much money in these 

titles. Everybody needs a blockbuster 

these days." 

Even the most overused game locales 

began as a fresh idea, a spark that 

inspired armies of imitators. “I think 

[these genres] work because there 

was something special about them 

initially,” Bowling says. "With WWII, 

the special thing was that it was 

completely different from any modern 

game. You have your single-shot 

rifles, these more primitive weapons 

> In games, [conflict] has to be 

externalized. You need something you 
can shoot at, something you can hit. 

—Naughty Dog Game Director Amy Hennig 

futuristic war zones (Halo, Gears of 

War, Killzone), and a few other favored 

locales pop up again and again. The 

Call of Duty series recently jumped 

from the done-to-death backdrop of 
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that required a different kind of skill. 

The problem was, five or six WWII 

games down the road, it was no lon- 

ger special because it had been done 

to death.” 

The way Frank O’Connor, writ- 

ing lead at Halo developer Bungie 

Studios, sees it, it’s the interactive 

elements that fuel the continuing 

popularity of certain game worlds. 

“All these genres have cool stuff,” 

O'Connor says. “In a game, the stuff 

you use, explore, and play with is 

every bit as important as the atmo- 

sphere the genre provides. WWII in 

particular has an excellent set of stuff: 

clear-cut bad guys and good guys, 

almost absurdly well-balanced class- 

based weapon sets.” Bowling agrees: 

“There are certain things that are 

staples, things that people really like. 

People just really like shooting plasma 

guns in sci-fi games. | dare someone 

to make a no-plasma-gun game fun. 

It can be done, but it’s really going to 

be a battle.” 

Beyond the financial risks of origi- 

nality, games tend to suffer from the 

narrowness of nerd culture, those 

beloved books and movies (The Lord 

of the Rings and Star Wars series, 

Blade Runner, and the like) that game 

developers fell in love with as ado- 

lescents. “Developers are all pretty 

similar in age and taste, so we're all 

drawing on the same influences and 

points of reference," Hennig says. 

"We all grew up on the same movies, 

the same comic books, and the same 

TV shows. The reason we see those 

same ideas popping up again and 

again is that we're all drawing on the 

same zeitgeist of experience, having 

grown up on Star Wars." 

A love of ray guns and aliens isn't 

the only thing developers get from 

movies. They also look to them for 

ways to engage players in a narrative. 

According to Hennig, those storytell- 

ing possibilities can be thematically 

constricting. “All stories need to be 

about conflict in some way, and 

games need to be as well," Hennig 

says. "In movies the conflict can be 

internal or interpersonal, and so you 

have this huge range of possibilities 

and genres you can draw from. In 

games, that conflict has to be exter- 

nalized. You need something you can 

shoot at, something you can hit." So 

where movies can fall into so many 

categories — comedies, romances, 

и Old-timey shooter Faith and a .45 is 

settling on a new setting: the '20s. 

historical dramas, and 100 other fla- 

vors—games only work when the lead 

character has something physical to 

fight against. It's hard to wrestle inner 

demons or tackle relationship troubles 

with an analog stick. "We almost 

always have to tell action-movie sto- 

ries," Hennig says. "So we're already 

pushed into a pretty narrow channel 

at that point. There are only so many 

types of things to do. We see original 

games that still have conflict in them, 

but sometimes those don't sell as well 

because they're a little more off the 

beaten track." 

Exceptions to the ruling class 
But sometimes the games that ven- 

ture off the beaten track do sell well, 

often well enough to throw the prov- 

en-equals-profit equation into doubt. 

In the years before Halo became the 

standard bearer of mainstream suc- 

cess in the game industry, first-person 

shooters (with the notable exception 

of Rare's GoldenEye 007) had a tough 

time in the console gaming arena. 

The Greek mythology epic God of 

War made the world safe for Hellenic 

violence, selling plenty of discs in 

the process. And a little game by the 

People just really like shooting plasma guns in sci-fi 
games. | dare someone to make a no-plasma-gun game 

fun. It can be done, but it's really going to be a battle. 
—Infinity Ward Community Manger Robert Bowling 
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name of Grand Theft Auto III so force- 

fully launched the virtual crime wave 

that competitors still have trouble 

matching its success. Given these 

anomalies, how well can publishers 

predict what will and won’t sell? 

“Some things are pretty cer- 

tain,” says Deadline Games’ Soren 

Lundgaard, director of the upcoming 

(and quite unconventional) Bonnie and 

Clyde-inspired shooter Faith and a 

.45. “Madden 09 will probably hit EA's 

sales estimates. In general, the sports 

genre is one [of] the few constants in 

the games industry. And sequels to 

hits are pretty reliable as well. A good 

brand is hard to kill: Tomb Raider is 

[an] excellent example of this. | think 

it’s safe to say some things can be 

predicted pretty well.” 

What certainly can’t be predicted is 

the unexpected dark-horse hit. Airtight 

Games’ Jim Deal is hard at work as 

the executive producer for a game 

that he hopes can become just that 

kind of outsider hit, the steampunk- 

styled sci-fi action game Dark Void. 

“Many games are published every 

year that are safe and sell a respect- 

able amount,” Deal says. “Overall, | 

think the industry knows what these 

genres are and how to turn them 

out consistently. Every so often, 

though, something incredibly unique 

comes along that takes everyone 

completely by surprise. It doesn’t fit 

into the old ways of thinking and sells 

a ton.” Lundgaard believes that these 

surprise hits will grow more frequent 

and will be harder to predict: “We feel 

that since the industry is changing 

so rapidly, with new hardware cycles 

nearly every five years and larger 

games taking two to three years to 

create, it is, in fact, nearly impossible 

to predict anything. When it comes to 

games with new ideas and settings, a 

lot of the theory goes straight into the 

garbage bin.” 

As a developer hoping to catch a 

break with something a little bit more 

ambitious, Lundgaard sees positive 

signs in the commercial showings of 

recent trendsetting games. "We're 

excited by the success of BioShock," 

he says. "That's a great example of 

a game that is highly original and yet 

commercially successful at the same 

time. It is also encouraging to see a 

developer like Valve harnessing its 

financial success to drive new and 

unexpected trends like Portal, as well 

as the unique graphic style and humor 

of Team Fortress 2." 

New is nice, good is better 
Gamers hunger for new experiences, 

new virtual vacation destinations to 

visit from the comfort of the couch. 

But there's an upside to a market- 

place that repeats itself again and 

again: It encourages refinement of 

the core gameplay elements that 

make games fun. “Sometimes we're 

exploring and building off of ideas 

from other people's games, trying 

to change things up," says Hennig, 

whose Uncharted is a textbook 

example of refinement over originality. 

"There's a communal dialogue going 

on with developers where we take 

each other's ideas and try to build on 

them, and as that goes around and 

around, the games get better and bet- 

ter. That wouldn't happen as much 

if we were all trying to be completely 

new and original." 

Probably not, but at least video- 

games' corps of space marines could 

take a little leave for a change. 4h 

Ecological apocalypse 
Nuclear Armageddon is out; environmental 

Armageddon is in. The possibilities are dangerously fun: 

New York City, flooded by a sudden, massive glacial 

ice melt, becomes a modern Venice. London, besieged 

by refugees from cli jate-devastated former colonies, 
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> FRR-OUT FANS 

Cupcake Queen: 

| Aussie native Naomi 

Henderson knows how 

to make nerdy cupcakes 

look cool—the accom- 

| plished baker has been 

watering mouths with her delectable 

treats inspired by classic video- 

games like Super Mario Bros. 

and Pac-Man. We recently & 

caught up with the sweet 

lady to find out why she’s e 

playing with the past. — 

EGM: You've done a lot of old- 

school cupcakes. Why are you 

neglecting recent games? Master 

Chief too manly for cupcakes? 

Naomi Henderson: Are you saying 

Mario isn't as manly as Master Chief? 

So | actually have two reasons for i ELEM 

doing old-school games: 1) they are ј ок m тика "EL 

2D, which is a lot easier to translate i L | | pee ا‎ 
to a cupcake top, and 2) they are pix- CLA PUN а 

elated so it’s easier to make them look 

right. Plus, cupcakes and old-school 

games seem to go well together 

because they have a similar nostalgic 

value to them. 

же ДЕНА | @ | 

Ox 

> FOREIGN ОЕЈЕСТ“ЈАЕАНЧ 

EGM: Do you actually eat your 

cupcakes or do you let them get B 

crusty? If it's the latter, can you i 

send them to us? We're hungry. Н O ura no 

| а КЕНТЕ NTEI ame Eu Basar рз] 

Mind games for nostalgia whores 

NH: Don’t worry, they get eaten! 

They taste really good (if | do say so 

myself), so I’m happy when people 

eat them. 

EGM: Be honest: How bad would 

you kick our ass in Cooking Mama? 

NH: It is on my “to-buy” list, so | 

haven't played it yet. But I’m guessing 

I'd be pretty kick-ass. [Laughs] 

EGM: OK, last question: Is the cup- 

cake a lie? 

NH: Uhh...no way. Cupcakes are the 

only truth. 

79 Sweeter than a mushroom. 
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> PREVIEW: EXCLUSIVE FIRST LOOK 

Although 200: 0 Cent: Bulletproof 

(PS2/XB) effortlessly si 

lion copies, we can’t imagine that it 

satisfied many customers. While 50 

laughed all the way to the bank, hi 

fans were left to contend with a re 

tive, sloppy shooter that comp 

squandered its rap-royalty guest 

stars such as Dr. Dre and Eminem 

Unfortunately, 50’s flawed gamir 

debut wasn’t some random fluk 

it was in line with the industr 

quo: Successfully marrying the 

game and hip-hop realms has al 

proved to be a deceptively tricky 

er a mil 

ING MONTHLY * EGM 

endeavor. From the embarrassingly 

corny Marky Mark: Make My Video 

(Sega CD) up through 2004's funda- 

mentally broken rap-karaoke debacle 

Get on da Mic (PS2/XB), nearly every 

title that attempts to tap into hip-hop 

has failed miserably. Even the once- 

promising Def Jam fighting series 

quickly met with diminishing returns. 

Perhaps the true problem stems from 

how publishers approach rap culture: 

Slapping crack-slingin', gangbang- 

ing stereotypes into lazy, derivative 

game concepts has yet to yield a 

memorable title. That legacy of failure 

obviously influences 50 Cent's next 

(currently untitled) project, a game 

poised to dispel gaming's hip-hop 

curse by taking the rapper out of the 

hood and placing him and his posse 

in an unexpected setting—the war- 

torn Middle East. 

So how іп the hell did Fiddy and his 

G-Unit cronies end up firing grenade 

launchers at shrouded insurgents 

in some sandy hovel half a world 

away? As it turns out, 50 Cent him- 

self demanded a change of pace for 

his second interactive outing. *50's 

involvement has been pretty exten 



sive this time around,” says Producer 

Aaron Blean. “He really challenged us 

to create a more compelling setting, 

and he didn’t want us to limit it to a 

simple run-and-gun game. He felt like 

he’d been there, done that already.” 

To even call this effort a Bulletproof 

sequel does it a disservice—while 50 

and his crew portrayed fictional char- 

acters while shooting up that game’s 

gritty urban environments, here they’re 

simply playing themselves. That 

doesn’t make this game’s premise 

any less fanciful, though: 50 and his 

buddies fly to some vague Middle 

Eastern country to play a benefit 

concert, get stiffed for their payment 

(a diamond-encrusted skull, no less), 

and end up embroiled in a massive 

firefight with several warring factions 

over the aforementioned bling. Along 

the way, expect plenty of pithy quips 

(all recorded by 50 and his posse) 

and, according to the producer, per- 

haps even a little romance (50 falls 

for a shorty in a burka?). Are the G- 

Unit guys in over their heads when 

it comes to dabbling in international 

conflict? Probably, but it’s definitely 

a fun and unexpected “fish out of 

E Spend those wads of scrilla to upgrade 
50's weapons and buy new Counterkills. 

water” turn for Curtis & co. to take. 

“Basically, just expect a fun crime 

story,” Blean says. “Think of it as 

Three Kings meets Lock, Stock, and 

Two Smoking Barrels.” 

It’s immediately obvious that this 

game has more going for it than 

Bulletproof ever did, and that’s largely 

due to the new people and technol- 

ogy behind it. Developer Swordfish 

Studios (creators of the underrated 

Cold Winter for PS2) are using the 

popular Unreal Engine 3 (the same 

tech behind games such as Gears of 

War and Mass Effect) to forge a flashy, 
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pick-up-and-play third-person shooter. 

Although the title’s looks impress 

even at this early stage, getting the 

feel right remains a paramount con- 

cern. “1 think the biggest complaint 

we heard about the first game was 

that its gameplay was too simplistic,” 

Blean says. “But this time, we're really 

emphasizing quality [and] trying to 

make fundamentally great gameplay." 

That "great gameplay" clearly bor- 

rows elements from other established 

titles, whether it's the context-sensi- 

tive cover and blindfire from Gears 

of War or the new "Gangster Fire" 

superslow-mo ability nicked from 

Max Payne. And the promise of all- 

new vehicle-based levels opens the 

door for all sorts of atypical 50 Cent 

experiences—expect to commandeer 

choppers, turrets, and Humvees this 

time around. A few elements from 

Bulletproof do persist, though: 50 can 

still pull off his brutal Counterkill melee 

reversals (although they now require 

that you follow onscreen commands à 

la God of War) and his G-Unit posse 

(Tony Yayo, Lloyd Banks, and DJ 

Whoo Kid) still offer much-needed 

backup. This time, however, another 

member of your crew always has 

your back, either as an A.l.-controlled 

partner or via drop-in/drop-out online 

co-op play through the campaign. 

"Expect some co-op puzzles," Blean 

says. "You will find these locked areas 

that require you to call over your 

homey to open up inaccessible areas, 

boost you up to a higher area, and so 

on." The developer is also toying with 

the idea of giving Tony, Lloyd, and DJ 

Whoo Kid character-specific weapons 

and Counterkills. 

With its unexpected setting and 

admirable commitment to delivering 

Solid gameplay, 50's new game stands 

poised to outclass his previous effort 

with ease. Yet the game's out-of- 

left-field concept could ignite some 

unwelcome controversy for publisher 

Sierra—based on the setting alone, 

industry watchdogs could potentially 

accuse it of cultural insensitivity. Sierra 

and Swordfish Studios hope to make it 

clear that this isn't a game about gun- 

ning down Iraqi soldiers or civilians. 

"|t's a purely fictional setting, with no 

real dictators and nothing that overtly 

references any religion," Blean says. 

"We want to use warfare as a back- 

drop, but you'll find nothing that cross- 

es the line or offends anyone." $h 
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50's new game revives Bulletproof’s Counterkill system, which allows you to disarm or execute foes at close range in brutal, sadistic ways. Expect at least 20 all-new, 

all-grisly Counterkills here, and this time they require more than merely a single, well-timed button press—you'll now have to follow multipart onscreen commands. 

Despite the setting, don’t expect to hear dueling ouds—50 and 

the G-Unit guys will provide a full album’s worth of fresh tracks. 

Last year, when Coca-Cola purchased Vitamin 4 

Water manufacturer Glacéau for $4.1 billion, A v 50's already proven himself to bea capable 

50 Cent (a major Glacéau shareholder who 4 j coauthor, collaborating on both a memoir 

even inspired his own flavor of Vitamin Water) [ r Я 

reportedly made out like a bandit. 

? Yep, 50 made at least $400 
million from the sale, and he even rhymes Р 

about his unbelievably good fortune in “I Get d 3 d eliev: The idea of Fiddy dispensi 
Money,” saying, “| take quarter water sold it in x B Eee wisdom may seem patently al 

bottles for two bucks / but Coca-Cola came 4 u dA but it’s seriously going to happen: He’ 

and bought it for billions / what the f***2" 50 didn’t venture far from his comfort zone for his ing up with Robert Greene, author of ' The 48 
t autobiographical role as a gangbanger in 2005's Laws of Power, to create 

Get Rich or Die Tryin’, and nobody saw his turn an urban update dubbed 
as a shell-shocked veteran in 2006's Home of the The 50th Law. Is getting 
Brave (seriously, it only made $51,708 at the U.S. shot nine times the first 
box office), but we hear that his big film break is step to absolute power? 

still in the works. : 

this fall. 

? Unlikely as it may seem, look for 

50 Cent alongside living legends Al Pacino and 

Robert De Niro in the hard-boiled police drama 

Righteous Kill this September. 
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Little Big Year 

Today's most exciting game-biz 

developments aren't necessarily tak- 

ing place on a single system. And 

they may bear as little resemblance to 

traditional gaming as Atari's first coin- 

ops did with the mechanical amuse- 

ments so prevalent decades prior. 

Here's your cheat sheet to 2008's 

most important trends, along with our 

predictions for when they'll nab—or 

miss—mainstream critical mass.... 

On the download 
From all-star originals (Super Stardust 

HD, PixelJunk Monsters) to killer 

updates (Bomberman Live), gamers 

are officially hot-wired. 

Defining moment: March 2009, when 

the fiscal-year dust settles and we find 

out if, for the first time in 25 years, 

publishing a game becomes within 

everyone’s reach. 

They might be giants 
Independent titles—quirky, low-bud- 

get outings like Everyday Shooter— 

are finally offering the interactive 

equivalent of indie films. 

Defining moment: Nintendo’s 

WiiWare (due this May) and Xbox 

Live’s amateur-friendly Community 

Games platform (coming in the fall) 

are destined to either reshape the 

industry or see small-fry development 

short-circuit permanently. 

The personal touch 

From Super Smash Bros. Brawl's 

user-generated levels to upcoming 

platformer LittleBigPlanet's community 

features, gaming is all about you now: 

Get ready to connect, commiserate, 

and even create. Enthusiasts? Hell, 

this year, we're more like pioneers. 

Defining moment: When the second 

round of word-of-mouth buzz sur- 

rounding amateur-made expansions 

restores a previously played-out 

title to the top-10 charts—or when 

tomorrow's next legendary designer 

goes straight from the bedroom to 

executive table. 

Scott Steinberg is managing 

director of game-industry 

consulting firm Embassy 

Multimedia Consultants 
(www.embassymulti.com) and author of 
the new how-to book Get Rich Playing 

Games (www.getrichgaming.com). 
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THE BIG ONES 
А lil look at the most-wanted titles 

Gears of War 2 
XB360 г Microsoft Game Studios 
* Fall 2008 

Now that Microsoft has officially 

announced Delta Squad’s second mis- 

sion, the next few months will surely be 

full of Gears 2 speculation. Can we expect 

prettier visuals? Duh. More multiplayer 

options? Naturally. A narrative that doesn’t 

ooze cheese? Damn, we sure hope so— 

Gears’ story and dialogue were anything 

but award-winning. Perhaps comic-book 

scribe Joshua Ortega (he’s penned the 

likes of Spider-Man and Batman) can help. 

Popular website ComicBookResources 

„сот recently reported that Ortega is 

working on the script for this sequel. Even 

though most of his work has been with 

the funny books, he couldn't produce 

anything worse than what we got in the 

original, right? 

PS3 * Konami * June 2008 

Metal Gear Solid 4: Guns of the Patriots 

Sony's Blu-ray may have won the format war, but it hasn't 

exactly won the heart of Hideo Kojima. The Metal Gear series 

creator shocked many when he admitted that Blu-ray’s 50GB 

of storage capacity (which is huge by today's disc standards) 

wasn't quite enough for this PS3 stealth-action game. It 

forced the MGS4 development team to compress certain 

aspects of data, thus diminishing their quality. 

E Street Fighter IV 
PS3/XB360 г Capcom • 2008 

While we've only seen Capcom's 

anticipated fighter running on 

arcade units, it's a sure bet that 

PS3 and 360 editions are in the 

works (as we all know, the coin-op 

scene ain't exactly boomin' these 

days). But don't be surprised if it 

lands on other systems as well. In 

an interview with Wired.com, SF4 

Producer Yoshinori Ono mentioned 

that the game could totally run on 

the Wii (with downgraded graph- 

ics, naturally) and more. "We could 

make it on Game Boy, for all we 

know, right now," he said. “Аз long 

as the rules are the same, that can 

be independent of the visuals. So 

we're not going to be limited by any 

hardware specs; we're going to aim 

as wide as possible." 
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The Atte с Aftermath 
Allis not right at Fallcreek University. Both 

students and faculty have begun experimenting 

/ with mysterious black flowers that have inexplicably 

“ СУ sprung ир оп campus, and а dangerous, 

VC hallucinogenic substance is discovered within them. 

A handful of students soon learn there is much 

more to the flowers than once thought, and the bad 

trips suddenly turn into a horrifying reality... 

wwwxobscureaf termath.com 
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Put Up or Shut Up 
A new gaming-gambling service lets 
you play for keeps By Robert Ashley 



WorldGaming users will be able to 

play challenge matches without put- 
ting money on the table, and the site 

will sponsor a number of free-entry 

tournaments for prizes. Perhaps 

the site’s greatest feature is its age 

limit: 18 or above. “With Xbox Live, 
one of the biggest frustrations for 

me is that ГІІ do a ranked match in 

Madden, and next thing | know, I’m 

playing some 12-year-old kid who’s 
screaming into the microphone the 

whole time,” Levy says. “Here on 

our site, you know you're going to 

be playing against people who take 

the game seriously.” 

But let's face it: The ability to bet 

money on games will define the site. 

And at a time when games still face 

so much negative press and political 

pressure for sex and violence, do we 

really need to throw gambling into 

the mix? For players who develop 

an unhealthy game gambling habit, 

the site will feature a page of sug- 

gestions for responsible gaming and 

the ability to self-impose spending 

limits—not exactly the strongest 

deterrents for abusers. “We’re talking 

about adults,” says WorldGaming PR 

rep Alex Josef. “You could be spend- 

ing your money on meth or prosti- 

tutes. And with all that stuff, you're 

definitely not going to be making any 

money. With us, you actually have 

the chance." 

Going legit 
And then there’s the issue of co- 

operation from the game publish- 

ers and consolemakers on which 

WorldGaming’s service depends. 

Part of the reason the site seems to 

be ahead in the online game gam- 

bling race is that, unlike several com- 

petitors, WorldGaming receives win/ 

loss records directly from game serv- 

ers instead of relying on players to 

honestly report the outcome of their 

matches. “We’re only offering games 

that provide gaming data directly. 

from the servers,” Levy says. "We've 

built a proprietary technology that 

uses the match criteria created on 

our site and goes and retrieves that 

information. By the time you come 

back to the computer after the match 

is over, it’s updated on [the] site.” It’s 

that technology that will, hopefully, 

prevent hackers from cheating the 

system. “Since the information really 

is coming directly from the server, 

there’s no time for someone to hack 

it,” Levy says. 

Right now, the games on offer at 

WorldGaming broadcast this data 

to the public, but what happens if 

Microsoft, EA, or Sony decides that 

they don't appreciate a third-party 

company making money— gambling 

money at that—from their well- 

known franchises? “The NFL certain- 

ly doesn't mind the fantasy leagues 

or gambling that go along with pro 

football," Zeldin says. "It just boosts 

their profits." And if they call in the 
lawyers? "This is open territory," 

Levy says. "We've had a lot of legal 

advice, and there are no real legal 

grounds for there to be resistance." 

