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TOM BVeOoN DANA JOE PVEICKI 
spent а rollicking St. Patrick's Day in Dublin, where OONGEWAAD finally succumbed to 

the sweet, sweet siren 

call of Oblivion, which 

caused him to cave 

and finally pony up the 

money for an Xbox 360. 

Suddenly he's begun 

"working from home" an 

awful lot. But those two 

facts couldn't possibly 

be related...could they? 

he drank Guinness and regaled all of Ireland with 

his tales of bountiful riches in a little place called 

America. Sure'n Tom's trip to his native land was 

fun, but the trip he's really looking forward to is the 

one to Los Angeles for the big E3 festivities, where 

he'll finally get hands-on time with the PS3. While he 

waits, he'll continue to play Monster Hunter: Free- 

dom, secretly obsess over Oblivion, and be awed at 

this issue's PS3-games feature. 

is alarmed by the recent 

outbreak of parenthood 

on OPM, especially 

since the rest of the 
coworkers on the floor 

keep speculating who 

will be next and then 

glancing her way. She's 

doing her best to dispel 

any rumors. THE OPM FAMILY 

THIERRY 
NGUYEN 
is so psyched about 

Mercenaries 2that he 
ordered a baby bandolier 

diaper bag to make him- 

self look rugged. After 

donning said bag, he 

quipped, “If a bandolier is 

good enough for Chewie, 

then it's good enough for 

me and my kid." 

GIANCARLO 
UAANINI 
Spent almost an hour 

listening to Europe's 

“Final Countdown,” 

which crosses off item 

No. 384 on the list of 
1,000 things he wants to 

do before he dies. Next 
up? Deep sea fishing 

with the ghost of Ernest 

Hemingway! 

LOGAN PAREZ 
has discovered new life 

in his PlayStation Por- 

table as he’s been play- 

ing titles such as Syphon 

Filter: Dark Mirror and 

Daxter. Now if only 

he can figure who the 

little grey alien is that 

is communicating with 

him through the PSP's 

network options... 

f2VAN чик 
needed something to 

bolster his art direct- 
ing drive when fellow 

art minion Alejandro 

took time off for his kid. 

To this end, Ryan has 

concocted something he 

calls "Liquid Rage"—a 

mix of Vitamin Water, 
Red Bull, Jolt gum, and a 

burst of ephedrine. 

ALEJANDRO 
СНАЧЕТТА 
realized that in all of his 
classes regarding father- 

hood, they never said 

you couldn't eat the baby 

or instruct him or her in 

the ways of the vampire. 

If there was еуег а 

convincing argument for 

educational reform, this 

is it, folks. 

Ees TENDED FAMIL 

CONTRIBUTORS 

Jeremy Parish 
John Scalzi 

Sean DallasKidd 

GREG SEWART FONTS 
hails from the same CommunityService, 

country cold comes from: Unfinished 

Canada. He worked for by YouWorkForThem 

0РМ5 sister mag, Elec- 

tronic Gaming Monthly, 

for years before joining, 

and then leaving, the 

GREG FORD 
is the reviews edi- 

tor for ОРМ sister 

magazine, Electronic 

Gaming Monthly. He 

also recently discovered 

that girls do not like eat- 

ing outside or riding in 

JAMES 

MIELKE 
shares with the world 
his disturbingly extensive 

knowledge of Japan's 

bizarro world of pop 

culture in his debut as the 
writer of J-Town. We're 

OBERT 
ASHLEY 
comes from Texas, 

where they grow their 

game reviewers tall and 

snarky. He also makes 

music in not one, but 
two different bands. He's 

a-scared. No, really. paddleboats. multifunctional like that. game-design community. 