Even if WorldGaming clears those 

hurdles, a few faltering competitors 

in the game gambling arena suggest 

that creating a space where enough 

gamers are willing to put up their 

dough and play may be difficult. 

“When we first opened the beta, we 

were using cash,” says Mike Patak, 

CEO of GorillaGamer.com. “But we 

realized that gamers are not really 

cash rich.” After launching over a 

year ago on a play-for-pay model 

similar to WorldGaming (though not 

nearly as slick), GorillaGamer recent- 

ly switched to a system that allows 

players to bet points instead of cash, 

redeeming their competitive earnings 

for prizes like Subway and Pizza Hut 

gift certificates. “We noticed that, in 

order to create the critical mass of 

players necessary to always find a 

user ready to play, [it] is pretty dif- 

ficult when you use cash. Cash had 

an allure, but it’s just so hard to get 

gamers with money in their pockets. 

who are willing to dump it on chal- 

lenges. Losing $20 is a lot to these 

kids.” The guys at WorldGaming are 

betting otherwise. $% 

Bi Wanna bet? Once you sign up for an account at WorldGaming.com, you can troll game-specific lobbies for worthy 

opponents or enter massive tournaments. The site holds your ante and winnings, but you can cash out at any time. 

IT'S A GAMELE?F 
The fine line between games of chance and skill... 

WorldGaming President William Levy contends that betting on a game of skill isn’t like other forms of 

gambling. “It’s not like betting on a sports game,” he says. “It’s your skills that are going to win you the 

money, and it makes the experience that much more exciting.” But that excitement may get some gamers 

into trouble. Addiction experts contend that when it comes to compulsive gambling, whether it’s skill or 

chance, it’s all the same. “What the people in clinical research would say is that there is no difference,” 

says Bruce Roberts, executive director of the California Council on Problem Gambling, a nonprofit that 

directs problem gamblers to treatment. “What you're playing is not the problem. What makes it become 

problematic is the impulse control system of each individual. A compulsive gambler will bet on anything.” 

Roberts suggests that gamers who think they might have a gambling problem answer the following 

two questions: 1) Have you ever lied to anyone about your gambling? 2) Have you ever gambled longer or 

spent more than you planned? “‘Yes' to either one of those is a clear indicator that they need to do a more 

expanded screening," Roberts says. You can find the screening test at www.calproblemgambling.org. 

Regardless of WorldGaming's stance on the gambling issue, its service won't be available in a number 

of states because of legal restrictions. You're SOL if you want to bet on your skills in Arizona, Arkansas, 

Delaware, Florida, Illinois, lowa, Louisiana, Maryland, Montana, Tennessee, and Vermont. 
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Sonic Chronicles: 

BioWare turns Sega’s speedster into one 
serious roleplayer By Jeremy Parish 



Platform: 

DS 

Publisher: 
Sega 

Developer: 

BioWare 

Release Date: 
Fall 2008 

SONIC EQUALS SPEED. From the 
very beginning, Sega’s prickliest 

mascot has always been about break- 

neck pacing and lightning reflexes. 

So just how is a Sonic role-playing 

game supposed to work? These 

types of games are usually more a 

test of your patience than your hand- 

eye coordination. But then, Sonic 

Chronicles: The Dark Brotherhood 

is the work of BioWare, a company 

that’s built its reputation on the likes of 

Baldur's Gate and Knights of the Old 

Republic—RPGs that many people 

rank among the best work anyone's 

ever done with the Dungeons & 

Dragons and Star Wars franchises, 

respectively. And even at this early 

stage, Chronicles is looking like a 

more enjoyable take on the series than 

its recent console installments. 

That’s quite a feat for a turn-based 

RPG. Yes, turn-based—Sonic and 

three of his friends stumble into ran- 

dom battles and take turns putting 

the hurt on foes through menu-driven 

battles. The fights are quick and 

streamlined though, much like those 

in Super Mario RPG: Legend of the 

Seven Stars (SNES). As in Nintendo’s 

great-granddaddy of mascot role- 

playing spin-offs, many attacks can 

be enhanced (or defended against) 

with properly timed inputs. As char- 

acters gain experience, they learn 

special techniques whose develop- 

ment players determine by allocating 

skill points—a process that should 

be familiar to fans of BioWare’s most 

recent hit, Mass Effect (XB360). 

And it wouldn’t be a BioWare game 

without tons of branching dialogue 

paths. Chronicles impressively stream- 

lines Mass Effect’s conversation 

system by reducing dialogue options 

to simple icons. Tapping an icon will 

cause Sonic to respond appropriately: 

A normal Sonic is a neutral remark, 

while a smirking hedgehog is an “atti- 

tude” response. Other conversational 

icons include question marks (to 

explore a subject in depth), ellipses 

(Sonic ruminates on the topic at 

hand), and additional characters (to 

discuss amongst his party). Although 

we're told the core story has a single 

outcome, trying out different dia- 

logue options will unlock various side 

quests—not to mention a romance 

subplot, another BioWare staple. 

Outside of battles and conversa- 

и Despite the four-person party, Sonic 

Chronicles keeps this a solo adventure. 

tions, Chronicles demonstrates a 

noble effort to mix the series' trade- 

mark action with an RPG overworld 

through isometric, hand-drawn envi- 

ronments graced with dynamic 3D 

elements. The overall effect is again 

reminiscent of Mario RPG, but with. 

more loops and ring collecting—think 

of it as Sonic 3D Blast (Saturn) done 

right. Tapping special icons will cause 

Sonic to jump or dash in specific 

areas, and certain segments require 

the party to split up to solve environ- 

mental puzzles. 

In short, it looks like a clever fusion 

of two very different game types, ben- 

efitting from BioWare's refined RPG 

sensibilities. Our only concern with 

Chronicles is that it fits into the series’ 

main continuity. Last we saw Sonic, 

he was making out with a human girl, 

and BioWare's already shown a will- 

ingness to explore interspecies love 

scenes with blue creatures. So brace 

yourself for some potentially uncom- 

fortable moments. ж 

It looks like a clever fusion of 
two very different game types, 

benefitting from BioWare's 
refined RPG sensibilities. 
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Platforms: 
PS3/XB360 

Publisher: 
Rockstar 

Developer: 
Rockstar North 

Release Date: 
April 2008 

Grand Theft Auto 
Rockstar’s superseries finally pulls onto 

the superhighway 

GRAND THEFT AUTO IV IS KINDA 
A BIG DEAL for some obvious 

reasons. It's the epic open-world 

series' first entry on PS3 and Xbox 

360, it's gorgeous, it brings the action 

back to a beefed-up Liberty City (the 

GTA world's version of New York 

City made popular in GTA3)—but 

perhaps the most notable component 

is its online multiplayer, a first for the 

Series on consoles. 

GTA games have featured cross- 

system multiplayer before. The two 

PSP entries, Liberty City Stories 

and Vice City Stories, each had 

deathmatch, racing, and capture the 

flag variants. And Jeronimo Barrera, 

VP of development at Rockstar, says 

that while the developers had fun 

with that multiplayer and learned 

what worked in the GTA world with 

it, they were limited by the system’s 

power. That's no longer the case. 

“We had planned multiplayer from 

the day we saw the specs of the 

consoles we'd be working on for this 

game," he says. "They would let us 

make something that was sufficiently 

interesting to stand alongside the 
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single-player game.” According to 

Barrera, doing this means multiplayer 

must offer the “freedom to do what 

you want, but [with] consequences 

for your actions; a living, breathing 

world; and immersive gameplay 

scenarios that feel really cinematic 

but give the player plenty of choices.” 

This starts with the identical 

setting. (“With all the multiplayer 

modes, we made sure to integrate 

the biggest single-player character 

into the multiplayer, that being Liberty 

City,” says Barrera.) As for delivering 

acompelling story, Barrera says co- 

op helps fill that role by giving lesser 

characters expanded roles: “We 

approached multiplayer in the same 

way we worked on sequels on follow- 

up games in the PS2 era of games— 

multiplayer and co-op are both 

supposed to complement single- 

player, exist in the same world, but 

not be part of the same story. Co-op 

has a greater story component than 

[the rest of] multiplayer, [featuring] 

characters referred to in the single- 

player game.” 

As of now, we know the game will 

include co-op play, deathmatch and 

team DM, races, and some specific 

team-based modes. Does that mean 

a massively multiplayer online game 

is the next step? “[An MMO] isn’t 

a natural evolution,” Barrera says. 

“It's a completely different game 

experience—just as multiplayer is 

a completely different experience 

from single-player, and in some ways 

co-op is different from multiplayer 

as well. We will always explore new 

ideas and ways to give the player the 

ultimate GTA experience, but it has 

to be unique, and it has to work 

within the core values of the game— 

that is what makes the game fun and 

what makes it what it is. We think 

we have achieved that with this first 

proper execution of multiplayer, but 

we are always looking to develop 

and learn from the experience of 

making games.” 

Rockstar wasn’t ready to show off 

all its multiplayer plans at a recent 

hands-on demo, but we did get some 

time with the aforementioned modes. 

Take a look at what we found out, 

with our impressions on each.... 



> TEAM DEATHMATCH 
The setup: This mode offers what you'd expect: Up to 16 players battle it out, 

with teams in any configuration (we played with a max of eight throughout the 

session). Players create a character (no story-mode characters here) with a 

quick editor. The host can then set multiple match options, including available 

weapons, police presence, traffic and pedestrian density, weather, time of day, 

and location inside the city (be it a confined portion or the whole damn thing), 

among others. 

Execution: Old-standby mode Team Deathmatch seemed like a good place 

to dip my toe into GTA4's multiplayer pool, seeing as surprises, at least in 

terms of general rules, would be kept to a minimum. And it played out as such. 

Eight of us split into two teams of four. The first match was on Happiness 

Island (think Ellis Island), and our back-and-forth battle usually centered at 

> GTA RACE 
The setup: The whole of Liberty City again serves as the backdrop 

in this mode, with race routes winding through various boroughs and 

accommodating all modes of transportation, including boats and choppers. 

The host wields the power to choose the vehicle type, weapons, police, traffic, 

and more. The goal is simply to be the first (of up to 16) to cross the finish line, 

hitting all the checkpoints on the way. 

Execution: The races may be straightforward, but the openness is divine. 

The ride you start with by no means has to be the one you finish with. In one 

match, everyone ditched their initial putt-puttering mopeds within minutes. 

In fact, it'd be an accomplishment if any original jalopy makes it to the end. 

With weapons enabled (which puts ordnance icons throughout the route you 

can run over to pick up) and collisions always encouraged, the action rarely 

focuses on precision driving. Hell, after falling hopelessly behind, Rockstar's 

Barrera seemed to take a perverse pleasure in setting up a makeshift 

the statue's base, with shootouts focused on the stairs. We continued our 

matches in different locations. A solid strategy | picked up on quickly: Vehicles 

make a difference, because teams can split up and go for drive-bys or quick 

escapes. It’s hard to aim accurately from a car, but the mobility makes up for 

it. A wonderful X factor is the po-po, who essentially act as a third faction you 

have to worry about should you piss them off (highly likely since the bullets 

rain). In one tense match on an island known as Charge off of Algonquin (the 

дате” take on Manhattan), the cops and their cruisers outnumbered the 

players at least two to one. 

Best GTA moment: Seeing the blip of an enemy through some trees from a 

two-story-high roof, grabbing a rocket launcher, and then letting her rip for a 

long-distance splattering. 

ј Ко won't have you reaching for the sky in 

multiplayer: You'll play with created characters. 

roadblock of abandoned cars at the end of a bridge, and then waiting, weapon 

drawn, for the next lucky racer. A pain in the ass, no doubt, but a fun one. And 

the result? | wound up finishing the last 100 yards on foot. Also impressive: 

jets taxiing and then taking off through the airport race route. 

The fun of traveling by air or sea, however, turned out to be more muted. 

Controlling the choppers was easier than expected (and made for some 

impressive under-bridge needle-threading), but the wide-open airspace made 

for some lonely, if visually stunning, stretches. Meanwhile, the boats, even the 

“fast” ones, felt slow and floaty, and in terms of replayability, the water races 

had a short-term, one-and-done feel. 

Best GTA moment: Corner-cutting is encouraged. But not over a fire hydrant. 

I did so on the first turn with a motorcycle and got knocked off the bike—and 

10 feet into the air—from the resulting geyser. At least the guy behind me took 

a spill as well. > 
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> COPS 'H' CEODES 
The setup: A team of crooks and a team of cops face off. The crooks’ goal 

is to get their boss (randomly assigned among the players) to an extraction 

vehicle and make a clean getaway. But while the crooks can see their goal on 

the map, the police can’t; they just see the potential escapees. If they manage 

to kill the boss, it’s game over for the bad guys. 

Execution: Multiplayer really hits its stride here. Your goal is pretty clear- 

cut, but the strategies are all over the place. Does the boss ride with the full 

entourage? Should they split up? Do the police make a beeline toward the 

boss icon, or do they make a guess at where he’s going and lay an ambush 

there? Since the crooks can’t see the police (or hear them provided the fuzz 

shut off the siren), sometimes the best bet is to hitch a ride on a crotch rocket 

and go for broke. A nice wrinkle, though, is that the size of your bonus (which 

you use to level up) is based on the number of crooks that escape. 

With these ground rules set, a 16-player cap, and the suite of adjustable 

variables, the action becomes what you make of it. When playing as the 

crooks, my team of four preferred the split-up method, with one guy staying 

with the boss and the other two playing decoy (but if you look closely, you can 

see the boss icon). And a skilled driver may be all you need—if you're on a 

nimble pace, it might be better to keep driving than to stop for that set of body 

armor (which, along with weapons, is marked on your map) and risk having the 

cops hop out of their hiding place the moment you stumble. One strategy we 

Crouching in multiplayer makes that pesky name above your 
head disappear; take cover, and the dot disappears as well. 

constantly used involved putting the game’s GPS to good use, with one of the 

players—ideally a passenger—taking the time to mark the extraction point on 

the main map screen with a waypoint while the onboard computer continually 

adjusts the ideal route on each teammate's minimap. And in our matches 

the crooks always started on foot in a remote, car-free location, meaning the 

action began as a frantic scramble for a ride (and yeah, that can be anything 

motorized you find). 

As the cops, who start in a police cruiser, our first order of business was 

always to shut off that damn siren. No need to give ol’ Johnny Lawbreaker 

а heads up. Then we'd usually split up, because that can be a lifesaver if a 

group gets a jump on the boss—should the head honcho manage to squirrel 

his way out and flee around the corner, he could find himself making his 

getaway right into the waiting backup group. And the good guys are by no 

means relegated to official vehicles. If you want to grab a run-down sedan 

and do the undercover thing for a surprise attack, have at it. For the cops, 

it's worth it for at least one player to grab a rocket launcher just in case the 

escape vehicle is a chopper. A last-second Black Hawk Down-esque scenario 

may be a long shot, but in this world, you do have that prayer. 

Best GTA moment: A car hitting inches below my feet as | climbed my way 

ир a ladder toward an extraction point. Said the laughing opposing driver over 

my headset: “You have no idea how close that was.” 
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> CO-OF 
The setup: This mode is comprised of stand-alone story-based missions 

for up to four players. Hangman’s Noose, the mission we played (the game 

will ship with at least five, maybe more), involved a minor character from the 

single-player story: Kenny Petrovic. He has just landed at the airport...with a 

contingent of SWAT personnel waiting on the tarmac. The players are charged 

with clearing out the area enough for him to disembark and then transporting 

him to the extraction point alive. 

Execution: This mission starts at a gallop. With a fleet of armored police 

waiting, we were forced to hold our position and fight them off, making 

extensive use of the cover system thanks to the scattered luggage carts. 

Speaking of which, nabbing cover grew easier over time, especially when I 

wasn’t surrounded by too many objects—it tends to be a “sticky” feature with 

ап annoying tendency to latch on to nearby cover spots when you just want to 

be cover-free. Once we cleaned things up enough, Petrovic was ready to go. 

Our initial strategy was to grab one of the law’s armored trucks for a low-risk. 

(relatively speaking) escape. And that method worked. The only hang-up for 

the first few matches was waiting for the stragglers to arrive at the extraction 

point, a baseball field across town. 

As we replayed the mission (probably a dozen times between trying all the 

difficulty modes and restarts), we kept testing different strategies, like having 

Breaking glass will become a habit. In order to shoot out 
of a vehicle, you have to first smash the driver’s window. 

guys immediately peeling off and grabbing the sports car and motorcycle 

conveniently parked around the corner. Using those vehicles often resulted 

in our VIP's death, because, as you'd imagine, the cops love taking potshots 

at the exposed passenger. And | swear that on higher difficulties those guys 

turn into sharpshooters with a grudge against tires. I'd always think, “OK, | can 

deal” when riding on three tires and a rim, but as soon as | hit a turn and spun 

out, I'd be looking for new wheels as those do-gooding vultures swarmed. 

Another teammate loved going for the helicopter at the end of the airfield 

we started on. But experimentation was the name of the game. An effective 

technique we employed was putting Petrovic and the lead player in one car, 

with the others following in an armored truck, acting as a shield. 

My hope is that the other co-op missions have some more varied, multipart 

goals besides a simple point A to point B extraction. But fleshing out some of 

the minor characters with these missions, complete with quickie cut-scenes, 

is a good idea. Playing as a handful of those named characters instead of just 

being the hired help would be appreciated as well. 

Best GTA moment: Riding shotgun in a helo for some air support, and then 

realizing I'd be better served on the ground. | thought we were close enough 

to the highway to make a clean landing, but my leap ended with me nicking 

the concrete overpass and falling to the ground. Wasted, indeed. ќа. 
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Platforms: 

PS3/XB360 

Publisher: 

Bethesda 

Developer: 
Bethesda 

Release Date: 
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Fall 2008 

TRONIC 

sent us decaying scraps 

from a long-buried guide to surviving 

the postapocalypse (science fiction 

is complicated!), we couldn't make 

heads or tails of what we were read- 

ing. Luckily, Fallout 3 executive pro- 

ducer and future-wasteland role-play- 

ing game expert Todd Howard was 

kind enough to provide annotation 

and commentary. 

Fact: It's dangerous to go it alone. 

Your chances for survival skyrocket 

when you travel with loyal and hardy 

companions, and few companions 

are as loyal and hardy as man's best 

friend, Canis lupus familiaris —the 

domestic dog. 

In Fallout 3, your best friend goes 

by the endearing name of Dogmeat, 
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whom you meet early on in a ran- 

dom encounter. “А bunch of raiders 

have killed Dogmeat's owner, and 

he's going after them," says Howard. 

“You can help, and then Dogmeat 

will come with you if you ask him.... 

He's pretty badass. If he can get up 

on an enemy, he does a good job of 

tearing them apart, and he can take a 

lot of damage. We don't want you to 

have to ‘manage’ his health too much, 

as keeping him alive is not what the 

game is about." 

Dogmeat's tricks extend past tear- 

ing open jugular veins. Order him to 

scour an area for ammo or drugs and 

Bi 

By Sean Molloy 

he'll leave your side, attacking raiders 

and other wasteland dwellers if neces- 

sary, to search for the stuff. If he can’t 

fulfill your request, he'll come back 

after a few hours of game time. 

"Sorry to say, but Dogmeat can 

die," warns Howard, "and once he's 

dead...he's dead. He can die going off 

to look for things for you. But again, 

we make him pretty tough; you have 

to be pretty careless for him to die.” 

Fact: In order to survive in the radio- 

active wastes, one must be familiar 

with the hierarchy of ghoul society and 

| actually spend time just wandering 
the wasteland with my dog, listening 

to the radio...good times.” 
—Fallout 3 Executive Producer Todd Howard 



the subspecies’ unique physiology. 

At the lowest tier sits your garden- 

variety ghoul. “People like you and 

me,” says Howard, “but irradiated with 

rotting flesh.” Unpleasant to look at 

or smell, sure, but—in most cases— 

generally rational. 

On the next tier sits the feral ghoul. 

“[These] got hit so hard [with radia- 

tion] that their brains melted. They’ve 

become rampaging beasts,” warns 

Howard, indicating that the best form 

of communication is a well-timed 

shotgun blast to the earlike orifice. 

“There are also people that got hit 

so hard that they’ve become Glowing 

Ones,” says Howard, explaining the 

third tier of ghouldom. “These are feral 

ghouls that glow and emit radiation. 

They create some interesting battles, 

because the radiation they give off 

heals the other ghouls around them.” 

And harms you—naturally. 

Luckily, waste wanderers don’t 

face the ghoul threat alone—and 

it's not uncommon to see one of 

your enemies locked in combat with 

another. “There are a few great ways 

to get enemies to fight for you," says 

Howard. “Many enemies have a ‘brain’ 

that they use to tell friend from foe. 

On giant insects, it’s their antennae. 

On robots, they have a brain module. 

Destroying this body part will make 

them frenzy and attack whomever. 

The other way is by hacking comput- 

ers, robots, or turrets to make them 

fight for you.” 

On the Subject of Sanity 
Fact: The wastes can be lonely—and 

aman might succumb to the voices 

in his head if it weren’t for the voices 

coming from his wrist. 

“Your Pip-Boy—the wrist-mounted 

device you start with—has a radio 

receiver built in,” says Howard. “The 

main radio station is Galaxy News 

Radio, complete with a DJ that 

talks about what’s going on in the 

wasteland and plays music from the 

1940s—stuff from the Ink Spots, Bob 

Crosby, and more. | actually spend 

time in the game just wandering the 

wasteland with my dog, listening to 

> YOURE SPECIAL! 

Also unearthed: a rhyming, talking baby book entitled You're 

SPECIAL, used by vault dwellers in their formative toddler years 

to determine their stats and affinities. 

“It's a glorified menu,” explains Howard, “but really fits the 

mood of the moment—and we can somewhat fictionalize the 

; E Take care of your puppy ра! Dogmeat 
or expect / Am Legend-style heartbreak. 

the radio...good times.” 

But your radio serves another pur- 

pose. In the wake of the apocalypse, 

several poor souls set up emergency 

radio beacons in the (futile) hope that 

someone might find them and save 

them. While many operators have long 

since expired, their signals—and their 

loot stashes—persist. “So you may 

find a signal on your radio, and it’s full 

of static,” says Howard, “but as you 

get closer to the source, the static 

goes away and the signal gets stron- 

ger. So you kind of track the signal by 

listening to the static come and go, 

like a game of ‘hot/cold.’”... 

(Scorch marks shaped suspiciously 

like claws rendered the remaining 

pages of the guide unreadable.) і 

choice you’re making, something we like to do during character 

generation.... My two faves: ‘C is for Charisma—it’s why people 

think I’m great! | make my friends all laugh and smile, and never 

want to hate!’ ‘P is for Perception—a long and funny word! It 

means what | tasted, smelled, saw, and heard!” 
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> APTER THOUGHTS 

Burnout: FARADIS€ 
The game's producer pimps his ride 

NOW THAT YOU'VE BLAZED EGM: Are you still running into 

| lots of Burnout vets who simply 

don’t enjoy the new open-world 

focus in Paradise? 
EGM: Are you as offended as we 

are when someone beats you 

using a crappy promotional car 
from Wal-Mart or Circuit City? 

Why did you make them so good? 

EGM: What's the most surprising 

thing you've seen so far online? 

EGM: Where is the absolute best 

place to rack up massive stunts? 

We're arguing among Airfield, 

Quarry, and Dam.... 

ЕСМ: We’re really impressed with. 

your intuitive, D-pad-driven mul- 

tiplayer menus. How do you feel 

about letting other developers rip 

them off? We'd be OK with that... 

EGM: When will Guns N’ Roses’ 

Chinese Democracy be released? 

EGM: Are there any little secrets 

that nobody has uncovered yet? 

EGM: In your estimation, what is 

the single best car in Paradise, 

and how do you get it? 

Objects in bumper are 

deadlier than they appear. 



THE FINE LINE BETWEEN HONOR AND VENGEANCE Te 
WILL BE CROSSED BY ONE. 

Hayabusa returns in the only true sequel to Ninja Gaiden. Exclusively on the Xbox 360. 
Four difficulty levels, from Acolyte to Master Ninja. 

xbox.com/ng2 

Microsoft 
RATING PENDING 

May contain content 

inappropriate for children. 
Visit www.esrb.org for 

rating information. 

Team МАЈА 



Platform: 

PS3 

Publisher: 
Sony CEA 

Developer: 
Evolution Studios 

Release Date: 
Fall 2008 

MotorStorm = 
Season two catches island fe 

WE SPENT A LITTLE CHUNK of real 

estate last year talking about how 

sexy the mud looked in MotorStorm. 

The mud. That clues you in to the sort 

of visual showcase it put on. Of all the 

early PS3 titles, this dirty racer was 

the best when it came time to show 

off your new machine. 

Well, the mud is back, and this time 

you'll find a whole lot more to splash 

across your screen along with it. 

MotorStorm 2 moves the first game’s 

“Coachella for off-roaders” racing- 

festival setting to a tropical island in 

the Pacific. Gone are dusty expanses 

of desert browns, replaced with a 

wash of verdant hues across the map. 

Zooming in to ground level reveals a 

whole new world filled with lush veg- 

etation to whip against the windshield. 

And this island is fraught with haz- 

ards. In the rain forests, swamps filled 

with shifting quicksand and tangled 

undergrowth threaten to suck your 
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ride under. Take to the mountains and 

you'll find yourself following perilous 

ridgelines and dodging the lava pools 

and clouds of ash from a volcano. 

All of this new scenery means you 

have that many more options when 

trying to pick the path around those 

tracks best suited to your vehicle's 

strengths. And if you thought cutting a 

few ruts through the first game's des- 

ert floor was cool, you'll love the real- 

time deformation that realistically re- 

creates the wear and tear on the track 

from each lap, which gets a whole lot 

more to work with in MotorStorm 2. 

And this sequel needs that diversity; 

the game doubles up on its predeces- 

r By Garnett Lee 

sor with a planned 16 circuits. 

And then come the rides. The 

returning garage of rally cars, buggies, 

motorbikes, race trucks, mudpluggers, 

and big rigs gains a stablemate with 

the addition of new monster trucks. 

In true tractor-pull tradition, they’re 

just as likely to roll over anyone fool- 

ish enough to get in their way as go 

around them. As much fun as that 

could be with up to 15 of your friends 

online, it might be best enjoyed with 

everyone gathered around the TV in 

the new four-player splitscreen mode, 

so you can talk smack up close and 

personal. Hey, mudslinging’s encour- 

aged here. $h 

Swamps filled with shifting 
quicksand and tangled undergrowth 

threaten to suck your ride under. 
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> THAT'S COOL 

MICROSOFT IS KEEPING its 

killer cogs spinning. At this year’s 

Game Developers Conference (GDC), 

developer Epic announced it’s revving 

up a sequel to bloody 360 blockbuster 

Gears of War for this fall. Yeah, we all 

knew it was coming, but that doesn’t 

mean we're not stoked to saw off 

more Locust limbs. Portal lovers can 

also join the sequel celebration; lead 

designer Kim Swift mentioned in a G4 

interview that Portal 2 will material- x i 3 

ize—she just didn't say when. ј E А = х = 

ALL-TIME INDIE DEVEL- ј - " Е j - 5 n — 

( S are making it big thanks to = кс. 
services like Xbox Live Arcade and the THIS JOE 

PlayStation Network. Microsoft in par- 

ticular is really fishing for talent—the 

company’s new Xbox Live Community 

Games service will allow aspiring 

developers to share their homemade 

ө 

| Game-Biz 
games over Xbox Live. While the ini- i 

і h h i oco cee Analyst 
definitely think this service has some B 

serious potential Our monthly look at the industry’ S most 

interesting gigs £ 

> OVERHEARD 

This month: 

Recommended education: 
“Му goal is not to go 
head-on with EA and 
Activision Blizzard— 
we're the terrorist orga- 
nization here. We're going 
to go much faster into the future 

than anyone else because we're 

small. That's where the big guys 

are sleeping because they can't 

move fast enough —they're too 

busy on the treadmill trying to 

get to their next billion dollars." 

—Atari's new CEO David Gardner 
suicide-bombs his reputation with a 

horrible business metaphor. 

Salary range: 
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Pachter’s career supports voice 

chat via an included phone peripheral. 

> TOOLS OF HIS TRADE 

Telephone USB flash drive 

The Internet 

HP 12c calculator 

> THE GAME OF LIVES 

5 Lives: 

When it comes to war, Call of Duty 4: 

Modern Warfare is really winning—it's 

both the top-selling game of 2007 and 

one of the top-played games over Xbox Live. Only one 

major battle remains: our five questions. We recruited 

Robert Bowling, community manager at COD4 devel- 

oper Infinity Ward, to see if he's ready for combat. 

Robert Bowling: It is Brothers in Arms: D-Day. 

EGM: Incorrect. It's C. 

Lives remaining: oppo 

RB: Operation Wolf...Fang Back. 

EGM: No. 

RB: Operation Wolf...Herd Strike. 

EGM: Nope. 

RB: Operation Wolf... Throat Chomp. l'm trying to think 

of wolf-type names. 

EGM: Sorry, the correct answers are Operation 

Thunderbolt, Operation Wolf 3, and Operation Tiger. 

Lives remaining: BR 

RB: Vietnam...| dunno! 

EGM: Sorry, it’s Nam-1975. 

Lives remaining: Bek 

RB: Call of Duty: Finest Hour. 

EGM: Correct. 

Lives remaining: 5365 

RB: Billy? 

EGM: Incorrect. It's Ralf Jones and Clark Steel. 

Lives remaining: ex 

Game Over: Looks like the shell shock rattled 

Bowling's brain a bit. At least he got one right. And 

getting one right is one fifth of the battle. 
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Platform: 

Wii 

Publisher: 
Nintendo Console players can finally use Nintendo’s Wi-Fi service to race or battle online by themselves or via splitscreen 

Developer: with a friend. If you want to race against friends online, though, you'll need to share a 16-digit handshake first, as 

Nintendo the frustrating friend codes are back. If typing long strings of numbers ain’t your thing, the game supports match- 

Release Date: making with random players without the need for friend codes. When joining a match midrace, the player can watch 

April 2008 the drivers battle it out while waiting for the next round. Don’t expect a wealth of social interaction, though, as 

Nintendo has taken its chat-design cues from Resident Evil Outbreak (PS2), only allowing players to communicate 

via a preset list of canned text comments. 

Rounding out the online offerings is the Mario Kart Channel, a central hub accessible both in and out of the game 

where players can upload and download time-trial ghosts, check out top race times, and post their course records. 

Drivers will also be able to see their rankings in the new tournament mode; it’s similar to Mario Kart DS’ mission 

mode, where you complete objectives (for example: kill a Pokey on a desert level) in a specific amount of time. 

Longtime fans of the series shouldn’t be concerned with the transition to motion- ищ 

control steering—Mario Kart Wii features five different control schemes. Steering 

with the pack-in Wii Wheel (or the Wii Remote held horizontally) feels functional but 

imprecise. Setting up for a powerslide boost (which now is based on the amount of 

time you hold the powerslide rather than rapid back-and-forth movements) in a tight 

turn doesn’t offer the same sense of pinpoint control that analog steering provides. 

To grab some additional speed, racers can now pop a wheelie on motorcycles 

(which are new to the series) and perform trick jumps off ramps for a quick boost by 

tilting the Wii Remote vertically. Series veterans should feel right at home using the 

GameCube controller or Classic Controller, but the Wii Remote/Nunchuk combo is a 

comfortable middle ground, offering the precision of analog control and the simplic- 

ity of pulling off wheelies and tricks by shaking the Wii Remote. 
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Following in the footsteps of its DS cousin, Mario Kart Wii will feature 16 all-new and 16 classic courses. Half of the 

tracks are unlocked at the start of the game, with the remaining tracks available after completing the first four GP 

cups. Mii fans should be happy, because the first thing we noticed when racing on the new maps was the cheering 

crowd populated by Miis. They won't be relegated solely to bystander status, either; you'll also be able to unlock the 

ability to race as your favorite Mii. 

The new tracks are really among the best-designed in the series. In one level, Coconut Mall, drivers can weave their 

way through a series of escalators that change direction after every lap for speed boosts. The usual mixtures of short- 

cuts are still in and, as always, provide a faster path at the risk of falling off the track. Another section on a track called 

Mushroom Gorge presents players with the choice of sticking with the safe option and staying on the road for a longer 

route or the ability to hop on a series of large toadstools in order to chain tricks to traverse the chasm more quickly. 

The last straightaway of DK Summit presents the most interesting use for the new air tricks. Players must boost off the 

half-pipe to avoid the heavier snow at the bottom, while weaving a path around snowboarding Shy Guys. 

Ask anyone who's lost a race because of multiple blue-shell strikes served up by the last-place driver: Power-ups and 

weapons play a huge role in the Mario Kart series. The character-specific special items from Double Dash!! (GC) are 

gone, but three new items make up for them. For racers who need to clear a path in a hurry, the Mega Mushroom from 

New Super Mario Bros. (DS) is in; it supersizes players, allowing them to mow through everyone in their way. The POW 

block from the original Mario Bros. makes an appearance and, when activated, emits a series of three shock waves 

to everyone in front of you. But the lightning cloud, the final new item we saw, was the most compelling. It gives the 

player a speed boost like the star—but after a set period of time, it'll shrink the player with a lightning strike. Like a 

game of hot potato, the player can pass the cloud onto an unsuspecting enemy driver just in time for him or her to get 

zapped instead. We're preemptively calling bulls**** for апу races lost to this switcheroo-shrinkage tactic. ж 
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ЕЕЕ СРЕ] 

We've got your game-related videos 

right here! Or more specifically, right 

here at 

An Evening With Will Wright 
Brainiac Sims creator delivers illumi- 

nating, rambling chat about alternate 

worlds, Care Bears, and Russian 

space programs. 

APB gameplay clips 
Fantastic-looking cops-and-robbers 

MMO from Crackdown's creators 

encourages breakin' the law...or 

enforcing it. With bazookas. 

Rock Band Drum Machine 
Andrew Rudson's program turns 

game peripheral into real electronic 

drum set. We rate this video five devil 

horns out of five. 

Fez gameplay 
Exclusive footage of the innova- 

tive Super Paper Mario-esque indie 

platformer that stole the show at this 

year's Game Developers Conference. 

> ONLINE SCENE 

(Re)Call of Duty 
СОБА extends its war with new 

multiplayer maps 

VARIETY AIN’T JUST THE SPICE 

OF LIFE—it's also the theme for the 

upcoming Call of Duty 4 (PS3/XB360) 

downloadable multiplayer maps. 

Appropriately dubbed the Variety 

Pack, thése four new battlefields 

should provide many more surprises 

than those that came in the box. 

“One of the best things about down- 

loadable content,” says Community 

Relations Manager Robert Bowling 

~N 
of developer Infinity Ward, “is КАЛ b 

you get to break агау from the norm 

of what you built into the universe 

with the shipped game. You keep 

things in the same mindset as you're 
in with the single-player game: 

Downloadable content lets üs do 

something different." Here's a battle- 

tested look at what to expect when 

the pack drops in April (pricing is still 

being determined). 



> CREEK 

| \ | N А Lay of the land: The biggest COD4 r 
і ^ multiplayer map to date (and perhaps E 

1 i / AW the biggest departure from the original B ја 
N Y = їл 

\ \ à maps), Creek is set in a lush, dense i Р и 

\ N 1 СТ | - forest—like something out of Lord of „л By їл 

\ 4 1 the Rings or Lost, but with way more AK-47s. The wide-open wooded Е 

\ area is perfect for snipers, with lots of bushes, trees, and rocks to hide ù 

SS behind (without feeling like you have to be a sniper to succeed). It’s 

also home to a giant ravine and a sweet cave for hiding. 

Battle-tested: This one’s great for lots of players. Creek is big enough 

to support as ‘many soldiers as you can throw at it, and the greenery 

gives it an expansive, open-air feel. 

\ 

> CHINATOWN B 

Lay of the land: Chinatown is actually | S 

based on the popular Carentan map 

from COD2, and it’s full of tight spaces 

and grimy back alleys. The urban envi- 

ronment makes for a nice combination 

of full-scale street fighting and indoor, close-quarters combat. We're 

also big fans of the nighttime backdrop. 

Battle-tested: A great remake of a great original map. It’s not quite the 

most convincing Chinatown we've ever encountered in a game (that 

award goes the John Woo game Stranglehold), but it's a very well-put- 

together map with seemingly infinite ways to move through the level 

and a strong feeling of interconnectedness— despite the relatively large 

size'and setting. 

\ 

> BROADCAST 

Lay of the land: Ripped from COD4’s 

single-player campaign, Broadcast 

has had many of its outside areas 

opened up for this multiplayer debut. 

The huge TV-station room has multiple 

floors from which to wreak havoc, and many of the conference rooms 

' are now accessible. Sniper perches abound, and you'll find plenty of 

* options for flanking your enemies. 

Battle-tested: Fighting in office buildings can be tedious. How many 

bland, beige game levels have you played that look exactly like? Not \ 

so here: It's actually quite difficult to get lost, and the open central 

room—full of desks, chairs, and various other gun fodder—makes for a 

great place to stage your own shootout at the TV corral. 

> KILLHOUSE 

Lay of the land: Built for small-team games (read: 1-on-1 or 2-on-2), 

Killhouse takes place within an enclosed interior. The developers liken 

it to a game of Brit futuresports classic speedball, but with lots of 

weapon choices. 

Battle-tested: Not yet. This level wasn't ready for war, so you'll have to 

wait until April, when you can try it yourself... ќа. 
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Resurrected 
Rumors: 

It's hard to get excit- 

ed over licensed- 

movie games, but 
sometimes nostalgia 

can blind good 
taste. Example: EA’s 

upcoming G.l. Joe 

game, which I hap- 
pened to call a few 

months back. Sure, it 

may suck, but that’s 

the price of nostalgia. 

[ MA 

: the Magic Bullet blender, 

tip calculators, and, most impor- 

tantly, weeklong gaming conven- 

tions. Thanks to the recent Game 

Developers Conference, | was able 

to scrounge together an impressive 

list of scuttlebutt. Hell, | dug up so 

much dirt that | had to—get this— 

write everything down on paper so 

| wouldn't forget anything. Crazy, | 

know. But enough talk—have at 'em. 

EMYL 

rn f New 

Last year's Ratchet and Clank Future: 

Tools of Destruction sure was a pret- 

ty platformer. It wasn't just cartoon- 

quality looks, though—we really dug 

the fast-paced, hop-and-pop action. 

So much so that the cliffhanger end- 

ing left us moaning for more. Luckily, 

we might get more sooner rather 

than later—my Sony spy tells me 

developer Insomniac is building a 

downloadable expansion sequel 

to Tools of Destruction set to be 

released this fall. 

Tecmo touchdown 

Madden may be the current king 

of the football field, but back in the 

8-bit days, Tecmo Bowl held the pig- 
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skin crown. We’ve known publisher 

Tecmo is resurrecting the franchise, 

but we haven’t known what systems 

it'll appear on...till now. Word is, 

Tecmo is planning both a Wii and 

DS version of Tecmo Bowl. From 

what І hear, the DS version will be 

a retro take on the series, while the 

Wii version will be an updated outing 

developed here in the States. 

Flushing the plumber 
Disney’s serious about dominating 

the game industry. How serious? 

Glad you asked. Last year, the 

megacompany bought game-design 

maverick Warren Spector’s (Deus Ex) 

Junction Point Studios and asked 

him to whip up a truly magical game. 

My mousy mole tells me Disney 

tasked Mr. Spector with the ambi- 

tious goal of creating a platform- 

style Mario-killer starring Mickey 

Mouse. Uh, seems like Disney 

has been bingeing on too many of 

Mario’s magic mushrooms.... 

PS 

It’s taken some time, sure, but the 

Р53 is finally starting to bounce back 

after a disappointing first year. Not 

surprisingly, Sony's first-party games 

are what we’re really stoked to see, 

and | happen to know about a new 

one. A Sony spy tells me Sony 

Liverpool (Wipeout HD) is making 

a stunning character action game 

entitled The Protector. #1 

N) * Here's a little trickle of Gears of War 2 info: It appears the multiplayer mode 

will feature both 5-on-5 matches and a new camera angle. 

* | hear Warner Bros. is tapping its new developer, Traveller’s Tales (Lego 

Batman), to make games based on the upcoming live-action Akira flicks. 

©) * Man, it seems like Sony's online social service, Home, will never come out. 

But we may get to play it soon—word is an open beta is coming this spring. 
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COMING SOON 
May's gaming flowers 

Boom Blox 
Wii • EA Games 

Hollywood icon and Academy Award-winning filmmaker Steven Spielberg is teaming up with 

Electronic Arts for a three-game deal. Boom Blox marks the first of those projects, and while it 

may have many thinkin' Jenga, this puzzler is much more. In addition to being able to build and 

trade levels with friends, the game's 30-plus creatures will really help vary how things go boom. 

Haze 
PS3 г Ubisoft 

This oft-delayed first-person 

shooter is finally ready to inject 

the PSS with its performance- 

enhancing nectar. We dig 

Haze's juiced-up main charac- 

ter, but why did developer Free 

Radical have to go and spoil 

the game's big twist? (Halfway 

through you become one of the 

bad guys.) 

Iron Man 
Wii/PS3/XB360/PS2/PSP/ 

DS г Sega 

The buzz on Tony Stark's first 

flick is through the roof (some 

insiders say it's as good as the 

original Spider-Man). The talk 

about his game is pretty good, 

too—the red-and-yellow tin 

can excels when he's flying 

high and tossing missiles. Now 

let's just hope Stark's ground 

game can improve. 
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E Midnight Club: 
Los Angeles 
PS3/XB360 * Rockstar 

This pedal-to-the-metal racer follows 

Burnout: Paradise's lead in offering 

gearheads an open-world affair. Now 

don't expect a spot-on re-creation of 

L.A. here (can you imagine trying to 

zig and zag through that kind of traf- 

fic?), but the game certainly nails the 

City's most memorable spots. 

> MORE Е 

The Chronicles of Narnia: 

Prince Caspian 

Wii/PS3/XB360/PS2/DS « Disney 

Interactive 

Indianapolis 500 Evolution 

XB360 * Destineer 

Hail to the Chimp 

XB360 • Gamecock 

Heist 

PS3/XB360 » Codemasters 

Monster Lab 

Wii/PS2/DS е Eidos 

R-Type Command 

PSP e Atlus 

Top Spin 3 

PS3/XB360/DS • 2K Sports 

Unreal Tournament 3 

XB360 • Midway êê 



Wireless Sports Updates 

Of course Vince Young is into football. After all, 

he did win a college championship and is 

currently a starting pro quarterback. So 

you know he keeps up on everything 

happening in the league on his 

phone's MEdia™ Net 

home page. 

Ringtones 

As fast as he is on the field, he’s even 

faster off it. Vince is always switching 

up his ringtone for the latest hip-hop 

track he’s gotten stuck in his head. 

Luckily, he’s got over 3 million 

to choose from with AT&T 

Mobile Music. 

This is Vince Young. 

What can AT&T do for your digital world?" 

Picture Messaging 

Vince travels for work. A lot. So he likes to 

keep in touch with his mother and friends 

back home. And with unlimited picture 

messaging on his MEdia™ Max 

Unlimited plan, he saves 

a lot doing it. 

Me/Charity 

Most people don’t know that Vince isn’t 

just about football. He's also a volunteer 

teacher who's working to make sure 

every kid has access to the 

technology that drives 

today’s world. 

att.com/digitalworld 

Service provided by AT&T Mobility. ©2008 AT&T Intellectual Property. All rights reserved. AT&T and the AT&T logo are trademarks of AT&T Intellectual Property. 



Downloadable 
Games 
Take Off 

the Box 
It’s been a quiet thing, this whole downloadable-game revolution. Geometry 

Wars: Retro Evolved kicked the generation off right on Xbox Live Arcade, 

but Microsoft’s early struggle to deliver regular releases seemed to limit the 

medium’s potential. But now, after years of baby steps, digital distribution 

finally appears to be taking off: Sony’s selling blockbuster games on the 

PlayStation Network, Microsoft has too many quality XBLA titles for us to 

fit in a three-page feature, and Nintendo is about to launch its own platform 

called WiiWare. So we thought it would be a good time to look at the most 

promising upcoming games for all three services. 

Xbox Live Arcade 
Thus far in 2008, we’ve been able to count on at least one 

new Xbox Live Arcade release every Wednesday, a trend 

that doesn’t look to stop anytime soon. XBLA currently 

boasts the biggest selection of original downloadable games 

on any console, though many of them have been criticized 

for not being terribly ambitious or creative. Moving forward, 

Microsoft is making a push to “democratize” downloadable 

games with their Community Arcade spin-off service. This 

new feature, announced at the Game Developers Conference 

in February, allows anyone with programming skills to make 

games for the 360 via Microsoft’s XNA tools and then share 

those games with the rest of the world. 



"a, Empire: Alpha Complex 
Pu Publisher: Chair Entertainment • Developer: Chair 

Entertainment * Release Date: TBD 

Liquid shooter Undertow was one of 2007's best surprises, 

running up impressive bullet points (16-player multiplayer 

and a 15-level single-player/co-op campaign in a $10 XBLA 

title) within a Geometry Wars meets Battlefield design. Now 

its developers are back with a single-player game inspired by 

classics like Metroid and Castlevania. 

The story and title come from Chair's larger Empire property, 

which the company previously licensed to Orson Scott Card 

for a novel (with a potential retail game and film in the wings). 

Alpha Complex presents a parallel story to the novel and 

reunites the team with Unreal Engine 3 for its second game— 

one that looks to be heading multiplatform this time around. 

The download factor: Much of the Chair staff previously 

worked on the promising but tech-challenged Advent Rising. 

With Undertow, they hit their stride thanks to a stable engine. 

pEr 
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Puzzle Quest: Challenge of the Warlords add-on pack/ 
Puzzle Quest: Galactrix 
D3Publisher * Infinite Interactive “ Spring 2008 (Challenge of the Warlords add-on pack)/Fall 2008 (Galactrix) 

Puzzle Quest must have been good to D3, because the publisher has two follow-ups on the way for the puzzle/RPG mashup. 

First is a Challenge of the Warlords expansion that will add four hero professions and a new map area offering additional quests 

along with new spells, music, monsters, bosses, magic items, and so on. 