ilkman.1UP.com ват ford.1UP.com robertashley.1UP.com stewy.TUP.com 

=_—————-+-——— 

Official U.S. PlayStation Magazine (ISSN #1094-8683) is published monthly Бу Ziff Davis Modia Inc., 28 East 28th Street, New York, NY 10016. Periodicals Postage Paid at New York, NY 10016 and additional 
mailing offices. Ride Along enclosed in all U.S. copies. Single-issue rate: $8.99. Subscription Rates: One Year (12 issues and 12 demo discs) $49.97 U.S., $65.97 all other countries. Ride along enclosed. 
POSTMASTER: Send address changes to Official U.S, PlayStation Magazine, РО. Box 55362, Boulder, CO 80322-5362. For Subscription Service Inquiries call us at 800-627-6458 U.S. and Canada, or 303-604- 
7445 ай other countries. Fax us at 850-683-4094 U.S. and Canada, or 303-604-0518 all other countries, or visit our subscription website at service.playstationmagazine.com. Back Issues: Back issues are $8 
‘each in the US, $10 each elsewhere (subject to availability). Prepayment is required. Make checks payable to Official U.S. PlayStation Magazine. Mail your requests to: Back Issues, Ziff Davis Modia In 
Box 53131, Boulder, СО 80322-3131. Mailing lists: We sometimes make lists of our customers available to mailers of goods and services that may interest you. If you do not wish to receive their mailings, 
please write to us at: Official U.S. Playstation Magazine, РО. Box 56362. Boulder, CO 80322-5362. Copyright © 2006 Ziff Davis Media Inc. All Rights Reserved. Official U.S. PlayStation Magazine is а 
trademark of Ziff Davis Publishing Holdings Inc. Without Ii 
transmitted, in any form, or by any mei 

ing the rights under copyrights reserved herein, no part of this publication may be reproduced, stored іп or introduced into a retrieval system, or 
(electronic, mechanical, photocopying, recording, or otherwise) without tho prior written notice of Ziff Davis Media Inc. The editors and publishers are not respon- 

sible for unsolicited materials. For permission to rouse material from our publications or websites, or to use our logo, contact Ziff Davis Media's Rights and Permissions Manager, Olga Gonopolsky, at permis- 
sions@riffdavis.com. For article reprints and e-prints, contact FosteReprints, 866-879-9144, TM & © for all other products and the characters contained therein are owned by the respective trademark and 
copyright holders. All materials in this magazine are subject to change and the publisher assumes no responsibility for such changes. The Canadian GST registration number is 14049 6720 RT. Publications 
Май Agreoment No. 40009221. Return Undeliverable Canadian Addresses to РО Box 503, RPO Wost Beaver Creek, Richmond Hil, ON L48 ane. Printed in the USA. 

Managing Editor Dana Jongewaard 
Senior Editor Joe Rybicki 
Previews Editor Thierry Nguyen 
News Editor Giancarlo Varanini 
Art Director Ryan Vulk 
Now Dad Alejandro Chavetta 
зс Producer Logan Parr 

Editorial Contributors Robert Ashley, Robert Coffey, Greg Ford, 
Nich Maragos, Jeremy Parish, John Scalzi, Greg Sewart, 
Andrew Vestal 
[Сору Оркен тас 2 07 e ree 
Copy Chief Susie Ochs 
Copy Editors Kaitlen Jay Exum, Andrew Fitch 
[PRODUCTION езге 172 тищ г 
Senior Production Manager Anne Marie Miguel 
Production Manager Monica Brent 

President Scott C. McCarthy 
President and GM, 1UP Network Ira Becker 

Scott McDaniel 
I Director John Davison 

Vice President of Marketing, Research, and Events Rey Ledda 
Group Creative Director Simon Cox 
[SALES у безем ур 7 с. ырыс 

nt of Sales Scott McDaniel 
дог of Advertising Sales Marci Yamaguchi 

GAMING ACCOUNTS—NORTHWEST 
Regional Sales Director Amy Mishra 
Account Executive Brent Martyn 
SOUTHWEST Southern CA, AZ 
Regional Sales Director Leslie С. Gelfand 
‘Senior Account Executive Rita Kline 
EAST AL AR, CO, CT, DE, FL, GA, IA, ID. IN, KS, KY, LA, MA, ME, MI, MN, MO, MS, 
MT. NC, ND, NE, NH, NJ, NM, NV, NY, OH, OK, OR, PA, RI SC, SO, TN, TX, UT, УА, УТ, 
WA, WI, WV. WY: Canada 
Regional Sales Manager Andrew Reedman 
Account Executive Jessica Reback 
CONSUMER ACCOUNTS 
Senior Director of Consumer Advertising Sales Marc Callison 

Account Executive Jessica Reinert 
AUTOMOTIVE ACCOUNTS—DETROIT 
Regional Sales Manager Ken Stubblefield 
Promotions Manager Wendy Donohue 
Senior Advertising Coordinator Tipler Ubbelohde 
Administrative Assistant Lynn Fortunato 
Sales Assistant Tiffany Orf 
To contact sales and advertising, please call 415-547-8000 

Editor-in-Chief Sam Kennedy 
Senior Manager of Client Services Alex Jakovleski 
Senior Manager of Ad Operations Adam Carey 
Audience Development Manager Nopadon Wongpakdee 
Advertising Campaign Coordinator LeAnne Hsu 