And at the end of the year, we'll see the sequel, Puzzle Quest: Galactrix. If the title didn't tip you off, the game takes the series 

into the future—a science-fiction future, in fact—and introduces features such as hexagonal tiles. 

The download factor: While Puzzle Quest is a multiplattorm game, the expansion pack is exclusive to XBLA, so you'll have to 

enter Microsoft's web if you're looking for more content before the end of the year. 

E Penny Arcade Adventures: 
On the Rain-Slick Precipice of Darkness 
Hothead Games * Hothead Games * Spring/Summer 2008 

We could go into detail about how On the Rain-Slick Precipice of Darkness is a period-piece action-RPG, how it teams you ир 

with Gabe and Tycho from the Penny Arcade online comic, and how you get to play as a custom character in what looks to be 

а very funny game, but we felt that was all a bit obvious. So we asked the developers at Hothead Games to tell us something 

about the game we'd never heard before, and they came back with a story about how they went and purchased cans of Hobo 

Soup to research the Hobo Alley area of the game, which you can see in these screens. 

The download factor: Unless something else sneaks in soon, this will be the first episodic game to appear on XBLA, which is 

a pretty big step for Microsoft's service. The episodes will be roughly four months apart, though, so there'll be a decent bit of 

breathing room between chapters. 

Create a Player, 

[Oz „е =) 
= ^ 

Ger 
GEER) | 

Castle Crashers 
The Behemoth « The Behemoth * Spring/Summer 2008 

A little under three years ago, developer The Behemoth unveiled Castle Crashers at the San Diego Comic-Con as a beat-em-up 

prototype running on GameCube. Since then, the game has made the jump to XBLA, complete with a visual overhaul, minigames, 

а competitive mode, and more personality than the game industry usually deems appropriate. 

It has more depth than most brawlers, too, with certain features that veer into RPG territory. As you can see in these screen- 

shots, in one scene you'll need to locate specific items before gatekeepers will allow you on a ship, and a character-stats screen 

helps you keep track of your experience level, strength, magic, defense, and agility attributes. With 20 (!) unlockable characters, 

this should help you stay organized. 

The download factor: After testing the waters with a traditional publisher method for 2D shooter Alien Hominid, The Behemoth 

found comfort in controlling their fate via digital distribution. Castle Crashers is a pretty ambitious project that could potentially 

pass as a retail game—but we're happy to see it go downloadable, since that all but guarantees a reasonable price tag. 
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E Super Street Fighter Il Turbo HD Remix ако on psn) 
Capcom * Backbone « Summer 2008 

When it was announced last year, this was the biggest no-brainer you wished you'd thought of (or per- 

haps had the license to)—Super Street Fighter И Turbo's gameplay blended with high-resolution graphics. 

Boom. Go print money, Capcom. After the game missed its planned 2007 release, it fell off the radar while 

Street Fighter IV stole the spotlight, but the developers have been plugging away in the background. “The 

most challenging part [of development] is coming up with character art that conveys what Street Fighter 

Il is but still advances the quality of the graphics to a new level,” says Capcom Producer Rey Jimenez. 

“То be honest, this was much harder than we previously anticipated, but we're on a track that meets all of 

these goals." 

The download factor: Despite previous rumors about XBLA's file-size limitation holding back the 360 

version of the game, Jimenez tells us there won't be any differences between what you'll play on XBLA 

and PSN. Except one: Capcom recently announced a public beta exclusively for 360 players who buy and 

download Wolf of the Battlefield: Commando 3. 

Braid 
Number None * Number None * Spring/Summer 2008 

Appearances suggest a common platformer with a cute art style, but Braid is actually an experiment in 

time. Each world presents a different way in which you can bend or control time that turns what appear to 

be standard platformer levels into puzzles. You always have the ability to rewind time as much as you like, 

which adds a forgiving backbone to the whole thing, but later levels stack on rules—like running from left- 

to-ríght makes time go forward, while running from right-to-left makes time run backward. You're going to 

have to think in order to get through this one. 

The download factor: Braid is all about rethinking aspects of traditional game design—it's basically a 

puzzle game disguised as a platformer—which is something that's usually difficult to do as part of a retail 

game. Failure would be too expensive, and there's no proven audience for a game like this on consoles. 

> RUMORS 

For those who prefer their news 

a bit less confirmed, we dug 

up a few rumors on games that 

might be heading to Xbox Live 

Arcade down the road. 

Ninjatown 
Remember the DS real-time 

strategy/action hybrid from for- 

mer EGM staffer Shawn Smith 

previewed in our February issue? 

Rumor has it the game—or 

perhaps another in the same uni- 

verse—will pop up on XBLA. 

Raptor 

After impressing with the poker- 

infused XBLA puzzler Poker 

Smash, Void Star Creations 

seems to have a new title in the 

works—an action game code- 

named Raptor. 

Multiwinia 
Introversion sparked the imagi- 

nations of hardcore PC action/ 

strategy fans when they released 

Darwinia in 2005, and it’s no 

secret they're working on a mul- 

tiplayer follow-up in the same 

universe named Multiwinia. Well, 

we hear it's coming to XBLA as 

well as PC as Introversion's first 

console game. 
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> MORE GAMES 
We didn't have proper space to 

cover every upcoming XBLA, 

WiiWare, and PSN game, so we 

wanted to cram in those worthy of 

your attention on the side here. 

> MULTIFLATFORM 

Plunder 
XBLA • PSN 

We revealed this pirate-themed 

real-time strategy game from Halo's 

former multiplayer lead last issue, 

and the more we see of it, the more 

we like its accessibility. 

Bionic Commando 
Rearmed 
XBLA * PSN 

Sure, this remake partially exists 

to promote the 360/PS3 Bionic 

Commando, but when it’s this 

pretty, who cares?. 

1942: Joint Strike 
XBLA г PSN 

The latest classic Capcom revival 

is top-down WWII shooter 7942, on 

the way courtesy of go-to remake 

developer Backbone. 

> XEOX LIVE ARCADE 

The Dishwasher: 
Dead Samurai 
As one of the winners of Microsoft’s 

first XNA contest, The Dishwasher 

earned a slot as a Live Arcade 

game thanks to its superstylish 2D. 

beat-em-up combat. 

Schizoid 
Billed as “the most co-op game 

ever,” Schizoid asks each player 

to ram into enemies of their same 

color and avoid enemies of the 

secondary color, forcing players to 

work together. 

Gridrunner++ 
Despite frustrations from cult-favor- 

ite designer Jeff Minter (best known 

for Tempest 2000) over sales of his 

XBLA debut, Space Giraffe, he's 

returning with a new classic- 

shooter remake. 



SL 

3 Hl 3091: 

Н 

WiiWare 
WiiWare is a strange beast compared to the competing download 

services. For one thing, it hasn’t actually launched yet (look for it 

May 12). And Nintendo is open to letting anyone develop for it. The 

real question appears to be how gamers will store all their down- 

loaded games—we know the file-size cap for each game is small, 

but there’s not a whole lot of space on the hard-drive-less system. 

LostWinds 
Frontier Developments * Frontier Developments • TBD 

Take one look at LostWinds' screens and you'll see a 2D side-scroller with 3D visu- 

als. Look closer and you'll see this is nothing like the combat-happy platformers you 

usually associate with the genre. Like Super Mario Galaxy but in 2D, LostWinds is all 

about moving your character (with the analog stick) and controlling a floating icon 

(with the Wii Remote) simultaneously. 

You use the Remote to control wind—specifically, the wind spirit, Enril. You flick the 

Wii-mote up to create a draft and push main character Toku into the air, draw paths 

on the screen for him to follow, and earn other powers over the course of the game 

(such as the ability to control fire, as you can see in our screens). Without a jump or 

attack button, the game requires you to use Enril to help Toku find his way through 

each level, a process Frontier founder David Braben calls “relaxing.” 

The download factor: Frontier is a big company with traditional titles like Thrillville 

under their belt, but LostWinds allows them to self-publish. “This guarantees creative 

control, of course, but also brings other challenges,” says Braben. “The lessons we 

will learn on the way will be invaluable as digital downloads increase in significance.” 

E Final Fantasy: Crystal Chronicles-My Life as a King 
Square Enix * Square Enix * May 2008 

WiiWare goes hand in hand with low-budget and inexpensive games, so a glossy 3D Final Fantasy game might seem like an 

odd fit. But My Life as a King is not your typical epic RPG—and despite the Crystal Chronicles subtitle, it’s not an action game. 

Rather, it follows a young king determined to build a kingdom, which he accomplishes by letting heroes do his dirty work for him. 

Players manage a growing city while assigning tasks to warriors, taking care to optimize their personal development with the 

ргорег gear and skills. 

The download factor: My Life as a King features detailed 3D visuals and minimal, menu-driven gameplay—an interesting inver- 

sion of what you might expect from WiiWare. And having a big-name developer’s biggest series on the system at launch should 

only help draw attention to Nintendo's digital-delivery venture. 

Carla o 
You made this for us with. 
your magic? To show our 
gratitude, we'll live in it! 
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LIT 
WayForward * WayForward * June 2008 

Part trendy kids in a school overtaken by monsters, 

part love story between the main character and his 

girlfriend—if you cried when Buffy the Vampire Slayer 

went off the air, WayForward has your replacement. Only 

this time, it’s a horror/puzzle game where your goal is to 

create a path of light to move from the entrance to the 

exit of each stage. "The Wii-mote is used everywhere in 

the game" says Director Adam Tierney. “In addition to 

being used to aim the player's flashlight and projectiles, 

it's used for one-to-one actions such as shaking the 

rechargeable flashlight, throwing cherry bombs, and ә 

answering the phone.” Mix in boss fights that also іпсог- 

porate the light/dark approach, and we have more ques- 

tions than answers (but we're interested). 

The download factor: WayForward works on a lot of 

licensed games for other publishers, but because of the 

“scope and business model for WiiWare,” according to 

CEO John Beck, they've been able to take on an original 

title of their own. 

- Major League Eating: The Game 
Mastiff • Sensory Sweep + May 2008 

Proving WiiWare games can be as Wal-Mart friendly as 

games actually sold at Wal-Mart, Major League Eating: 

The Game applies fighting-game rules to the world of 

competitive eating. You use the Wii Remote to flip food 

into your mouth, “eat corn on the cob like a typewriter,” 

and “rip the meat off chicken wings,” according to Bill 

Swartz, self-appointed “head woof” of publisher Mastiff. 

And you do all of this while attacking opponents, so you 

might send a gas attack at your opponent, but he might 

counter it with a “jalapefio flame” to ignite the gas and 

send it back at you...all this from the developer who 

ported Xbox Live's most profitable game, Street Fighter 

I’: Hyper Fighting. No joke. 

The download factor: While we've seen plenty of 

WiiWare games aimed at hardcore players, Major League 

Eating: The Game has nary a single cute Japanese- 

designed character or adventure-game aspect, which 

may suggest that the Wii’s mainstream appeal will spill 

into other downloadable titles. 

E Eternity's Child 
Alten8 * Luc Bernard & Partners " TBD 

Originally planned as an Xbox Live Arcade game, Eternity’s Child recently made the jump to WiiWare. 

“Microsoft had too many restrictions and weren’t interested in Eternity’s Child coming to XBLA,” says 

creator Luc Bernard. Regardless of its rocky past, it's hard to deny the impressive art style seen in the 

screenshots—many fans online want to like the game, despite not knowing a ton about it, because of its 

looks. With the system change, Bernard added a feature that lets you use the Wii Remote to control a 

winged heart that can shoot at enemies, while the rest of the game plays out as a platformer. It's a bit like 

LostWinds in that respect. 

The download factor: “Who would buy a 2D game [at] retail now?" Bernard asks. "No one...and | can do the 

weirdest games possible via downloads." 
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> MORE GAMES 
(CONT.) 

> XBOX LIVE ARCADE 

Fable 2 pub games 

Prior to Fable 2's release, you'll be 

able to download its “pub games” 

and earn money in them, which 

you'll be able to use in the full game 

when it ships at the end of the year 

(if that actually happens). 

Lode Runner 
Similar to Prince of Persia Classic, 

the new Lode Runner is a 3D-look- 

ing game in a 2D world with a 
bunch of new content. 

> WIIWARE 

World of Goo 
Technically, this has only been 

announced as a “Wii” game, but 

rumors peg it as a WiiWare title, 

and we love rumors. At the Game 

Developers Conference (GDC) in 

February, 2D Boy cofounder (and 

half of the development team) Kyle 

Gabler hinted that World of Goo 

could release in different forms. 

around the world, with some regions 

getting a retail version and others a 

WiiWare release. The game is a puz- 

zler; you use balls of goo to attach 

physics-based structures, and then 

use those structures to transport 

goo across levels. 

Mystery Telltale game 
Also at GDC, Telltale—makers of 

the Sam & Max PC point-and-click 

adventure games—announced a 

new episodic series for WiiWare. 

And while they weren’t ready to lift 

the lid by our deadline (look for the 

reveal in April on 1UP.com), they 

provided us some early details. 

The game will stick to their staple 

adventure genre, and likely follow a 

monthly schedule similar to the Sam 

& Max episodes. It'll be based on 

"an existing—and very popular— 

license,” says Telltale Marketing 

Coordinator Emily Morganti, and will 

be available first on WiiWare with a 

PC version coming down the line. 

Morganti also tells us that 

compared to previous Telltale 

games, the characters here will pay 

closer attention to what you do and 

remember how you treat them. So 

the old adventure-game trick of 

doing whatever you want as long as 

you eventually choose the right path 

looks like it will have consequences. 

E 
ES 
F 
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PlayStation Network 
In its year-plus of existence, PlayStation Network has become known for 

going bigger and stranger than the competition. Warhawk led the way as a 

downloadable version of what was essentially a retail game, with a file size 

far exceeding anything allowed on XBLA. On the small side, Sony highlighted 

experimental—dare we say artistic—games with flOw and Everyday Shooter. 

But we hope to see more consistency (and more content) moving forward. 

E Wipeout HD 
Sony CEA * SCE Studio Liverpool * Spring/Summer 2008 

While the series has led the way for PSP racers in recent 

years, we haven't seen a new Wipeout console game since 

2002’s Fusion. So for a refresher, Sony is porting eight 

PSP tracks to PS3 in this “HD” package. Look for bonuses 

like nice special effects and downloadable track support, 

but for the most part, this is all about playing established 

courses in high definition. 

The download factor: We'd hammer Sony if they sold 

this for $60, but as a (hopefully) cheap download, it makes 

sense as a holdover until the real PS3 sequel. 

Echochrome 
Sony СЕА • SCE Studios Japan • TBD 

It's the game that doesn't really look like a game—maybe 

more like a piece of modern art. Your goal is to guide a 

character from one location to another, while cheating real- 

ity by lining up the camera to hide gaps, blocked paths, 

etc. If you make it look like you can move somewhere, you 

can, and you can also create your own levels. 

The download factor: With such simple looks, 

Echochrome would be a hard sell at retail, so it seems like 

a great fit for a cheap downloadable release. Notably, the 

game will also ship on PSP overseas. 

Flower 
Sony СЕА " thatgamecompany " TBD 

We know very little about Flower, developer thatgame- 

company’s follow-up to flOw, but it’s at least partially 

about growing flowers in a field. “It’s more experimental 

and unconventional [than] flOw,” says Director Jenova 

Chen, “and we'll see how gamers will react to that.” Oddly 

enough, it’s also half of Sony’s PSN flower assault (look to 

your right for the other half). 

The download factor: Given the secrecy surrounding the 

game, we wonder if Sony might spring it on us as a sur- 

prise release one day. 

PixelJunk Eden 
Sony CEA * Q-Games * TBD 

As the third in Q-Games’ PixelJunk series, Eden puts you in 

control of a blob that can pollinate flowers. As each flower 

grows, the game gives you a boost so you can move 

through the rest of the world. Mix in a modern look that is 

about as far as you can get from reality and you get one of 

the most artsy looking console games yet. 

The download factor: Look at the screenshots below 

and tell us if you have any idea what's happening. Unless 

you saw the recent trailer, we have our doubts about your 

answer. Marketing people hate that. 

> MORE GAMES (сонт) 

> PLAYSTATION NETWORK 

New Twisted Metal 
It's not a confirmed downloadable title at this point, but a 

new PS3 version has been verified, so it seems like a lock 

for PSN given the series' multiplayer focus. 
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Ratchet expansion? 
If you read Quartermann’s column on page 46, you saw 

word of a Ratchet & Clank Future: Tools of Destruction 

expansion headed to PSN. It’s just a rumor for now, but a 

juicy one. 

SOCOM: Confrontation 
Want to know all about Sony’s plans for one of their most 

ambitious PSN titles to date? Turn the page.... 24. 
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Return to 
Tales from the front lines of Sony’s fan-servicing 

online PS3 shooter, SOCOM: Confrontation 

the mother of all 

firefights is going down. Somewhere 

close. I’m crouched against the 

wall at the mouth of a narrow alley; 

the sound of muffled gunfire rever- 

berates off the walls. | tilt ever so 

slightly to the left, just nudging my 

head into the alley. The noise gets a 

lot louder. 

Down that alley, through the dust 

and blinding North African sunlight, 

and past the cracked walls and 

debris-strewn gutters, someone is 

getting shot at. A lot of someones, 

from the sound of it. This may 

explain why | haven’t seen or heard 

from any.of my teammates in some 
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time; while | was carefully edging my 

way down stairs and around corners, 

they were running hell-bent for the 

central square to exchange lead 

greeting cards with the enemy. 

I'd like to think I’m smarter than 

that, but perhaps it’s just cowardice. 

You only get one life ina SOCOM 

game, after all—assuming you 

have enough self-respect to avoid 

respawn games—and | aim to make 

mine count. This is one of the most 

compelling qualities of the SOCOM 

franchise: Life is precious, and eating 

a bullet can put you on the sidelines 

for a damn long time, watching 

impotently through someone else’s 

eyes as the round plays out. So you 

move with care, you stay well cov- 

ered, and you try your damnedest 

to watch your teammates’ backs so 

that they'll watch yours. Hopefully. 

So here | am, summoning my 

courage to make a mad dash for 

the doorway at the end of the alley, 

when from behind | hear a chillingly 

recognizable “clunk”...followed by 

the unmistakable sound of some- 

thing roundish and metallic rolling 

across the dusty cobblestones of 

this legendary Crossroads map. Even 

as | turn, | know it’s too late. The 

mercenary dodges behind cover as 

his expertly rolled grenade comes to 



a stop right at my feet. And then the 

grenade and | both cease to exist. 

Revisionist history 
“The grenades are all physics-based 

now,” says Sony’s Seth Luisi, direc- 

tor of development for the SOCOM 

franchise. He’s explaining one of 

the many refinements that SOCOM: 

Confrontation—incoming on the 

PlayStation 3 this summer as both a 

retail and downloadable title— 

introduces to the series, and he’s 

clearly excited about it. "You'll be 

able to decide whether you want to 

roll a grenade or throw it overhand. It 

all uses real physics, so it'll bounce 

off curbs and things like that." 

l've just received an illuminating 

demonstration of this fact, and my 

ears are still ringing. But this new 

grenade-chucking method is just one 

small facet of a complete overhaul of 

the franchise, an overhaul that takes 

a massive leap forward in technol- 

ogy—but also takes a substantial 

step backward in spirit, regrounding 

the series in the close-quarters, real- 

istic combat that made SOCOM and 

SOCOM II perennial online favorites. 

This online-only title attempts to re- 

create the magic of the early games, 

wrap it up in a shiny package oozing 

with state-of-the-art technology, and 

deliver it to fans longing for a return 

to the "real" SOCOM. 

But pleasing fans is no easy feat— 

something Design Director David 

Seymour of Slant Six learned while 

on research detail. "When we first 

discussed the idea of working on a 

SOCOM game,” he says, “I spent 

days reading forums and looking at 

what everyone had to say. And you 

realize, ‘Oh, my god—there’s this 

huge amount of expectation and love 

for the franchise. People want every- 

thing—they want it exactly the same 

as it always was, they want tons of 

innovation, and they want it now.” 

At this point, SOCOM fans might > 
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Map Dissection: 
m 
m 

4 Old meets new in this expanded classic 
mJ 
= 

CROSSROADS WILL BE FAMILIAR TO 

ANY PLAYER of SOCOM Il. As one of the 

most beloved classic maps, it was a no- 

brainer as a candidate for a Confrontation 

face-lift. While the central core remains 

essentially the same as the original ver- 

sion, a ring of outlying areas has been 

added for the 32-player version. 

1. This tower marks the commandos’ 5. In the 32-player version of the map, the 

start point in the 32-player version of old garage now has improved access, 

the map. with a handful of pathways from the 

mercenaries’ start point. 

2. This breach point opens up some roof 

access to help cover the approaches to 6. This lion statue stands above the mer- 

the commandos’ base. cenaries’ start point in the 32-player 

map. In the 16-player version, the start 

3. The familiar bell tower at the center of points are identical to the SOCOM И a 

Crossroads offers line-of-sight to both version of Crossroads. үй 

sides’ spawn points...and vice versa. 

7. The highlands surrounding the core of 

4. This central area is virtually identical to Crossroads offer some snipe advan- 

the original Crossroads. The addition tages, but players at street level will be 

of more street-level cover helps ensure generally well protected. 

lots of close-quarters conflict. 
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also want to know where series 

developer Zipper fits into the picture. 

After all, Confrontation is the first 

SOCOM console game not devel- 

oped by Zipper; instead, it’s in the 

hands of Slant Six, maker of PSP 

titles Syphon Filter: Dark Mirror and 

SOCOM: Tactical Strike. We know 

Zipper is helping Slant Six with 

Confrontation, and they’re also work- 

ing on the next SOCOM game. Wait, 

aren’t they? A Sony rep confirmed to 

us last year that Zipper’s next game 

was in the SOCOM franchise, but 

now Luisi plays coy. “Are they work- 

ing on a SOCOM game?” he says 

when we ask about the game. 

*| thought it was confirmed,” | say. 

“Мо, по,” Luisi says. "They're 

working on something....” 

Back to the game at hand, Luisi 

says the Slant Six team worked to 

identify what resonated with people 

in the previous games. “People were 

really into the urban environments, 

the tight feel of them,” he says. 

“When the environments started to 

get bigger and we added vehicles, it 

took away from some of those ele- 

ments. So it’s not so much trying to 

re-create a previous experience as 

much as it is analyzing the previous 

games—what worked well, what 

ys Pii 
ва ка 

people picked up on, what people 

really enjoyed—and moving those to 

a next-gen SOCOM experience." 

So what kinds of features contrib- 

ute to this “next-gen experience”? 

Take, for instance, the use of cover 

in a heated firefight. “Once my 

character's іп a crouch position,” 

Seymour says, “the Sixaxis lets me 

do what | used to do with the D- 

pad.” He tilts the controller gently 

to the left, and his character leans 

accordingly. “It gives me all this 

range to lean and stretch out,” Luisi 

adds. “It means that | can ‘trim’ with 

great precision how I'm using a wall 

or a piece of cover. So rather than 

having a ‘snap-to’ cover system, 

you can use anything as cover; this 

allows a lot more flexibility with how 

you use objects in the environment.” 

Seymour chimes in: “Now, the term 

‘cover system’ implies a certain type 

of gameplay—that sort of Whac-a- 

Mole, hide-and-pop-up stuff. What 

we like about this is that it’s fluid; it’s 

basically analog stance control, and 

you can use it anywhere.” 

These are the kinds of features 

the design team is looking at for 

Confrontation—not necessarily revo- 

lutionary upgrades but rather more 

evolutionary refinements. Whereas 

SOCOM 3 fundamentally changed 

the gameplay with the addition of 

vehicles and massive-scale maps, 

the goal here is to return to the clas- 

sic SOCOM experience—vehicles, 

for instance, are gone—but update 

and refine it to make best use of the 

current hardware. 

One thing Confrontation will have 

in common with SOCOM 3, though, 

is player team size: Confrontation 

supports 32 players, 16 to a side. 

Now, the designers have been very 

clear that they’re aiming for a more 

intimate, on-foot experience, and 

this fact is clear in the levels I’m 

running around in. The Crossroads 

map is every bit as close quarters as 

SOCOM II players would expect, and 

another map (currently known by the 

working name of "Urban Wasteland") 

features plenty of restricted space, 

including a network of claustropho- 

bic underground sewers. Plus, each 

level offers a 16-player version that 

knocks the map down to a tighter 

central area. 

But to support 32 players, the 

maps do need to be bigger than 

what players of the earlier games are 

used to. This brings up an issue of > 
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1. In the 32-player version of the map, 

the opposing teams spawn in these 

outer buildings, but the 16-player ver- 

sion knocks the action down to an area 

immediately surrounding the hotel. 

2. This skybridge can be demolished, cut- 

ting off prime access from one of the 

Spawn points to the map's central area. 

3. This bombed-out hotel is the map's 

center and serves as a focal point for 

breach and demolition games. The 

occupying force gets access to the first 

few stories, which include balconies to 

cover the ground-level approaches. 

4. A multileveled, covered parking struc- 

ture offers some protection for a team 

occupying the hotel...but prime sniper 

spots in the outer buildings have clean 

lines of sight into the structure. 

5, Meandering down these wide-open 

streets would be a very bad idea due 

to the multitude of sniper roosts in the 
hotel and surrounding buildings. 

6. A network of sewers and tunnels runs 

beneath the streets, allowing players. 

to travel from their starting point to the 

center without opening themselves up 

to sniper fire. However, some of these 

tunnels can be destroyed. 

7. These raised roadways offer some 

cover underneath...but can also prove. 

a serious falling hazard. 
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simple movement, getting from one 

side of the map to the other. In spite 

of early suggestions to the contrary, 

vehicles are not the answer and are 

never likely to be. “We really like the 

way it’s playing without them,” Luisi 

says. “Right now, we don’t ever see 

the need to add vehicles. We want 

to make it feel like there’s a gunfight 

right around the corner, or at least 

there could be. At the scale of the 

levels you’d need to accommodate 

vehicles, you lose that.” 

Instead, the solution is more sim- 

ple: a speed boost. “These maps are 

a little more than double the size of 

the original SOCOM,” Luisi says, “so 

we wanted to add in the ability to run 

so that people can get from place to 

place more quickly but still maintain 

that on-foot gameplay. You can't fire 

when you're running, and when you 

come out of a run, your accuracy is 

- going to be poor. But right now, you 

can run for as long as you want." 

*The run is inherently balanced," 

Seymour points out, “because your 

weapon’s not at the ready—you have 

to stop running, get your weapon up, 

and then fire. If you’re sprinting down 

the street just because you like to 

travel fast, and someone rounds the 

corner, you're dead. It’s still practi- 

cal—the running is to go from a safe 

place to a safe place. If you’ve taken 

out your opponent and you see 

the next cover, by all means, sprint 

there. But if you start traveling that 

way [all the time], you’re going. to get 

yourself in trouble really fast.” 

Vision o 

Quick movement will be a factor 

on some levels more than others, 

of course. Maps like Crossroads 

involve mainly narrow spaces and 

slow, careful movement while levels 

like Urban Wasteland place a heavier 

importance on the ability to sprint 

across the wider streets and parking 

lots—that is, assuming you have no 

interest in taking a bullet from the 

snipers certain to be stationed in the 

ruined buildings ringing the map. 

But all of the maps have certain 

qualities in common. For one thing, 

they encourage the kind of close- 

quarters encounters that made the 

early games such a hit. For another, 

they bristle with the kind of architec- 

tural details—lots of multilevel build- 

ings, underground tunnels, rooftop 

areas, and little-known pathways— 

that players of most of the previous 

SOCOMs could only dream of. 

Arguably the most significant, 

го рај 

though, are the characteristics that 

come as a result of the move to 

the PS3. I’m talking mainly about 

view distance. Head to one of the 

outer streets on the PS2 versions 
of Crossroads, and you'll find that 

you can barely see halfway down 

the map. But in Confrontation, you 

can now get a crystal-clear view > 
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across the entire battlefield—even 

the larger, 32-player version that 

expands the central core of the origi- 

nal Crossroads. It’s like all the play- 

ers suddenly got LASIK eye surgery, 

and you can imagine how eagle eyes 

will impact the role of the sniper. 

“It ended up changing the way the 

map played considerably,” Luisi 

says, “because before, you couldn’t 

see anybody; if you looked down an 

alleyway, you couldn’t see the other 

end. Now you definitely can.” 

Of course, such supervision intro- 

duced the problem of snipers lying 

prone on street corners and dominat- 

ing entire areas of the map. And this 

wasn’t an easy issue to solve, since 

the team is committed to re-creating 

Crossroads with as much accuracy 

as possible. “The way we’re treating 

classic map content is like gospel,” 

Seymour says. “There are some tiny 

corrections to scale and such; as the 

game becomes more high-res and 

realistic, architectural scale becomes 

a very big deal. But it’s essentially 

the same.” (Incidentally, if the pro- 

vocatively ambiguous phrase “clas- 

sic map content” perks your ears, 

listen up: When pressed for details 

about the possibility of other classic 

maps arriving, Seymour is carefully 

noncommittal. "There's a mix of old 
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and new in there,” he says, “and 

people will be very happy, | think.") 

Anyway, the solution to the view- 

distance problem was to add more 

objects for players to use for cover, 

which deprives a ground-level sniper 

of a wide-open shooting gallery. But 

in this edition of SOCOM, cover may 

not always be as safe as it appears. 

"There's some cover you can blow 

up,” Luisi says. “We have exploding 

barrels, back by popular demand, 

and propane tanks you can blow 

up [and] garbage bags that can get 

destroyed. There's lots of objects 

that can be destroyed to give that 

look that you're just blowing the 

place to hell.” Among these objects 

are abandoned cars and trucks that 

take realistic damage before eventu- 

ally exploding in devastating fashion. 

Contrary to some reports, how- 

ever, the basic structure of the 

levels cannot be altered except in 

predetermined breach locations as 

seen in previous games. “We don’t 

allow you to blow holes in walls,” 

Luisi explains. “It’s something we 

explored, but we didn’t want to 

change the environment. The flow 

and layout of the map is so impor- 

tant to us, and maintaining that strat- 

egy is so important—and if you can 

arbitrarily blow holes in things, you 

can really change that.” 

Of course, the added cover to 

Crossroads (and elsewhere) was 

implemented to counteract a poten- 

tial balance issue, not to nerf the 

sniper role—it moves sniper activity 

up from ground level. “When you’re 

down in the streets and alleys [of 

Crossroads], you're fairly well cov- 

ered,” Seymour says. “It’s pretty 

tough to pick off people who are at 

ground level. But [higher up], you get 

these vicious sniper battles. Most 

of the rooftops are accessible, so 

there’s a second layer that takes 

place. Snipers definitely have more 

opportunity to do more—the realistic 

ranged use of weapons definitely has 

more room to stretch its legs. But it 

doesn’t dominate the play.” 

Not all of the refinements to the 

SOCOM formula directly affect 

gameplay. Slant Six is also introduc- 

ing a host of new features geared 

at supporting and strengthening the 

Confrontation community. Many of 

these have to do with enhancing clan 

and group play. For example, every 

player begins the game with two 

characters: a commando and a mer- 

cenary. Both of these characters can 

be customized with different weapon 
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loadouts, outfits, and gear...but you 

won't get access to the full range of 

customization options without tak- 

ing the next step. “We’re continuing 

what was in Tactical Strike, the idea 

of real special forces—six in the 

first release, and more to come,” 

Seymour says. “But you can only 

play as a special forces character 

once you join a clan. This basically 

upgrades your commando character 

into a Navy SEAL or other special 

force. So there’s a great incentive to 

join clans.” 

AVERAGE SIMULTANEOUS 
PLAYERS DURING PEAK HOURS 

“Having the special forces,” Luisi 

adds, “also allows us to have dif- 

ferent equipment items—different 

camo patterns, different helmets, 

things like that—that are available 

only to that special-force team. So 

they'll look unique. And each special 

force is also going to have a couple 

of unique weapons that only they 

get.” The clan leader (or designated 

subordinates in the new “chain of 

command”) decides which special 

force the clan chooses, and he has 

access to additional customization 

features such as special camouflage 

patterns and team insignias. And 

while individual players can still cus- 

tomize their appearance within that 

framework, the result is clans who 

look like teams. 

Clan management is also more 

accessible thanks to the launch of 

SOCOM.com, a website devoted to, 

the Confrontation community. On the 

site, you can make changes to your 
clan’s schedule and roster, exchange 

info with clan members and other 

clans, and even scout new recruits > 
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Confrontation offers a novel audio 

system that takes into account the 

position of the source of the sound, 

the position of the player, and any 

obstacles in between. As a result, 

gunfire that’s happening around 

a corner sounds like it’s happen- 

ing around the corner; you hear a 

slightly muffled tone and lots of 

echoing reverb. As you approach 

the source, the sound changes dra- 

matically, becoming much sharper 

and more distinct. The engine even 

goes so far as to model sounds 

differently depending on whether 

the source is in an indoor location 

and the listener is outside, or vice 

versa. With the game’s 7.1 surround 

sound support, this can make pin- 

pointing the source of gunfire easier 

for the observant player. 

But that's not all. In the course 

of researching different weapons, 

the team discovered that no two 

guns sound exactly alike; minute 

differences in the barrel can make 

a difference in tone even among 

otherwise identical weapons. So 

when two or more players have 

the same weapon equipped, each 

individual gun will sound just a tiny 

bit different from the others. It's a 

subtle touch that has a surprisingly 

noticeable effect. 

Ч D e 
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W The sewers in the Urban Wasteland map allow for 
stealthy, safe travel beneath the open streets...assuming 

* the other team doesn't collapse the tunnel on your head. 

thanks to an exhaustive stat-track- _ 

ing system. (How exhaustive? Plans 

include a “heat map” for each player 

that shows how frequently the player 

lands shots on the different parts 

of enemies’ bodies. That exhaus- 

tive.) This kind of management is 

key, because boosting your clan’s 

ranking won’t be as easy as in previ- 

ous games. “Ranked matches are 

now automatched,” Seymour says. 

“You can no longer set up a match 

exactly defined to your team’s exact 

strengths and create a honeypot 

to raise your clan ranking. For your 

clan to have a global ranking, you 

now have to be a rounded team with 

good strategies for dealing with all 

the maps. Now, you can build all the 

custom games you want—the room 

system is still there, which | know 

is really important to SOCOM fans. 

You can do all your clan tryouts and 

trainings in those rooms. And even 

playing within those games aggre- 

gates different stats, because we 

track a lot of information about the 

player. But it doesn’t directly go into 

the global clan ladder.” 

Alongside this evolution of clan 

management comes an evolution in 
clan communication. Confrontation 

introduces a party system that allows 

players to group up for communica- 

tion and socialization purposes. As 

in other games with party systems, 

your group sticks together from 

game to game rather than getting 

broken up when switching games or 

lobbies. But more importantly, your 

group also has open-mic chat within 

games. You can still communicate 

with the rest of your team with the 

push-to-talk function of the L2 but- 

ton, and you can still talk to anyone 

within virtual earshot with proximity 

chat (including the enemy, if you’re 

not careful). But the party system 

allows both socializing and strategiz- 

ing in groups smaller than the 16- 

player teams. 

Oh, you don’t have a reliable head- 

set for your PS3? That’s another 

issue Confrontation looks to rec- 

> The spirit of SOCOM I and II is the guiding 

principle we use when making design decisions. 
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—Slant Six Design Director David Seymour 

tify. Like Warhawk, the game will 

be available both as a download 

from the PlayStation Network and 

as а retail product (and most likely 

at a comparable price). And like 

Warhawk, the game will include a 

Bluetooth headset with the retail 

version. But “it’s going to be dif- 

ferent from the one included with 

Warhawk,” Luisi says. “Since we had 

more time before the release, we’ve 

been working to create a high-quality 

Bluetooth headset that we're really 

excited about and hope to be able to 

talk more about soon." 

War memorial 
It's easy to look at all of these 

changes and think that Slant Six is 

running roughshod over the fran- 

chise. But look again, and you'll see 

that these refinements and additions 

are being undertaken with an eye 

toward ensuring that Confrontation is 

very much a SOCOM game. The goal 

is to maintain the fine balance of 

realism and fantasy, of tension and 

action, that made the first two games 

so powerful. 

Part of this mission involves bring- 

ing back some of the more subtle 

elements of the franchise that fell 

by the wayside with SOCOM 3 and 



Combined Assault. Player health, for 

example, is closer to the early games 

in regard to the number of hits a 

player can take. The detailed (but 

underused) bullet-penetration system 

returns with a more lifelike simulation 

of how well different types of cover 

can protect you against incom- 

ing fire. All the game types of the 

first SOCOM and SOCOM ІІ return 
as well—suppression, demolition, 

extraction, breach, and escort—plus 

control from SOCOM 3. Fans of the 

first game, however, will likely be 

most excited about a new game 

type: elimination. This is essentially a 

reprise of the suppression rules from 

the first game, which require the win- 

ning team to completely eliminate all 

the players on the opposing team in 

order to win the match; anything less 

than complete extermination results 

in a draw. This is hardcore. 5 

If this sort of thing doesn’t interest 

you, don’t forget about the inherent 

customizability of the game-creation 

system. Players looking for a fast- 

action, low-pressure fragfest can 

set up 32-player every-man-for-him- 

self matches with infinite respawn. 

Conversely, anyone looking to re- 

create the feel of the original games 

can set up no-respawn matches on 

the reduced 16-player maps and 

even tweak the available loadouts (to 

restrict explosives, for example). The 

point is that Confrontation is most 

definitely SOCOM—only more so. 

Even with the new features, it feels 

like an evolution of the franchise 

rather than the drastic departure 

brought about by SOCOM 3. 

But of course, the game is still 

early in development. With an amor- 

phous release of “summer,” there’s 

still plenty of tweaking to do to get 

the game looking clean and smooth. 

For example, while some areas of 

Crossroads look almost startlingly 

detailed, others seem to have sur- 

prisingly low-resolution textures. And 

although the game ran smoothly for 

most of my hands-on time, an occa- 

sional stutter or period of slowdown 

was not unheard of. 

Naturally, the designers attest that 

these issues will be cleaned up—and 

given how much better the game 

looks now compared to its unveiling 

a year ago, it's easy to believe them. 

But you don't necessarily have to 

take our word for it—or theirs. The 

team plans for an invite-only beta 

test as early as right now or May with 

a public beta soon afterward. Want 

to get in on the top-secret beta? 

> DIFFERENT FOIHT OF ! 

When Sony first showed off Confrontation, 

some fans were incensed by the apparent 

move to a close-up, over-the-shoulder camera. 

But this move wasn't without its reasons: "The 

old viewpoint was a little dated," Sony's Seth 

Luisi says, "because it was more centered 

toward 4:3 TVs, and now, going to 16:9, we 
have a lot more area off to the sides. But as 

soon as we showed that, immediately all th 

old fans said, ‘| want the old camera Ба So 

we have that in there as as an option. 
To be absolutely clear, we quote Slant Six’s 

David Seymour, who posted the following on 

the PlayStation blog (blog.us.playstation.com): 

“There is an option to use [the] classic SOCOM 

camera! It looks and feels like the original clas- 

' Only he said it three times in a 
row. Apparently this is a touchy subject. 

sic cam 

"We're rolling out a blog site fairly 

soon,” Luisi says. “And we want to 

use that site to identify some of the 

community leaders. And then we'll 

invite them into the private beta, just 

so we can get feedback from those 

hardcore SOCOM guys— probably 
only а few hundred people.” 

If that doesn’t make you confident 

that the designers are serious about 

making a game for SOCOM's true 

fans, well, it’s likely nothing will. 

But the team wants fans to believe. 

“The spirit of SOCOM I and Il is 

the guiding principle we use when 

making design decisions,” Seymour 

says. “So whether it’s the decision 

to leave vehicles out of the game, 

or the focus on more intimate maps 

and features that help with the tacti- 

cal, close-quarters combat, that was 

our guiding principle. There’s a lot 

of new stuff, for sure, but for those 

really hardcore fans who are scared 

of change, | think they'll be OK." $h 

EGM Extras: Stay frosty, SEALs: Our 

coverage of SOCOM: Confrontation 

carries on at EGM.1UP.com. We dive into 

the trend of big downloadable games like 

Confrontation to see if the days of boxed, 

store-bought titles are numbered. 
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A Smashing 
Month All Around 

Second chances, sexy ports, and debuts 

JUST A FEW MONTHS AGO | was 

1UP.com's reviews intern, playing and 

reviewing some of the fall's biggest 

games and leaving all of the real 

work to the bigger dogs around here. 

Well, now I’m the associate editor 

of reviews for the 1UP Network, and 

with Garnett Lee hopping over to run 

previews (that was quick) I’m currently 

by my lonesome. Never fear though: 

Regardless of what capacity I'm 

filling here, l'Il be sure to continue the 

legacy of uncompromising honesty 

and engaging, informative reviews. 

l've been an EGM reader for over 16 

years and | couldn't be more excited 

to be along for the ride to see where 

we're headed next. 

As for this month, I'm just happy to 

see one of my favorite PS2 games, 

Okami, get a second chance on Wii. 

Well, I'm also happy to finally have 

health insurance so | can treat my 

gaping wounds. 

— Nick Suttner, Assoc. Editor, Reviews 
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> HOW WE RATE 

A+rto A- Excellent 

B+ © B= Good 

C+to С- Average 
D+ioD- Bad 

F Terrible 

> GRADES AND AWARDS 

Reviews: You can also find the lead 

EGM review on 1UP.com. The second 

and third reviews—you'll find those here. 

Awards: We dole out awards to games 

based on their grades. Platinum: all A+s; 

Gold: All A-s and better; Silver: Nothing 

lower than a B. Game of the Month 

goes to the highest-graded game with 

unanimously *Good" grades, and Shame 

of the Month is the reverse. Simple. 

THE VERDICTS 

AMATERASU 

EXCELLENT 

WAKA 

AVERAGE 

OROCHI 

TERRIBLE 



1 A 
The Review Crew is. 

the 1UP Network's 

ensemble cast of 

writers from all of our 

publications, both 

online and in print. We 
believe that games are 

more than the sum of 

their parts, so we tack- 
le them subjectively, as 
experiences. 

Head over to 
ReviewCrew.1 UP.com 

to meet all of the 1UP 

Network's expert 

reviewers. And check 

out 1UP.com for 

reviews of games we 
didn't have enough 

time or room for. 

Army of 

Two: Kills 

with a pal 

James “Milkman” 
Mielke 
Editor-in-Chief 

James spent the majority of 
his first full month as EIC trying 

to get the memory foam on 

Shoe's chair to reshape to his 
own ass...with little success. A 

momentary setback. 

Now Playing: Poison Pink, 

Super Smash Bros. Brawl 
Blog: milkman.1UP.com 

Crispin Boyer 
Senior Executive Editor 

Now that Bryan's going to 
Insomniac Games as community 
manager, Crispin is thinking 
about becoming a community 

manager for the community of 

community managers who used 

to be gaming-mag editors. 

Now Playing: The Dishwasher, 

Blog: egmcrispin.1UP.com 

Matt Leone 
Executive Editor 

Matt spent deadline on the hunt 

for barbecue in Texas, confused 

about this whole Wonder Bread 

phenomenon. He then returned 

with a shirt that said "Me Ate 

Meat," which he pronounced 

“Meaty Meat." 
Now Playing: God of War: 

Chains of Olympus, Dark Sector 
Blog: bigolaf.1UP.com 

Jennifer Tsao 
Group Managing Editor 
Jennifer's still reeling from 
the BioWare doctors’ trivia 

challenge on a recent episode 
of EGM Live’. If you didn't 
get a chance to hear it, check 
egmlive.1UP.com for a laugh— 

at Jen's expense. 
Now Playing: Okami, Professor 
Layton, Hot Shots Golf 
Blog: egmjennifer.1UP.com 

Alice Liang 
Associate Editor, Previews 
Alice has been exercising 
her slave-driving powers by 
squeezing articles from reluctant 
footdraggers. What do you 

mean you'd rather play a game 
for fun?! Looks like it's time to 
get out her pink riding crop... 
Now Playing: PixelJunk 
Monsters, God of War: COO 
Blog: aliceingameland.1UP.com 

THIS MONTH'S REVIEW CREW 
The bunch of chumps who write about your games 

Professor Layton, Hot Shots Golf 

PAGE PAGE 

Hot Shots: Universe 

Golf for the at War: 

masses Strategery 

Greg Ford Also on 
Managing Editor 
A rough end to the NFL deck... 
season left Ford in bad shape. 
Thankfully, baseball season is 

starting. Oh, and Super Smash 
Bros. Brawl. That helps with the 
anger issues. Shawn Elliott 
Now Playing: Burnout: Executive Editor 

Paradise, N+, Super Smash 

Sam Kennedy 

Site Director 

Bros. Brawl, Rock Band Qamet Loe Senior Editor, 
Blog: egmford.1UP.com Previswe 

Shane Bettenhausen Jeremy Parish 
Executive Editor Senior Editor, 
Unfulfilled by Smash Bros.’ Expanded Content 
cash-free gambling system, Michael Donahoe 

bet-crazy Shane organized Senior Writer 
an underground interoffice 
fight club for mascots. He is Scott Sharkey 

Pikachu's smirking revenge.... Senior Editor, 
Now Playing: Super Smash Features 
Bros. Brawl, Metal Gear Solid 4, Andrew Pfister 

Hot Shots Golf: Out of Bounds Producer, Podcasts 

Blog: egmshane.1UP.com 

Tyler Barber 
Dan “Shoe” Hsu Staff Reviewer 

Editorial Director Ray Barnholt 

Not having to worry about EGM Staff Reviewer 
deadlines has freed up Shoe's 

brain so he can concentrate John Davison 
more on his gaming. It doesn't Staff Reviewer 
seem to have helped, though. 
Layton’s still schooling him... 
Now Playing: Professor Layton, 

Burnout: Paradise, Patapon, Anthony Gallegos 

Lost, Sins of a Solar Empire (PC) Staff Reviewer 
Blog: egmshoe.1UP.com 

Andrew Fitch 
Staff Reviewer 

Mike Nelson 

Staff Reviewer 
Nick Suttner 
Associate Editor, Reviews Joe Rybicki 

With the 2008 Game Developers Staff Reviewer 
Conference having come 
and gone with no new game 
announcement from Team ICO, 

Nick is willing to bargain—a 
Р53 port of Shadow of the 

Colossus, with the cut colossi 
included? C’mon, something. 