Vice Prosident of Marketing, Research, and Events Rey Ledda 
Research Director May Tong 
PR Manager Jason Freidenfelds 
Marketing Coordinator Vanessa Alvarado 
Marketing Graphic Designer Drew Hathaway 
ZIFF DAVIS MEDIA INC. 
Chairman & CEO Robert F. Callahan 
Chief Financial Officer Mark Moyer 
Executive Vice President & Chief Content Officer Michael J. Miller. 
Executive Vice President, Licensing & Legal Affairs, General 
Counsel & Secretary Gregory Barton 
Presidents 
Scott C. McCarthy (Game Group) 
Sloan Seymour (Enterprise Group) 
Jason Young (Consumer Tech/Small Business Group) 
Senior Vice Presidents 
Kenneth Beach (Corporate Sales) 
Jim Louderback (Editorial Director, Consumer/Small Business Group) 
Angelo Mandarano (Sales & Marketing, Internet) 
Martha Schwartz (Custom Solutions Group) 
Elda Vale (Research/Market Intelligence & Corporate Marketing) 
Michael Vizard (Editorial Director, Enterprise Group) 
Vice Presidents 
‘Aiden Colie (CTO, Ziff Davis Internet) 
John Davison (Editorial Director, Game Group) 
Elaine Ebner (Corporate Sales) 
Aaron Goldberg (Market Experts) 
Barry Harrigan (Internet) 
Kristin Holmes (International Licensing) 
Michael Krieger (Market Experts) 
Rey Ledda (Marketing, Research, and Events, Game Group) 
Rick Lehrbaum (Internet) 
Carlos Lugo (Production) 
Eric Lundquist (Editor-in-Chief, eWEEK) 
Chris Maginn (Internet) 
Jim McCabe (PC Magazine) 
Scott McDaniel (Sales, Game Group) 
Paul O'Reilly (Event Marketing Group) 
Ellen Pearlman (Editor-in-Chief, CIO Insight) 
Beth Repeta (Human Resources) 
‘Stephen Sutton (Audience Development, Consumer/Small Business Group) 
‘Stephen Veith (Enterprise Group Publishing Director) 
Monica Vila (Event Marketing Group) 
Randy Zane (Corporate Communications) 

IT West Coast 
Senior Technical Analyst Bill Schmelzer 
Desktop Administrator Nick Kalister 

Contact anyone on this masthead using 
firstname_lastname@zitfdavis.com 

SUBSCRIPTION SERVICE NUMBER 



THE SKIES HAVE NO MERCY. 

Defend the country of Ustio against an enemy that 

is smarter, faster and deadlier than any that have come 

before. Relive the events fifteen years prior to Ace Combat 5. 

Welcome to the dogfight of your life-The Belkan War. 

FJ-5 OSE-GH: 65833 

Battle skilled rival aces with their 
own individual flying styles. 

Mild Language 

Violence 

ESRB CONTENT RATING 

A PlayStation.e 
www.esth.org 

ACE COMBAT ZERO™ THE BELRAN WAR & © 2006 NAMCO BANDAI Games Inc. Ace Combat is a registered trademark of NAMCO BANDAI Games Inc. PlayStation" and the “PS” Family logo are registered trademarks of Sony Computer Entertainment 
t Software Association. All trademarks and copyrights associated with the manufacturers, aircraft, models, trade names, brands and visual images depicted in this game are the property of their respective owners, and used with such permissions. 



3 теит E p | ‚т UN || 

ТЕТ 
THE ЧОІСЕ OF THE PEOPLE..Ole WNHATEUEIZ 

WE WEREN'T CRAZY FOR 
THE KRATOS 
Love the magazine. | just thought I'd show 

some love with a couple of pieces | did: my 

Kratos drawing and my iPsp ad (that's me 

holding it). Yeah, that's right: idon't iPod, iPsp. 

THERE WAS A PLAYSTATION 2? 
Why are we so excited for the PlayStation 3? 

Yes, the graphics are better; yes, the games 

are going to push the limits; and yes, it will 

have a profound effect on the future of gam- 

ing. Oh, and yes, | am looking forward to it. 

But | feel the need to remind everyone of 

another game system that has tested the lim- 

its of imagination and creativity. What is this 

marvelous device? Odds are you already have 

it: the PlayStation 2. That little machine has 

more blockbuster smashes on it-than Peter 

Jackson's portfolio, and they're still coming. 