Now Playing: Culdcept Saga 

Blog: rocksolidaudio.1UP.com 

Bryan Intihar 
Outgoing Senior Editor, 

Previews 

After five-plus years at EGM, 
Bryan has decided to make the 

move into game development. ү 

We wish the Fragile Eagle good 
luck on his new adventure...or 

was that good riddance? 
Now Playing: Grand Theft Auto 

IV, Super Smash Bros. Brawl 
Blog: egmbryan.1UP.com 
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| E Classic Smash Bros. showdowns are great, sure. But 

pe . admit it: You're dropping Solid Snake vs. Pit first. 

Wii 

SUPER SMASH BROS. BRAWL 
W Publisher: Nintendo Ш Developer: HAL Laboratory Ш Players: 1-4 Ш ESRB: Teen 

Brawl for all 

+ MILKMAN: Nintendo lovers were 

already proclaiming Super Smash 

Bros. Brawl’s greatness before its 

release, thirsting for its oodles and 

oodles of fan service—no questions 

asked. But what about everyone else? 

‘SHANE: Objectively speaking, Brawl is a per- 

= H fectly fine evolution of the incredibly 
EXCELLENT: popular series. Part platformer, part 

arcadey beat-em-up, part galactic 

sumo-wrestling brawler (їп which you 

try to knock everyone else out of the 

ring before you’re knocked out), this is 

Nintendo’s love letter to its fans. 

Now, if you don’t really care about 

Nintendo franchises and were weaned 

on, say, PlayStation or Xbox games, 

then this might not toot your horn. 

Little has changed since Smash 

Bros.’ previous iteration back in 

‘THE VERDICTS: 

MIEKMAN 

A 
EXCELLENT: 

а. FORD: 

EXCELLENT: 

Good: Every 
Nintendo character 

ever is here...almost 

Bad: Gameplay and 
visuals not much 

changed since Melee 
R.O.B.: Robot pal 
finally useful here 
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2001, Super Smash Bros. Melee, in 

terms of either game mechanics or 

visuals. What Nintendo has done 

here is simply piled on more, more, 

more. They’ve started by adding a 

substantial single-player element, 

the Subspace Emissary, also known 

as “the story mode written by Final 

Fantasy VII scribe Kazushige Nojima.” 

For a story mode, though, it doesn’t 

really have a plot, save for rolling out 

a democratically arranged selection of 

characters through a lengthy series of 

platform-heavy stages and watching 

the wordless cut-scenes that break up 

the action. 

Plenty of incentive is still strewn 

through the Subspace mode, though, 

as well as just about everywhere else 

in the game—from the stadium events 

to the Training to the Classic mode (in 

which you simply battle a set number 

of opponents, fighting-game style). 

Additional bits of fan service appear 

at every turn in the form of trophies, 

unlockable characters, and special 

versions of characters (like Zero Suit 

Samus). If you thought Melee was 

packed with nods to past and pres- 

ent Nintendo glories, then you'll be 

shocked at what Brawl has to offer. 

Seeing characters like Captain Olimar 

duke it out with a selection of Pikmin 

at his side is expected, but finding 

unlockables from Nintendo’s for- 

merly import-only N64 game Sin and 

Punishment (now available on Virtual 

Console!) is truly exhilarating. You'll 

even catch Electroplankton miscellany, 

and cameos from just about every 



first-party Nintendo game that’s come 

out since 2001. | haven’t personally 

found anything from Drill Dozer (GBA) 

yet, but | wouldn’t be at all surprised 

if | did. 

Which brings me back to my point 

about fan service. Do | penalize Brawl 

for being what it is—a perfectly ade- 

quate but simple brawler that's easy 

to pick up and play (and offers enough 

depth to reward competitive gaming), 

but is hardly a pure fighter like Virtua 

Fighter or Street Fighter? Subtract 

the franchise fatigue of a game like 

Dynasty Warriors 6, and you have a 

basic button-mashy brawler with a 

specific hook. If you're not into China, 

you won't see what's special about 

that series beyond its basic game 

mechanics. But with Brawl, | err on 

the side of the Nintendo fan, among 

whose numbers | rank. This game 

was made for Nintendo fans, and so 

the only criterion left was this: “Does 

this do it for me?" The answer is an 

emphatic, undeniable yes. 

+ SHANE: Nintendo's mascot free-for- 

all has become so ubiquitous that it’s 

easy to forget that having Mario beat 

the crap out of Link still feels novel— 

this Wii installment marks only the 

third entry in the franchise, after all. 

Who Is Kazushige Nojima? 
The writer of Brawl’s "scenario"—such 

as it is, with no dialogue, subtitles, or 

discernible plot—is the man responsible 

for the memorable storylines of most of 

the recent popular chapters in Square 

Enix’s Final Fantasy series, specifically 

Final RU VII, VIII, X, and X-2, and a contributor to the 

whirlwind collage of Disney fan service found in Kingdom 

Hearts. The Kingdom Hearts experience probably prepared 

Nojima for the task of making sense of the disparate 

Nintendo timeline, with characters crossing universes at a 

whim. Additionally, Final Fantasy alumnus Nobuo Uematsu 

wrote the orchestral score, thus reuniting two of Final 

Fantasy's former creative forces. 

But after witnessing the quantitative 

leap between the series' Nintendo 64 

debut and its best-selling GameCube 

sequel, expectations for this update 

run astronomically high. Does it 

deliver? Well, even die-hard fans will 

find precious little to whine about 

here: They'll discover the same addic- 

tive gameplay, voluminous options, 

and reverential celebration of all things 

Nintendo. But when it comes to the 

innovations that could truly evolve the 

series, you'll wonder why the develop- 

ers didn't take a few more risks. 

The “if it ain't broke, don't fix it” 

mantra persists here, allowing vet- 

erans to instantly ease back into 

the chaotic, over-the-top fisticuffs 

between legendary Nintendo glitterati. 

That's not a bad thing, though, 

as this game excels at delivering 

enthralling four-player mayhem. 
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Building Blocks 
Brawl’s Stage Builder mode is defi- 

nitely cool. Take a few minutes with 

the elegant editor, and you can cre- 

ate a totally competent battleground 

that’s sharable online or via an SD 

memory card. 

But while the editing tools are 

easy enough, we just worry about 

the variety. After creating a few 

levels, it's likely you'll have used all 

the items and realize you just don't 

have the tools to match a Nintendo- 

produced level (new downloadable 

items would be superb). Striking 

user-generated gold is possible... 

provided you have the creativity. 

The traditional Smash Bros. combat 

remains largely untouched, but a 

handful of fresh competitors help to 

galvanize the hero-on-hero action. 

Among the newcomers, Pit, Sonic, 

Snake, and Pokémon Trainer stand 

out as unique, challenging new arche- 

types. Third-party characters Sonic 

and Solid Snake deserve special men- 

tion—one wonders what adding even 

more of their ilk could have done for 

the game. Unfortunately, many of the 

other freshmen here feel like nothing 

more than palette-swapped retreads. 

While Brawl remains a party game 

at its core, considerable effort has 

gone into keeping the thrills flow- 

ing even when you're playing solo. 

Unfortunately, while well-intentioned, 

the new Subspace Emissary story 

mode fails to impress with its repeti- 

tive enemies, meager narrative, and 
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wonky jumping controls. Likewise, 

the addition of online play deserves 

commendation...even if Nintendo's 

own strict rules (no voice chat, the 

necessity of annoying Friend Codes, 

no leaderboards) ostensibly cripple 

this potentially awesome feature. 

Seriously, smack-talking adds a lot 

to a game like this, and these eerily 

silent, anonymous online matches 

simply don't feel modern. That said, 

Brawl still shines as the go-to party 

game for a houseful of friends. 

+G. FORD: First off, for any fanboys 

reading out there: By playing Brawl, 

you hereby waive any rights you had 

to complain about anything in the 

world of gaming for at least a year, 

if not the next 10. This game takes 

fan service to record levels with a 

plethora of stages, music, cameos, 

and so much more that encompasses 

the soul of Nintendo. And as it did 

with Milky, it repeatedly pulled at my 

Nintendo heartstrings, leaving that 

part of me well sated. Actually, no, it 

left me downright gorged. About all 

this game-cum-homage is missing 

is a packed-in pair of ergonomically 

busted Virtual Boy goggles to see 

everything in red-hued faux-3D. 

Of course, all this would be a mere 

Nintendo history lesson without the 

gameplay to go with it, but Brawl 

succeeds there as well. Its platformer- 

style run-and-sock action still ranks 

among the most accessible and sat- 

isfying of its kind—not too surprising, 

given the source. It has its annoying 

quirks—most characters can only use 

their ranged shots when the analog 

Stick is idle, which can be downright 

painful in a game where you always 
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want to be moving, for example—but 

it’s still reliable, responsive, and end- 

lessly engaging. 

And once again (and despite one 

hell of a push from the seam-bursting 

single-player—I rather enjoyed the 

Subspace Emissary as a conduit for 

the unlockables), multiplayer is the 

main draw. | sank hundreds of hours 

into the first two Smash Bros., and 

I've been sucked in again. The basic 

setup is still to soften up the other 

combatants (up to four total, comput- 

er- or human-controlled), then wallop 

them off the stage, collecting coins or 

KOs in the process. It's simple, and 

it's fun. Eschewing the advanced tech- 

niques and combo hunts of more seri- 
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ous fighters, Brawl’s about the inevi- 

table chaos derived from unbalanced 

characters (good luck with Lucas vs. 

Bowser), ever-morphing stages (see: 

PictoChat), and tide-turning items 

(including the often-instant-kill Smash 

Ball). Plus, you can brawl online—too 

bad, unlike Shane, | couldn't connect 

to the servers. Let's hope Nintendo's 

ironed out the online bugs by the time 

you read this. Customization also 

plays a big part; you can have match- 

es in which the gravity is cranked way 

up and the characters breathe fire, 

among more. It all just serves to feed 

the addictive playground where Mario 

manhandles Diddy Kong and the 

Pokémon Trainer leads Squirtle over 

stocky Captain Olimar and his Pikmin. 

Sure, it strikes the fancy of Nintendo 

fans, but Brawl should do right by 

most other gamers as well. ќа 

EGM Extra: 

Getting 

smashed too much 

playing as Lucas? 

You'll find our Super 

Smash Bros. Brawl 

SuperGuide at 
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{03656 
W Not since Kevin Costner pranced naked in Dances 

with Wolves has a lupine beast been this sexy. 

E Publisher: Capcom Ш Developer: Clover Studio/Ready at Dawn Ш Players: 1 Ш ESRB: Teen 

THE VERDICTS: 

NICK 

EXCELLENT. 

JENNIFER 

EXCELLENT. 

The Good: A mas- 
sive adventure, great 
writing 
The Bad: Unreliable 
motion controls, 
starts off slow 
Lame: No Classic 
Controller support 

A second chance for a deserving classic 
+ NICK: Okami doesn't age—it 
matures. It’s still the same beautifully 

told, endlessly creative epic adventure 

that | immersed myself in two falls 

ago on the PlayStation 2. Steeped 

in Japanese mythology, with a story 

bursting with themes of life, love, and 

companionship (gaming-industry rari- 

ties), it's one of the more remarkable 

journeys I’ve taken. 

While returning to its gorgeous 

sumi-e Japanese watercolor brush- 

stroke world was like revisiting a 

distant dream, the new motion con- 

trols were—surprise!—a slightly rude 

awakening. Okami’s paintbrush-on- 

canvas mechanics that drive combat 

and interaction with the world seem 

perfectly suited to the Wii Remote but 

simply aren’t reliably precise. Many 

actions take several more tries than 

they should, where they didn’t require 

а second thought with the PS2’s con- 

ventional controls. Still, it’s one of the 

few games that can overcome shaky 

fundamentals in light of an astonish- 

ingly engaging adventure. Easily my 

favorite Wii game. 

+# MILKMAN: While I’m glad to say 

that any Wii owners who passed up 

the original PS2 version have a lot to 

look forward to here—it's practically 

identical—the conversion is weakest 

where it counts the most: in the brush 

mechanics. Even the most basic exer- 

cises in the PS2 version (like slicing 

a boulder in half) suddenly demand a 

mysterious precision on Wii, leading to 

unexpected and unnecessary frustra- 

tion. The Wii version may be a distant 

second best to the PS2 iteration, but 

it’s still a journey worth taking. 

+ JENNIFER: | played only a bit of this 

beauty on PS2, and perhaps that’s a 

good thing—while everything these 

two say about the problematic motion 

controls is absolutely true, Okami 

remains transcendent. The slow 

pacing of the game fits its theme of 

restoring natural splendor in a world 

gone awry, and the always interest- 

ing, often haunting mythological set- 

ting is a place | enjoyed visiting for a 

few minutes or a few hours at a time. 

But like the real-world environmental 

crusade, Okami takes patience; clues 

about what to do next are often hard 

to come by. ќа 
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ОРООМА 
W Publisher: Koei Ш Developer: ArtePiazza 
W Players: 1 Ш ESRB: Everyone 10+ 

For roundabout roleplayers 
“FRAY: Growing up against your will is one of the underlying themes 

of the quirky role-playing game Opoona, which stars a little alien 

boy of the same name who must reunite his family after they crash- 

land on a strange planet. The battle system is particularly interest- 

ing—you flick the Wii Nunchuk's analog stick to throw Opoona's 

“Bonbon” weapon—yet you'll be wondering where to go next in the 

mazelike hub towns just so you can start fighting. A woefully wonky 

English translation also hurts the game; the dialogue could've 

added a lot more character, but it ends up falling flat. Still, | found 

Opoona to be strangely soothing—the attractive environments 

and upbeat music (composed by Final Fantasy Tactics' Hitoshi 

Sakimoto) are nearly worth it on their own. Opoona's flaws are hard 

to ignore, but | at least had a decent time with it. 

+ SHANE: With its bulbous, Playskool-style characters and weirdly 

frugal Nunchuk-only control scheme, Opoona feels custom-crafted 

to be “My First RPG” for young tykes. Too bad its steep, old- 

school difficulty curve will frequently force them to grind through 

countless random encounters if they hope to survive the tougher 

areas. Meanwhile, old-timers with a Dragon Quest pedigree will dig 

the дате” stellar soundtrack and purposefully nostalgic design 

approach, but they'll have difficulty stomaching its dippy baby- 

game dialogue and repetitive, gimmicky combat (imagine traditional 

DQ battles crossed with an exhausting carnival ring toss). 

“¥ ALICE: Old-school gamers looking for a nostalgic, one-handed 

RPG might dig the Nunchuk-only controls, but | found playing in 

tandem with the otherwise deadweight Wii 

Remote to work better in many cases. And 

forget the random-encounter grind. The real THE VERDICTS 
bummer is that the coulda-been-interesting 

RAY citizen-ranking and license-acquiring systems 

are bogged down by tedious requisite side 

jobs—the game's equivalent of paying dues to 

AVERAGE society by having you flip space burgers. But 

like these guys said, the music and environ- 

ments make up for the more blasé moments. 

AVERAGE 

ALICE 
C+ The Good: Clever battle system and cool art direction 
AVERAGE The Bad: Rough translation, uneven pacing 

Bonbons: You're only as powerful as your ball size 
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PS3 (also on XB360) 

PRO EVOLUTION 
SOCCER 2008 
B Publisher: Konami Ш Developer: Konami 

W Players: 1-7 ESRB: Everyone 

This one needed some extra time 
+ ANDREW P: Honestly, I’ve never spent hours upon hours with a 

created team in Master League play, signing midlevel players and 

tweaking formations. That higher level of play is still a big part of Pro 

Evolution Soccer 2008. But as someone who played the sport and 

enjoyed previous versions of the series, | couldn’t help but notice 

that this 2008 edition screams “lack of effort.” 

The other guys say that the A.l. is smarter, and l'd agree—but 

it’s smarter almost to the point of omniscience. While a struggling 

Angolan team can dribble through defenses, my mighty Italians 

can’t even trap and settle balls from simple throw-ins. Pressing the 

Square button to apply more defensive pressure is a handy tool, 

but it seems like a concession to the difficulty of managing 10 field 

players—a feat that your CPU opponent has no trouble performing. 

You're better off playing against humans. 

The foundation of Pro Evo still supports enjoyable and technical 

soccer, but it badly needs something new for next season. 

+ BRYAN: It may be fair to refer to some athletes as dumb jocks, 

but not the Pro Evo crew. From their cool-as-the-other-side-of-the- 

pillow approach around the goal to the way they nudge you just 

enough while you're dribbling along the sidelines, Konami's soccer 

players maintain their rep as the smartest sportos around. But aside 

from a slight visual upgrade (and 1 mean slight), this edition doesn't 

seem much different from the last few. To echo our gang on the 

Sports Anomaly podcast, this one plays it too safe in '08. 

7k JOHN D: The computer-controlled players may be a bit smarter 

than they were in previous versions, but it's 

not all good news this year. Goalies inexpli- 

cably fumble the ball with stunning regularity, 

and after everyone praised last year's game 

for being perfectly paced, this one seems to 

have been sped up so that it feels more like an 

arcade game. There seem to be some irregular 

visual glitches, too, especially near the goal—l 

missed several shots because of jerky anima- 

tion. At least that's what 1 keep telling myself. 

THE VERDICTS 

ANDREW P: 

The Good: Plenty of teams and management options 

The Bad: Р53 version looks like the PS2 version 

The Unacceptable: Slowdown 
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DARK SECTOR 
E Publisher: D3Publisher Ш Developer: Digital Extremes Ш Players: 1-10 ESRB: Mature 

Looks great 
in high-def, glaive 
works well 

Campaign feels 
too generic 

Most emo 
game hero to date 

Glaives of War 

Apart from being a blatant 

Gears of War clone, Dark Sector is 

more or less an attempt to prove that 

throwing a bladed boomerang in a 

shooter can be as much fun as firing 

a gun. And at that it succeeds. When 

you toss your glaive into fire to charge 

it up, throw it across a room—slowing 

down time to steer it in midair—and 

then detonate it over an enemy's 

head, you feel pretty damn powerful. 

The game’s engine impresses as 

well, with enough technology to make 

it the blockbuster it so badly wants to 

be. Way back when, Dark Sector held 

the distinction of being the first game 

announced for this console genera- 

tion—and over the years, clearly a 

substantial effort went into adding a 

lot of visual detail. 
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The rest of the game falls predict- 

ably into place. You alternate between 

using a handful of traditional guns and 

the glaive, moving from shootout to 

shootout; it works well enough. | just 

wish the content weren’t so forget- 

table: Environments all look the same 

(shades of brown and blue—original!), 

the convoluted story takes itself too 

seriously, bosses and enemies are 

mostly faceless, and there's nothing 

in the campaign that you haven't seen 

before elsewhere. 

Because Dark Sector doesn't use 

the glaive as much more than an alter- 

nate weapon and a tool to solve a few 

puzzles, the game ends up feeling like 

a straightforward shooter—a pretty 

decent one, but nothing that over- 

achieves. The whole boomerang ele- 

ment doesn't exactly amount to what 

you'd call "pushing the boundaries." 

| want to expand on that 

forgettable part, as the generally un- 

exciting enemy designs definitely dis- 

appointed me. The generic grunts and 

lackluster cloaked dudes just don't 

Stick with you like Killzone's orange- 

eyed Helghast or Gears of War's 

creepy Locust Horde. And those boss 

battles: Dark Sector had me think- 

ing my skills were deteriorating. On 

multiple occasions, | was sure | was 

hurting a big baddie—only to realize 

| wasn't actually doing the right trick. 

Not having a life bar is fine, but not 

when it leads to confusion. 

But don't take these complaints 

as hate; it's an enjoyable game. The 



Don’t Be Fooled 
by the Word 
“Multiplayer” 
Given developer Digital Extremes’ 

history with titles like Unreal 

Championship and Pariah, it came 

as a surprise to discover Dark 

Sector’s multiplayer only amounts 

to a very small part of the game. 

We're happy that the developers 

took a chance on two non-death- 

match/capture the flag modes—in 

Infection, everyone gangs up on 

one target, while in Epidemic, two 

teams try to take out the oppos- 

ing leaders—but most multiplayer 

rounds last just a couple of minutes 

and don't feel like much more than 

a temporary distraction. 

Don't think we're down on the 

game for lack of content. The 

single-player campaign alone is 

sizable enough to carry the pack- 

age, and we like seeing developers 

focus their efforts —but given Digital 

Extreme's track record, we wanted 

to fire a warning shot for those 

expecting to play online long-term. 

glaive is quite visceral, and | appreci- 

ate how you continue to gain new 

abilities throughout the game, includ- 

ing the satisfying glaive power throw 

(this timing-based move reminded 

me of Gears' active reloading) and 

your armor's out-of-thin-air shield. If 

only the melee combat improved as 

the game progressed —how come 

| always seemed to be swinging 

through enemies? 

+ NICK: Indeed, gentlemen, indeed. 

Dark Sector might be the best-looking 

Shooter on the 360 at times (trumping 

the mighty Unreal Engine 3 in reliable, 

E Some of the elemental glaive pow- 
ers are more...striking than others. 

buttery smoothness), but after swiping 

every bullet point in Gears’ arsenal, 

couldn’t they have at least left the 

glum aesthetic behind? | can stomach 

the roadie-run rip-off, cover-based 

combat, and close-quarters disem- 

boweling, but every stage looks like a 

Gears outtake. 

That’s OK, though, since the nuts 

and bolts are mostly satisfying—and, 

like Greg, | really enjoyed the progres- 

sion of new powers throughout the 

experience. The first few levels drag a 

bit, but by the time you hold your full 

suite of special abilities, the combat 

really clicks. Regardless, due to Gears’ 

apparently inescapable influence, Dark 

Sector will likely be remembered for 

its early 2004 debut as a sci-fi Splinter 

Cell instead of the polished-but- 

forgettable shooter that it ultimately 

ended up becoming. ж 
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EGM Extras: 

Tricky last 
boss bumming you 

out? Head over to 

for our supremely 

helpful Dark Sector 
SuperGuide. 
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XB360 (also on PS3) 

ARMY OF TWO 
@ Publisher: EA Games Ш Developer: EA Montreal Ш Players: 1-2 Ш ESRB: Mature 

THE VERDICTS: 

The Good: The 

Aggro meter 
The Bad: Bland 

levels and anti- 
climactic pacing 
Not Enough: 

Homoeroticism 

DNV ANGE 

W In a nice functionality touch, a picture-in-picture 
video will display the viewpoint of your partner as well. 

Not quite double the fun 
Ф ЗАМ: EA's decision to delay Army 
of Two was a good one—this is defi- 

nitely a better game than the original 

reviewable version | played a few 

months ago—but it doesn’t change 

the fact that the final experience 

doesn’t quite live up to expectations 

either. The original concept—a title 

based entirely around cooperative 

gameplay featuring А.!. so convinc- 

ing that it would simulate playing with 

a real human—isn't really delivered 

here. What is delivered is a very solid, 

if unspectacular, co-op shooter that 

tends to tease with good ideas but 

only deliver on some of them. Good 

ideas include the Aggro meter (one 

player can gain Aggro by shooting 

more, causing enemies to focus their 

attention on him) and the weapon cus- 
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tomization system (pimping out your 

guns is really rewarding). Not so good 

are the back-to-back segments (where 

you essentially create an impenetrable 

shield with your partner) that seem 

arbitrarily thrown in. And Army of Two 

doesn't take advantage of its co-op 

sniping and weapon trading. 

When playing single-player, your A.l. 

counterpart is pretty reliant on your 

instructions, so, unsurprisingly, the 

game is at its best when played with 

a buddy. It’s too bad, though, that the 

levels are too linear and constricted 

for the game to take advantage of the 

sort of tactical possibilities that co-op 

allows for. And while the game does 

have some high points (an attack on 

an aircraft carrier being one), stages 

often lack excitement. 

ШШ 

+ ЈОЕ: | dug the interesting со-ор- 

themed ideas Army of Two throws 

at you for the first third or so of the 

game. Dragging your injured partner 

while he fires at enemies, going back- 

to-back in slow-mo, and sniping at 

enemies while he pilots your tandem 

parachute—these all feel fairly fresh 

even if the new ideas run dry after a 

few hours of playtime. 

But for me, Army of Two parcels out 

just enough interesting mechanics, 

over-the-top sequences, and clever 

writing to make it possible to over- 

look many of its faults. The two-man 

gameplay works surprisingly well even 

with an A.l. teammate, and managing 

Aggro becomes a fairly intuitive (and 

helpful) affair. 

I did run into some serious lag 



Army of 2.0’s Improvements 
If you remember, Army of Two was originally sup- 

posed to come out way back in December, but at 

the very last moment (after we had completed our 

reviews), EA decided to give the game a few more 

months of development time. So what sort of things 

did they improve in those three months? 

Here's an easy question for you: Do 30- 

plus-second load times sound like a lot of fun? 

Yeah, we didn't think so either. Thankfully, EA man- 

aged to slice these annoying waits in half. 

Before, if you got killed near the end 

of a level, you'd have to go all the way back to the 

beginning. Lame! 

EA pulled out its resuscitation-based 

minigames, which is a good thing since they com- 

pletely took you out of the combat experience. 

While we still encountered a few А.І. 

glitches in the final version, they're nowhere even 

close to the sort of bizarre things we ran into before. 

when playing multiplayer online, which 

dampened my enjoyment of the novel 

cash-based take on traditional death- 

match. But the fairly lighthearted tone 

of the whole experience makes this 

Sort of thing a bit easier to swallow. 

Army of Two definitely doesn't deliv- 

er the genre revolution some were 

expecting, but I still had a good time 

spraying bullets with a buddy. 

+ ANDREW: To get the most out of 

Army of Two, you really need a real- 

life partner—all of the nifty multiplayer 

ideas mentioned lose some effective- 

ness when the other guy is just A.l. 

code with poor communication skills. 

Plowing through the game's gun 

fodder with customized weapons is 

a satisfying grind, but you're not so 

much playing cooperatively as you are 

setting up your partner to be a target 

dummy while you sneak around the 

back to get the easy kill. 

Thankfully, Sam and Joe respond 

much better to quick verbal com- 

mands than to pressing Up twice on 

the D-pad and hoping for the best 

with an А.І. teammate. But like Sam 

Says, the level design sticks to the 

straight and narrow too often, which 

means that instead of setting up elab- 

orate traps and ambushes, it's pretty 

much “РИ take the left and you take 

the right." There's nothing wrong with 

that when the execution is done well, 

and thanks to the delay, that's what 

we ended up getting. ж 
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PlayStation 3 

HOT SHOTS GOLF: 
OUT OF BOUNDS 
W Publisher: Sony CEA Ш Developer: Clap Hanz Ш Players: 1-8 Ш ESRB: Everyone 

THE VERDICTS 

SHANE 

GOOD 

MIKE N. 

GOOD 

CRISPIN 

GOOD: 

The Good: New 

Advanced Shot 

mechanic 

The Bad: No voice 

chat, no minigolf 
Stereotypical: The 

goofy “American” 
characters 

On the fringe of greatness 
+ SHANE: Ever since the original Hot 

Shots Golf (PS1) expertly dumbed 

down the snooty sport for the gam- 

ing masses, successive iterations 

have stayed the course, offering the 

same easy-breezy game mechan- 

ics with minimal tweaks and addi- 

tions. Inaugural PS3 installment Out 

of Bounds keeps that legacy largely 

intact—returning vets will quickly 

acclimate to the well-designed cours- 

es, Kewpie-doll avatars (now eerily 

surrealistic thanks to the PS3 visuals), 

and forgiving swing system. 

But developer Clap Hanz dares to 

break from the mold by also imple- 

menting an optional new Advanced 

Shot system that injects tremendous 

depth into the proceedings by allow- 

ing for subtle power, spin, and angle 
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adjustments that yield longer, straight- 

er drives than ever before. 

Single-player visits to the links 

remain as casually enjoyable as 

always, but it's truly all about the 

online game here. With 50-player 

tournaments, oodles of character-cus- 

tomizing doodads, and the promise 

of downloadable content, this game 

should have extra-long legs. 

+ MIKE N: Having never played а 

Hot Shots title before, I'm fairly satis- 

fied with my first experience: | kicked 

Shane's and Crispin’s asses in multi- 

player. And while I lack a passion for 

deformed caricatures, the Advanced 

Shot mechanic and plentiful online 

options are awesome. But the single- 

player aspect is limited, offering little 

E Out of Bounds congratulates players 
via impossible-to-miss compliments. 

difference between courses on the 

way to unlocking characters and 

equipment to take online (the best 

reason to tee up). 

#CRISPIN: As an old Hot Shots pro, | 

was hoping to see radical upgrades in 

its PS3 debut. Why no motion-sens- 

ing Sixaxis club control? Why aren't 

the visuals more photo-realistic from 

tee to shining tee? Why can't | crank 

up a custom soundtrack rather than 

suffer through Kenny G-inspired synth 

jazz? But like Shane, | fell in love with 

the new shot system, while the online 

multiplayer mode is Out of Bounds’ 

hole in one. Tourneys are quick 

fun—and the perfect rehab if you're 

shell-shocked from all the recent 

deathmatch shooters. жй 



Xbox 360 

UNIVERSE AT WAR: 
EARTH ASSAULT 
E Publisher: Sega Ш Developer: Petroglyph Ш Players: 1-4 Ш ESRB: Teen 

THE VERDICTS 

AVERAGE 

TYLER 

GOOD 

The Good: Console 
RTS controls that 
actually work well 
The Bad: Missing a 
few basics 
Oh, the Humanity: 
Puny humans 
destroyed in prologue 

Conquering console RTS command 
+ GARNETT: Universe at War demol- 
ishes the accepted rule that consoles 

can’t do real-time-strategy (RTS) 

controls; its simplistic layout becomes 

familiar after only a couple of hours. 

It also doesn’t make any concessions 

in putting a whole lot of eye-straining 

action onscreen at once. You see the 

same expanse of real estate as you 

would on a PC, at least on a high-def 

TV (Ра recommend against trying to 

play on a standard-definition set). 

And it puts these accomplishments 

to use with classic style. The three 

warring sci-fi races offer unique play 

styles in both combat and resource 

management. With all that humming 

along, it stunned me to find simple 

RTS elements missing, like the abil- 

ity to give a unit a guard command. 

It’s a stumble that holds UAW back 

from achieving the greatness that was 

within its reach. 

+ SHOE: The controls are console- 

friendly, yes, but the game itself isn't 

always. UAW offers too much in terms 

of upgrades, options, and different 

powers for individual unit types. So in 

the laser-heat of battle, you might be 

scrambling to research tech, turn on 

whole-army powers, activate unit spe- 

cial abilities, counter enemy powers... 

all on top of the usual RTS worries 

like building, resource gathering, and 

fighting. This game just felt like too 

much work for me. It's awfully clever 

on paper, though: The three com- 

pletely different-playing sides offer 

genuine variety—provided everyone 

E The controls may be simple, but you still 
have to bring more brains than brawn. 

doesn't just decide to play the badass 

Hierarchy team, with their giant, 

customizable walkers.... 

+ TYLER: Just a note: Both these 
strategy vets got beaten twice online 

by this RTS neophyte. Shoe may be 

daunted by UAW's myriad options, 

but the (mostly) excellent-paced 

campaign mode gave me all the train- 

ing | needed to kick ass. Each stage 

unfolds in layers of complexity, end- 

ing just when it gets deep—which is 

a good thing, because it made me 

check out the game's Scenario and 

Conquer the World modes. Sure, the 

controls aren't perfect—selecting units 

usually boils down to an all-or-nothing 

strategy— but that issue aside, UAW 

is a triumph. йй 
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Xbox 360 

`` M Cool: Frontlines boasts dedicated servers. 

Not cool: The online performance sucks. 

FRONTLINES: FUEL OF WAR 
W Publisher: THQ Bl Developer: Kaos Studios Ш Players: 1-50 Ш ESRB: Teen 

THE VERDICTS 

JOE 

С+ 
AVERAGE 

The Good: Nonlinear 

levels 

The Bad: Multiplayer 

is a glitchy mess 
The Diabolical: 

Sneaking up behind 
an enemy with an 
exploding drone 

86 • ELECTRONIC 

Needs a tune-up for better mileage 

+ JOE: I’m impressed with the free- 
dom Frontlines: Fuel of War offers 

in its single-player campaign. The 

organic, nonlinear levels and array of 

nifty weapons and gadgets (exploding 

remote control drones? More, please!) 

allow for an unusual degree of creativ- 

ity when tackling missions. The basic 

gunplay is satisfying, with enemies 

just smart enough to be unpredictable 

and just dumb enough to give you the 

satisfaction of mowing 'em down. 

| wish the solo campaign were lon- 

ger than eight to 10 hours, though.... 

“But I’m getting Frontlines for its 50- 

person multiplayer!” you say? Don’t. 

As of this writing, multiplayer is buggy 

as hell, with absurd network latency 

issues, lots of lobby-joining problems, 

and a wide assortment of other glitch- 
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es that ruin the fun. 

If you luck into a smooth, bug-free 

game, it can be a blast. But right now, 

that just doesn’t happen very often. 

And with no clan support and just one 

game type, it’s not really worth going 

to war for. 

+ GARNETT: While the multiplayer's 

not perfect, | had good enough 

luck online to get into some intense 

battles, and Frontlines’ ability to make 

it fun to play both on foot and in the 

vehicles impressed me. The character 

system that lets you mix and match 

your gear with roles that give you spe- 

cial attacks keeps soldiering satisfying 

on a battlefield filled with tanks and 

helicopters. But putting all these com- 

bat toys in play exposes balance and 

communication issues—| think Kaos 

Studios will be addressing more than 

online performance in future patches. 

Ж SHAWN: Frontlines’ battle-bot 

future ought to be a hydrogen bat- 

tery to other ho-hum shooters' fossil 

fuels. There is a blueprint for originality 

in its borrowed Battlefield play—but 

you have to hunt for it on the bet- 

ter multiplayer maps while avoiding 

the rest of the enormous and rather 

bland bunch. Innovative remote con- 

trol drones do the same duty as their 

vehicular big brothers, adding tactical, 

but better-balanced, variety to Call 

of Duty 4-quality firefights. Piss-poor 

online performance mucks it up, but 

as Garnett implies, future fixes ought 

to correct things. $h 



1571004 

LOST IN BLUE 3 
E Publisher: Konami Ш Developer: Konami 
Wi Players: 1-4 Ш ESRB: Everyone 10+ 

Make lemonade from...coconuts? 

+ ALICE: No one said eking out an existence 
in the middle of nowhere would be easy; Lost 

in Blue 3 makes sure you won't forget that. 

Shipwrecked on a deserted island, you have 

to find shelter, keep your health up, and slowly 

explore the vast tropical surroundings in 

hopes of escape. The daily grind of gathering 

life-sustaining resources is no easy job, and 

the arduous task of keeping yourself and three 

similarly stranded companions alive really 

brings out the game's repetitious nature. But 

I've been known to enjoy a little repetition—as 

a longtime Harvest Moon fan, l've got a high 

tolerance for deliberate progression. And that 

holds true here: Making the trek to a new area 

or discovering a new tool proves strangely 

compelling. Just don't 

play as the girl—in an 

annoyingly sexist step 

backward, Claire can't 

hunt or fight, has a 

smaller inventory, and 

sucks at climbing. She's 

only good at cooking and 

talking to animals, but 

who wants to talk to that 

stupid chimp anyway? 

THE VERDICTS 

ANTHONY. 

AVERAGE 

CRISPIN 

+ ANTHONY: Glad | picked a guy as my char- 

acter. Still, even with a more capable survivor, 

it was annoying having to put so much effort 

into keeping myself alive rather than exploring 

the island at my leisure. Repeating the same 

mundane tasks every day so that | could do 

what | actually wanted to do—go exploring, 

which was great—really got to me. If only mul- 

tiplayer had allowed us to explore the island 

together rather than letting us play a few trivial 

minigames | might’ve had more fun. 

+ CRISPIN: Maybe I’m light-headed from 

blowing on the DS mic to start so many camp- 

fires, but all these Lost in Blue games have 

blurred into one tedious experience for me. 

What started out as a novel island-surviving 

adventure—hunting and gathering via touch- 

screen minigames back when touch-based 

play was fresh—just feels incredibly bland 

now. At least this third installment puts a little 

more emphasis on exploration (look for a Lost- 

inspired mysterious hatch) instead of survival. 

Still, | feel like I'm spending way too much time 

picking pointless fruit and packing unfulfilling 

lunches—and not enough time solving the 

game's mystery. 

The Good: Rewarding sense of progression 

The Bad: Lacks sufficient tutorials 

Four is Better Than Two: More companions to do your bidding 

DREAMERS WANTED. 
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THE WORLD 
WITH YOU 
W Publisher: Square Enix Ш Developer: Jupiter Ш Players: 1-4 Ш ESRB: Teen 

Unique 
concepts, sweet 
soundtrack 

Tries to 
Seem more complex 
than it really is 

The most 
fashionable RPG ever 

ENDS 

My first Shibuya shopping spree 
In The World Ends with 

You, we have what might actually be 

the definitive Square Enix game. It 

contains all of their most tired clichés 

(an antisocial hero, amnesia, feathered 

hair, zippers) as well as their worst 

design habits (a cumbersome game- 

play system that wants to be complex 

but is ultimately just complicated). But 

give it a chance and you'll discover 

that it embodies their strengths as 

well. It's quirky and unique, and for 

once those hip Tokyo fashions actu- 

ally fit; much of the game centers 

around buying the coolest clothes in 

Tokyo's stylish Shibuya ward, dictat- 

ing trends and tastes as part of an 

extremely fatal secret game. The 

touch-screen-driven gameplay utilizes 

the DS' strengths, and the action is 
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incredibly customization-friendly, from 

battle skills to difficulty handicaps. 

The soundtrack is sublime, too—and | 

don't even like Japanese rock. It's not 

perfect, but it's refreshingly original. 

Jeremy's right: At first, the 

tweak-heavy gameplay (like temporar- 

ily lowering your level to get better 

item drops) brought back memories 

of dreadful games like Final Fantasy II, 

but World manages to stay sensible. 

Otherwise, it's basically an urban 

Kingdom Hearts but with a less origi- 

nal story where repetition becomes 

a plot device. That repetition bleeds 

into the experience, but the multitask- 

ing dual-screen battles are fast and 

more manageable than you'd think. 

Because of that, | could deal with the 

chatty teen heroes regularly lamenting 

their existence in the cut-scenes. 

It's almost sad how 

much World cries out to the emo 

crowd. Misunderstood outcasts will 

probably adore main character Neku's 

I'm-better-than-everyone-else attitude. 

Me? | found it frickin’ annoying. But 

when the whiner cuts the wistful blab- 

bering and puts his magic-enabled 

pins where his mouth is, the game 

really spreads the joy. These other 

guys must be multitasking pros, too, 

because | had a hard time keeping 

track of the hectic dual-screen action. 

Luckily, the insane amount of custom- 

ization kept me from crying foul. If you 

ignore the drama and focus on the 

gameplay, World is totally worth it. жа. 



THE VERDICTS: 

JEREMY: 

EXCELLENT. 

SHARKEY: 

GOOD: 

Good: Great remake 

of a classic dungeon- 

crawler 

Bad: Expect to often 
start from scratch 

Brace Yourself: The 
main game is only the 
tip of the iceberg 

THE VERDICTS: 

A: FITCH: 

[ 

AVERAGE 

MICHAEL 

- 

GOOD: 

JEREMY: 

GOOD 

The Good: Music, 

diverse job system 
The Bad: Missions 

are punishingly tough 
and way too long 
Hooked on 

Phonics: "XF" is pro- 
nounced "Crossfire" 

DS 

Wandering into an ass-kicking 
+ JEREMY: The roguelike genre—that 
very specific niche of dungeon-crawl- 

ing role-playing games featuring 

global turn-based actions, random 

maps, and no mercy whatsoever—is 

surprisingly well represented on DS 

(see: Pokémon: Mystery Dungeon, 

Izuna, etc.). Shiren leaves them all 

in the dust, excelling through atten- 

tion to detail and sheer viciousness. 

Newcomers may find themselves 

put off by some of its more punish- 

ing quirks, like the way dying sends 

you back to the start with your stats 

reduced to level 1. Once you figure 

out the game's secrets, though, you 

can cheat the death penalty and apply 

the diverse arsenal to your advantage. 

And while Shiren himself is forever 

caught in a Groundhog Day loop of 

advancement, the world around him 

slowly changes as he inches his way 

through Table Mountain. Success is 

30 percent planning, 30 percent per- 

Sistence, and about 80 percent luck— 

making for a challenging, infuriating, 

but deeply rewarding experience. 

“FRAY: To me, Shiren isn't a game 

| necessarily play to “beat.” | view it 

like solitaire: You've just gotta try and 

retry until you have better odds and 

get one or two steps further than last 

time. It's just a really good dungeon 

game, with a sweet "rescue" system 

(you go online and send out a rescue 

password so someone can load it and 

save you and then send a continue 

password back) and environmental 

details that hide the gridlike maps. 

PSP 

The “ХЕ” stands for “extremely Frustrating” 
+A. FITCH: I’ve been a Wild Arms 

fanatic since first heard the open- 

ing strains of its spaghetti Western- 

inspired fanfare 11 years ago, and 

l've been a strategy-RPG nut for even 

longer. If anyone's the target for a WA 

tactical game, it's me. 

When | play a WA title, | want to 

kick ass and take names with shot- 

guns and six-shooters—which, by the 

way, are in short supply in XF despite 

the Wild West theme. | don't want to 

spend my time chaperoning idiotic 

villagers who walk right into enemy 

attacks, and | hate being forced to use 

specific classes to clear just about 

every interminable, poorly laid-out 

mission. This defeats the whole pur- 

pose of a job system—the freedom to 

take out the enemy how you see fit. 

XF had the building blocks to take the 

tactical template in a different direc- 

tion: The imaginative classes and hex- 

based battles are a breath of fresh air, 

and | admire the game's ambition...but 

in the end, | simply had very little fun. 

+ MICHAEL: Seems like Fitch really 

wants to duel with the developers. I’m 

not so inclined to put up my dukes, 

however—while | agree with a lot of 

his complaints (mainly about some 

of the frustratingly lame missions), 

this Wild West-themed romp almost 

won me over. | actually think some of 

the class-specific missions are pretty 

cool, mainly because they really make 

you adopt a specific strategy for each 

battle as opposed to going in guns 

(swords, spears, and fans) blazing. It’s 

MYSTERY 
DUNGEON: SHIREN 
THE WANDERER 
т Publisher: Sega Ш Developer: Chunsoft 
Wi Players: 1-2 Ш ESRB: Everyone 

Somewhere in the RPG hierarchy— 

between dramatic quests and grind- 

heavy number crunchers—Shiren sits. 

It might not make you happy all of the 

time, but that’s part of the enjoyment. 

+ SHARKEY: A mage hit me so hard 

that | flew backward and whacked into 

a little girl | was escorting. She died. 

As further insult to injury, this caused 

the mage to level up. His meaner form 

hit me with a polymorph, which, fortu- 

nately, turned me into an arrow-shoot- 

ing tank. After murdering everything, 1 

shot my bottomless supply of arrows 

everywhere so that when | returned 

to humanity, | could pick them all up 

for a stock of 99. That kind of thing 

happens all of the time in Shiren, and 

| love it. 

WILD ARMS XF 
E Publisher: XSEED Ш Developer: Media Vision 
Bi Players: 1 li ESRB: Everyone 10+ 

just a shame that I didn't really feel 

like sticking with any of the jobs full- 

time. But | do appreciate XF's attempt 

to straddle the strategy genre in a 

slightly different way. 

+ JEREMY: Wow, Fitch is so full of 

hate. Me, I didn't really have any 

expectations for this one—Wild Arms 

has always been a second-rate series 

in my book, and I’m simply impressed 

that XF feels like its own thing 

rather than another Fire Emblem/Final 

Fantasy Tactics clone. Instead, its 

hex-based battle system is a natural 

expansion of WA4 and 5's combat. It 

also looks great, the character classes 

are interesting, and | appreciate the 

puzzlelike missions with more ambi- 

tious objectives than "kill everyone." 
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VIKING: BATTLE 
FOR ASGARD 
Ш Publisher: Sega ESRB: Mature 

For everything Viking does right—visceral 

gore, smooth visuals, and bellowing music— 

its lack of a target lock for finishing moves or 

the ability to sprint short distances (staples 

in many adventure/hack-n-slash titles) ruin 

the combat. Despite the novel Viking lore, 

the repetitive approach to levels—amass an 

army, conquer castle, repeat—and remedial 

side quests don’t make for a memorable or 

worthwhile experience. 

If you like your games 

absurdly mindless, bloody, and pretty, Viking 

might be for you. 

SUPREME 
COMMANDER 
Bi Publisher: Aspyr Ш ESRB: Everyone 10+ 

Cross-platform pollination can be a wonder- 

ful thing, but Supreme Commander proves 

that some games need to stay on the PC. 

Issues include the complex control scheme, 

fear of overheating your 360 during unusu- 

ally long online matches, and finding mature 

opponents over Xbox Live (good luck)—all 

factors that could hamper enjoyment regard- 

less of SupCom's status as the most in- 

depth real-time strategy game on consoles. 

Though we've had limited 

hands-on time with this title, it’s been enough 

for us to say with certainty that only the hard- 

core RTS faithful need apply. 
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What is it? 

So. 

Why isn’t it a game? 

s it fun? 

Bottom Line: 
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RONDO OF SWORDS 
wl Publisher: Atlus B ESRB: Everyone 10+ 

Tactical-role-playing games tend to feel the 

same after a while. You move around a grid, 

stand next to a bad guy, and pound away. 

But Rondo of Swords mixes things up by 

having you dash through multiple enemies 

in combat instead of trading blows with 

just one. Moving through allies can provide 

power-ups, and when you factor in impass- 

able foes, the resulting battles require a tricky 

balance—demanding that you develop tac- 

tics unlike those used in any other game. 

+BOTTOM LINE: A refreshingly new take 

on a crowded genre, Rondo is a tough but 

engrossing RPG for strategy buffs. 

MYST 
W Publisher: Empire Interactive Ш ESRB: Everyone 

Going with enhanced visuals and sounds 

instead of realMyst's (PC) 3D portrayal of 

the austere ages, this DS remake manages 

to adequately fit vast and hauntingly empty 

surroundings on the DS' small bottom screen 

thanks to a handy new magnifying tool—a 

compensation mechanism rather than an 

improvement. The other new tools aren't as 

useful, but pointing and clicking with the sty- 

lus is a good fit. 

+ BOTTOM LINE: Plenty of options exist if 
you want to visit Myst Island, but for adven- 

turers on the go, this pint-sized version is the 

easiest way. Time to finally beat Myst, eh? 
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THE SALES CHART 
Amazon.com’s Top 20 f 

Name 

Winter Sports: The Ultimate Challenge 

Call of Duty 4: Modern Warfare 

Game Party 

Time Crisis 4 (Includes GunCon 3) 

Professor Layton and the Curious Village 

= If you've beaten all the 

| mind-stumpers in Professor 
Layton, you must be smart. 
Smart enough to know you 
can download extra puzzles 

via Wi-Fi. 

Super Paper Mario 

Dance Dance Revolution: Hottest Party Bundle 

Super Mario Galaxy 

Endless Ocean 

Carnival Games 

Guitar Hero Ill: Legends of Rock Bundle 

Publisher Activision has 
the Guitar Hero series on 
an endless tour—later this 
summer, it’s releasing a new 

game headlined by aging 

rock band Aerosmith. 

Brain Age 2: More Training in Minutes a Day! 

‘apper with Link’s Crossbow Training 

The Wii Zapper (bundled 
with Link's Crossbow 
Training) is kinda crap. 

x Thankfully, peripheral-maker 
Nyko released the far supe- 

rior Perfect Shot. 

New Super Mario Bros. 

Viva Pifiata: Party Animals 

Lost Odyssey 

Rock Band: Special Edition 

Call of Duty 4: Modern Warfare 

Rock Band: Special Edition 

M Rock Band's downloadable 
content rocks, but buying 

the tunes has been annoy- 

ing. Not for long—a patch 
will soon affix the store to 
the game's main menu. 

Devil May Cry 4 

Platform 

Wii 

XB360 

Wii 

PS3 

DS 

Wii 

Wii 

DS 

DS 

DS 

XB360 

XB360 

XB360 

PS3 

PS2 

PS3 

Feb/Ma 

EGM Scores 

Not reviewed 

A A- A 

Not reviewed 

Not reviewed 

Not reviewed 

A A+ А+ 

Not reviewed 

Not reviewed 

A A- Bt 

Not reviewed 

A+ A B+ 

Not reviewed 

B+ в- в 

А А А 

А А- А 

А А А 
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GAME Oe 
> press continue for glistening quadriceps, furry kart riders, and cartoon griefers 

IT’S MY JOB TO PLAY BAD 

GAMES. Obviously, this is not a 

job that has to be done. Due to the 

nature of the games | review, I’ve 

never affected anyone's buying deci- 

Sion. Just take a look at the facts: 

I've publicly hated and unendorsed 

every pony l've ever shampooed with 

my Nintendo DS stylus, yet pony 

games are released so often that 

they now outnumber water. 

The one thing that has come from 

this ludicrous job is that | am now a 

trained killer in broken or retarded 

games. You're probably saying, 

"Incredible, but what do 1 get out of 

that?" Shut up and listen: Through 

my years of torture, I’ve developed a 

system that can help you achieve the 

top scores in all of the worst unin- 

teresting, educational, religious, or 

even fruity games! To show you how 

it works, we'll use Dancing with the 

Stars for the Wii. 

E 

> 
Other people’s game 

systems break down. 

Seanbaby’s consoles 

commit suicide. 

Step 1: Getting started 

Throw away the manual. Generally, 

people think everyone else is dumber 

than they are. So when the very 

stupid get together to make a game, 
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ng with the Stars 
Strategy Guide 

Learn the secrets of the “pros”! 

their expectations are low. Quite pos- 

sibly lower than may actually exist. 

The unskippable tutorial already 

assumes you didn’t read the manual, 

probably because your primitive 

brain identified it as sorcery. But 

in the case of this game, read the 

first page, since it’s funny when Wii 

games suggest you consult a doctor 

before attempting to play them. Then 

indulge your imagination by picturing 

what the doctor might say to that. 

“Did you seriously come in here just 

to ask my permission to play video- 

games? What possible medical con- 

dition could Dancing with the Stars 

aggravate? Too much making out 

with dudes?! That'll be $2,000!" 

Step 2: Select bad-game type 

Obviously, the mind wanders when 

confronted with stimuli like this. 

Shake it off and select single-player. 

Step 3: Select your star! 

Choose the first celebrity on the list: 

Monique Coleman and her dance 

partner, Brian Fortuna. Leave your 

Wii running while you Google these 

names, since Dancing with the Stars 

does not hold the word “Stars” up 

to incredible scrutiny. The key is to 

remain focused on your goal in the 

midst of all these distractions. Your 

goal in this case being, | think, “va- 

va-voom” and “razzmatazz.” Select 

to take control of celebrity Monique 

Coleman, and select “Amateur.” 

Neither of these will make much of 

a difference, but only the future me 

knows that right at this moment. 

Step 4: Dance! 

Move the Wii-mote as directed by 

the screen, and don’t let yourself be 

surprised by how little fun this is. You 

knew what you were getting into. The 

> It’s funny when Wii games 
suggest you consult a doctor 

before attempting to play them. 



simple Dance Dance Revolution-like 

gameplay is broken down into spe- 

cific dances such as the Hand Jive 

or Mashed Potato. If you fit the age 

or lifestyle requirements to actu- 

ally know these dances, then by all 

means do them, but any random 

spastic wiggling will convince the 

game that the dances are being 

properly executed. Dancing is the 

expression of your soul, and judging 

it is something this machine knows it 

can never do. 

Step 5: Fail 

In most games, your goal is suc- 

cess. But in this special case, we 

want to score poorly. Not so that it 

will be over sooner, although | use 

that strategy often, but to hear the 

judges mock us. The only satisfac- 

tion we're going to get from this is to 

watch our star and her dancer leave 

their crushed dreams on the stage. 

This strategy could never have been 

predicted by the game designers, so 

they created only two “disappoint- 

ment” animations, a number nowhere 

near adequate to accommodate our 

level of failure. The constant replay- 

ing of the same two animations, 

however, allows us to notice certain 

things. Like how Brian Fortuna’s 

shirt is regular in one cut-scene but 

unbuttoned down to his belly but- 

ton in the other. Whatever you do, 

don't write in a popular videogame 

magazine that you take notice of the 

rendering of his pectoral muscles 

as your own hand explores through 

your Garnier Fructis-scented chest 

hair—wait! Dammit! 

Retro: 

Mario Kart 

knockoffs 

(DEAD) 

Step 6: Irreverence 

Catch everyone off-guard by comi- 

cally associating ballroom dancers 

and soap-opera actors with homo- 

sexuality. In your face, predictability! 

We both know we've seen enough of 

DWTS. Or at least enough to know 

that the box isn't lying. This game 

cuts another piece of happiness out 

of you, but you know that one day— 

one day—one of these bad games 

will be the key to everything. You'll 

be reviewing Muffin Buddies Pet 

Salon, and you'll unlock a smuggled 

piece of government code or a train- 

ing exercise secretly placed there by 

the Star League to find the chosen 

pilot who can defeat the Kodan 

Armada. And then they'll all see. 

DUETON >, 
а 
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БЕШ зина 

» First Screens: Legacy of Kain 2 & Castlevania 64 

By Jeremy Parish 

Mario Kart Wii is looking like a pretty sweet ride (check out our preview on 

page 42), but that’s hardly a surprise—Nintendo seems to have a golden 

touch with its kart games that most other developers lack with their shoddy 

knockoffs (and, oh, have there ever been knockoffs). In case you want to 

test-drive the competition, we’ve rounded up the best and worst copy karts. 
One game we wish 

we could play: Our 

re » LEADERS OF THE РАСК 
The Lord of the 

To check out more 

retro jibber-jabber, 

set your browser to 

bonusstage.1UP 

„сот to watch 

1UP's video 

podcast. Motor Toon G 
Sony СЕА г PS1 г 1 

rand Prix 
6 

Although Motor Toon doesn’t quite qualify аз a mascot racer given its 

use of entirely original characters, it was one of the first games to bor- 

row Mario Kart's style. First isn't always best, but the fact that it was 

programmed by the car nuts who would go on to create Gran Turismo 

r v muct means Motor Toon boasts perhaps the most impressive automotive 

e underpinnings you'll ever find in a kart racer. 

NI І il P. evi 



Crash Team Racing 
Sony СЕА » PS1 • 1999 

Crash Bandicoot never really aspired 

to be anything more than Mario Lite, 

and that philosophy carried over into 

his racing debut. Again, this one's 

all about the pedigree: Developer 

Naughty Dog created Crash Team 

Racing themselves, which makes it 

far more enjoyable than its shoddy 

farmed-out follow-ups. 

Konami Krazy Racers 
Konami * GBA * 2001 

Released a few months before Mario 

Kart: Super Circuit arrived on the 

Game Boy Advance scene, Konami's 

mascot-racer effort was so good that 

many players found Nintendo's entry 

rather redundant. Granted, that's 

probably because Krazy Racers stuck 

50 very closely to the source material. 

But you can't deny a certain naughty 

appeal in pitting Castlevania's Count 

Dracula against Metal Gear cyber 

ninja Grey Fox in chubby little cars. 

Diddy Kong Racing 
Nintendo * N64 г 1997 

One of the few mascot racers that 

ever attempted to do something new 

with the formula, Diddy Kong Racing 

took the action to the seas and skies 

and even introduced boss battles. 

DKR is both cutesy and clever; just 

avoid the halfhearted DS remake— 

it's painful. 

> DEAD LAST 

К] ШИ 

Sonic В 
Sega • Saturn • 1997 

Though technically not a kart racer (since everyone hoofs 

it on their furry feet), the spirit is the same: It’s Sonic racing 

his pals. It also plays like an amateur weekend programming 

project, with terrible track design and controls that appear to 

have been implemented by someone allergic to joy. 

Mega Man Battle & Chase 
Capcom • PS1 г 1997 

How lame is Battle & Chase? So bad that Capcom nixed its 

U.S. release after advertising the game extensively. Although 

it's a good idea in theory—allowing Mega Man to upgrade 

his kart with parts won from defeated opponents—the actual 

gameplay is about as much fun as parallel parking. 

(9058-01 

Pac-Man World Rally 
Namco • PS2/GC/PSP + 2006 

Did you know Pac-Man, not Mario, starred in the world’s first 

side-scrolling mascot-based platformer? It’s true! And did you 

know that game, Pac-Land, had unfathomably bad controls? 

Well, now you do. The big yellow gobbler was more than a 

decade late ripping off Mario Kart, though. But even so, one 

constant remained: Pac-Man minus mazes just ain’t fun. 

Chocobo Racing 
Square г PS1 г 1999 

Countless fresh-faced Final Fantasy VII fans eagerly snatched 

up copies of this FF-themed racer just to check out the debut of 

Squall, the surly hero of the then-unreleased Final Fantasy VIII. 

Then they realized how stupid it was to try to learn something 

about a role-playing-game character from a racing game and 

returned the lackluster Chocobo Racing in equal numbers. ж 
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Чапо SHS 

> НЕХТ НОНТН 

Monster Sleepers 
June Issue (#229) е On sale May 6 

Hands-On Mobile Take 2 (Rockstar) 

www.handson.com......-...-. 57 ј www.2kga 2-3 

Cadbury Schweppes Office of National Drug Control Policy 

ууулмйрэп,сот................ if ww. ibt 9 www.whatsyourantidrug.com... 47 
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Namco Bandai Games America 
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decida = ih Ss аа и был con” (Printed in the U.S.A. [... 5 ....] 

ING MONTHLY * ECM 



> НЕШ & CHAM IH: 

So Conned 
ALL RIGHT, HMM... | SUSPEX 

mom! WILKES MAY? HAVE 
TAKEN SOME LIBERTIES 

IN THE CREATION OF 
HIS AVATAR 

ONLINE 
MULTIPLAYER 
TACTICAL 
COMBAT ! 

OUR GOAL: STEAL 
THE INSURGENT 

TEAM'S FLAG, AND — 

CAN YOU SEE 
ANYTHING, 

JEEZ, PLL GILA MOBSTER ? 
POT LATER! 
үм Buse! A 

ARRGH! 

VLLBE 
RIGHT 
BACK, 

A cues! 

WE'RE GONNA BE 
(d BUMPED BACK ТО 

THE “SPECIAL” 
RANKINGS ! 

OH, FOR PETE’S SAKE, 
HE'S DROPPED THE 
CONTROLLER! 

THE INSURGENTS HAVE 
AMINOTE LEAD ON US, 
AND WE'RE MISSING A 
THIRD OF OUR TEAM! 

WHAT'S SO GREAT \ 
ABOUT THIS FLAG, 

ANS WAS 2 
WHY NOT JUST 
MAKE ONE ? 

UM THINKING A BiG 
SKULL, FLANKED BY 

NAKED-LADY 
SILHOUETTES ! 

WE'RE OUTTA TIME -- 
WE GOTTA GET ЎА 
STRATEGIZIN" МИЛЕК u 
СОТТА THINK DEAD) 

LIKE THE 
Se ANDREWS 

(DEAD) 

PENDLETON 
OK, WAS. (DEAD) 

GOING TO SAY, 
“THE FLAG.” 

НЕЧ, SEAH 
THAT WASN'T NOT THE WHOLE 
p TEAM, BOSS! 

GILA MOBSTER, PLEASE „ 
TELL ME THIS “CHARLES” 

GUY I6 STILL ALIVE. 

WH— HEY. 

1 KNOW THAT. 
VOICE ! 

CAN ANYONE HEAR ME ? 

UM TIED TO A CHAIR, | 
AND THIS LITTLE RED— J 

AAAGH! 
CHARLES CHARLES) 

1 SAY ЧОО 

GAME OVER 

QOO CAN DO A 
LOT MORE DAMAGE 
WHEN YOURE 
ON THE INSIDE 

TMEM'S 
TACTICS! 

COULD TALK, 
SUNSHINE ? 

SOMEBODY 
HERE DON'T 
MOCH VALUE 

THER KNEECAPS ! 



GAMER PALADIN 515-51 
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Color Options |] BILE] E] 

ww NVIDIA® 750i SLI" Chipset Dual PCI Express Motherboard 
GENUINE Windows® Vista™ Home Premium 
Eagletech® Sidewinder Gaming Case + 500W SLI"-Certified Power Supply 
Corsair 2GB DDR2-800 Memory 
250GB SATA II 7200RPM Hard Drive 

2X NVIDIAÓ GeForce™ 8600GT 1GB Video Card-SLI™ Enabled 
20x Double Layer DVD+RW Drive, 16x DVD-ROM Drive 

Surround 3D Premium Sound 
10/100/1000 MBps Ethernet LAN 

600 Watt Surround Sound Speakers 
Logitech Deluxe Keyboard & Optical Mouse 
Free Wireless 802.11g 54MBps Network Adapter 
Add ViewSonic? 20" Wide VG2030WM TFT LCD Monitor @ $258 

EEE ee eig RT 

NVIDIA® 750i SLI™ Chipset Dual PCI Express Motherboard 

GENUINE Windows® Vista™ Home Premium 
Extreme Performance Overclocking Proof Certified Liquid Cooling System 
Raidmax® Aztec Gaming Case + 800W SLI"-Certified Power Supply 
Corsair 2GB DDR2-800 Memory Ў ў 

500GB SATA II 7200RPM Hard Drive 
2X NVIDIA® GeForce™ 9600GT 512MB Video Card-SLI™ Enabled 

20x Double Layer DVD+RW Drive, 16x DVD-ROM Drive 
Surround 3D Premium Sound 
10/100/1000 MBps Ethernet LAN 

600 Watt Surround Sound Speakers 
Logitech Deluxe Keyboard & Optical Mouse 
Free Wireless 802.119 54MBps Network Адарк 

NVIDIA 750i SLI™ Chipset Dual PCI Express Motherboard 
GENUINE Windows® Vista™ Home Premium S 
Extreme Performance Overclocking Proof Certified Liquid Cooling System 

Gigabyte® Poseidon Gaming Case + 800W SLI"-Certified Power Supply 
Corsair 2GB DDR2-800 Memory А SS 

500GB SATA II 7200RPM Hard Drive 
ATI® HD 3870 X2 1GB Video Card 

20x Double Layer DVD+RW Drive, 16x DVD-ROM Drive 
Surround 3D Premium Sound 
10/100/1000 MBps Ethernet LAN 

Logitech Deluxe Keyboard & Optical Mouse Е 
Free Wireless 802.119 54МВрѕ Network Adapter 
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NVIDIA® 780i SLI™ Chipset Dual PCI Express Motherboard 
GENUINE Windows® Vista™ Home Premium 
Extreme Performance Overclocking Proof Certified Liquid Cooling System 
NZXT® Lexa blackline Gaming Case + 800W SLI"-Certified Power Supply 
Corsair 4GB DDR2-800 Memory _ 
500GB SATA II 7200RPM Hard Drive 

NVIDIAÓ GeForce™ 9800GX2 1GB Video Card 
20x Double Layer DVD+RW Drive, 16x DVD-ROM Drive 
Surround 3D Premium Sound 
10/100/1000 MBps Ethernet LAN 
Logitech Deluxe Keyboard & Optical Mouse 

Free Wireless 802.119 54MBps Network Adapter 

P——Ó————M ча RPE ОУ  . 

- 15.4” Wide Screen WXGA TFT LCD 

1280x800 Display 
- GENUINE Windows® Vista™ 
Home Premium 

- Intel® Centrino™ Duo Mobile Technology 

- Intel® Core™ 2 Duo Processor 
- Intel® 965 Chipset 
- Intel® 4965AGN Wireless 802.11 a/b/g/Draft-n 

- NVIDIA® Mobile GeForce™ 8600GT 512MB video 
- 2GB DDR2-667 Memory 
- 160GB SATA Hard Drive 
- Removable 8x DVD+R/+RW Drive 

- Built-in 2.0 Mega Pixels Digital Camera 
- Built-in Fingerprint Security 

КЕЕ SHIPPING 

TOLL FREE 888.462.3899 

Intel® Core" Duo Processor E4600 

Intel® Core™2 Duo Processor E4700 

Intel® Core" Duo Processor E8300 
Intel® Core™2 Duo Processor E8400 
Intel® Core'*2 Duo Processor E8500 

Intel® Core™2 Quad-core Processor 06600. 

Intel® Core™2 Quad-core Processor 06700 

Intel® Core"? Extreme Quad-core Processor QX9650 
тоа 

Intel® Core"? Duo Processor E4600 
Intel® Core"2 Duo Processor E4700 
Intel® Core™2 Duo Processor E8300 
Intel? Core"2 Duo Processor E8400 
Intel® Core" Duo Processor E8500 

Intel® Core™2 Quad-core Processor Q6600 

Intel® Core™2 Quad-core Processor 96700 

Intel® Core? Extreme Quad-core Processor QX9650 
= ai ж 

Intel® Core"2 Duo Process 
Intel® Core"2 Duo Processor £470 
Intel® Core™2 Duo Processor E8: 
Intel® Core™2 Duo Processor E8400 | 
Intel® Core"2 Duo Processor E8500 

Intel® Соге"“2 Quad-core Processor 06600 

Intel® Core"2 Quad-core Processor 06700 
Intel® Core"2 Extrême Quad-core Processor 0Х9650 

.1 SS 

us A 

Intel® Core"2 Duo Processor E4600 
Intel® Core"'2 Duo Processor E4700 _ 
Intel® Core™2 Duo Processor E8300 
Intel® Соге"“2 Duo Processor E8400. 
Intel® Core'*2 Duo Processor E8500 

Intel® Core" Quad-core Processor 06600 
Intel® Соге"“2 Quad-core Processor 09300 
Intel® Core"2 Extreme Quad-Core Processor QX9650 

gius 

- 4x USB 2.0 Ports - 
= 1x Firewire IEEE-1394 Ports. 
= 4-in-1 Build-in Media Card Reader. 

Pu 
Intel® Соге 2 Duo Processor 
T8100 (3MB L2Cache, 2.1GHZ) $1129 
8300 (3MB L2Cache, .2.4GHZ) $1169 
19300 (6MB 12Cache, 2.5GHZ) $1259 

$1499 19500 (6MB L2Cache, 2.6682) © ( E y 7 a 

$ 
Intel, the Intel logo, Intel Core and Core Inside are trademarks or registered trademarks of Intel Corporation or its subsidiaries in the United States and other countries, 

BOUE 

$875 
$915 
$945 

$969 
$1059 

$999 
$1045 
51835 

$1239 
$1279 

$1315 
$1335 
$1429 

$1365 
$1415 
$2225 

$1379 
$1415 

$1419 
$1475 
$1555 

515)5 
$1255 | 
$2359 

$2579 



1680x1050 Display 
- GENUINE Windows® Vista™ 

Home Premium 
- Intel® Centrino™ Duo Mobile Technology 

- Intel® Core™ 2 Duo Processor 
- Intel® 965 Chipset 
- Intel® 4965AGN Wireless 802.11 a/b/g/Draft-n 

- NVIDIA Mobile GeForce™ 8600GT 512MB video 
- 2GB DDR2-667 Memory 

- 160 GB SATA Hard Drive 
- Removable 8x DVD+R/+RW Drive 

- Built-in 1.3 Mega Pixels Digital Camera 

LY : 785 - 17" Wide Screen WSXGA+ TFT LCD 

— 

‘Premium 

- Built-in HDMI 

- Gb Ethernet LAN & 56K Modem 
- 3x USB 2.0 Ports 
- 1x Firewire IEEE-1394 Ports 

- 3-in-1 Build-in Media Card Reader 
- Free Deluxe Carrying Case 

Intel® Core™ 2 Duo Processor 
18100 (4MB L2Cache, 2.1GHZ) $1349 
8300 (4MB L2Cache, 2.4GHZ) $1399 
19300 (4MB'L2Cache, 2.5GHZ) $1479 
19500 (4MB L2Cache, 2.6GHZ) $1719 

- Built-in bluetooth m „ЕКЕЕ SHIPPING d 3 Ag 

WWW IBUYPOWER.COM 
NVIDIA, nForce, SLI are trademarks or registered trademarks of NVIDIA Corporation or its subsidiaries in the United States and other countries. PE BULLOWER 



http://narutoun3.namcobandaigames.com 

TEEN Alcohol Reference 
Animated Blood тм 
Cartoon Violence BANDAI А ber 
Simulated Gambling ә e Гета МАМСО 

[рр Suggestive Themes PlayS tation. шеша TUM 
Games 

NARUTO: Utimate Ninja software © 2004-2008 NAMCO BANDAI Games Inc. All Rights Reserved. NAMCO BANDAI Games logo is а trademark of NAMCO BANDAI. NARUTO artwork and elements © 2002 MASASHI KISHIMOTO. All Rights Reserved. SHONEN JUMP and NARUTO are trademarks ol Shueisha, Inc. in the U.S. and/or other countries. This product is manufactured, 
distributed and sold in North, South and Central American territories under license from VIZ Media, LLC. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. АН other trademarks and trademark names are the properties И their respective owners. 
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they аге по lost permanently: 
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Thank you! 