2006 is the year for PlayStation gamers. We 

get a reformed Lara Croft, a work of art in 

Okami, a legendary, yet long-delayed, game 

in Final Fantasy XII, Metal Gear Solid 3: Sub- 

sistence, and of course my personal favorite, 

Kingdom Hearts Il. Wow. 

If none of those games impressed you, go 

for the oldies. Essentially every one of the Jak 

and Daxter games has been good, same with 

Ratchet & Clank and Sly Cooper. If you dislike 

Sony's three mascots, then take a look into the 

Dark Cloud games, or maybe the cult classic 

Sphinx and the Cursed Mummy. If you love 

RPGs, then definitely go for Final Fantasy X 

and Shadow Hearts. Like classic titles? Then 

you'd be happy with Midway Arcade Trea- 

sures, Sonic Mega Collection Plus, and Mega 

Man Anniversary Collection. Star Wars nut? 

Star Wars Battlefront Il and Lego Star Wars. 

Love something violent? God of War, Black, 

and GTA: San Andreas. Still not happy? Then 

make your own game with one of the several 

RPG Makers or Graffiti Kingdom. 

My point: Everyone's so excited about 

what's coming they forget what's already here. 

HERE'S JOHNNY! 
| really enjoyed seeing John Davison coming 

back to write for the magazine. | was just flip- 

ping through the April 2006 [OPM #103] issue, 

and | noticed his picture on an article talking 

about his predictions about the PlayStation 3. 

l've been a regular reader of your magazine, 

and | still like the new members, but it's nice 

to see some old friends come back. Thank you 

for continuing a great magazine. 

me OA... 

ЕТ 
TO JOE 
І read your story entitled "Missed Opportuni- 

ties" [P.S., ОРМ #104, May 2006], and it struck 

close to home for me. 
My mom was recently diagnosed with an 

inoperable form of cancer. She probably has 

about a year to live. Although my mother is 

still alive today, | think daily about what | could 

have done better as a son or how І could 

help make sure she knows she was the best 

mother a boy could ask for. | know that day is 

approaching, and your letter really did help 

me realize there are some really small things 

that will make a lot of difference. The type 

of difference that will make sure she knows 

everything was OK on her final day. I’m not 

sure | would have ever thought just answering 

a small request from a long time ago would 

make any difference today, or even on that 

day, but your column definitely showed me a 

bit of that light. 

Joe, | don't think you really disrespected 

your mom. You did what we all can easily 

do, and that is to take for granted that our 

parents are there at all. Keeping in touch is 

simple, but really knowing they are there and 

really knowing what they have done for us as 

children and adults is really the hard part. We 

aren't here forever, and anyone going through 

what you've gone through or what I’m going 

through will really understand that truth. 

I'm not sure my response to your mom's 

request is going to be what she wanted, but 

you both deserve a response. And, hell no, 

you can't disobey Mom! 

Videogames cause violence in those that 

are predisposed to violent behavior. Those of 

us on a more even keel play a game and then 

16 DAIN 2 006 
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walk away. [Antivideogame attorney] Jack 

Thompson is a perfect example of videogames 

causing violence. This man turns into a froth- 

ing, raving lunatic at the mere mention of vid- 

eogames. He becomes incoherent, wild-eyed, 

and seems to [regress] into a state similar to 

that of a juvenile caveman. Jack is predisposed 

to violent behavior and is therefore more 
affected by videogames. On an interesting 

note, he does gain litigation superpowers once 

in this state. However, he doesn't seem to know 
how to effectively use them yet. l'm guessing 

we will be in real danger if he can pull himself 

out of his perpetual “payback” state. 

On a more serious note, we can't deny 

the mental impact of video games on some 

people. We've all seen that guy that goes crazy 

because things aren't going his way, scream- 

ing at the TV or monitor and generally becom- 

ing someone you would rather videotape and 

expose on the Internet than actually play a 

game with. However, this happens to a very 

small minority of the gamers in the world, and 

these people will probably react that way to 

almost anything not going their way. 

Your mother has a valid point in the fact it 

can influence people in a negative way. How- 

ever, that point is usually made to overthrow 

the actual fact that it rarely does. As a matter of 

fact, some games have been proven to be very 

therapeutic. If we were to go on the basis that 

something can affect you, then we would have 

nothing left in the world to do or even enjoy. 

The real kicker is when people say vid- 

eogames are training people to be killers 

or terrorists. If that's the case, I’m probably 

8 kick-ass surgeon, sword fighter, race-car 

driver, magician, field commander, spy, and 

pilot. And that's just to name a few of my vid- 

eogame-induced talents. 

Thanks for the wake-up letter. 

THE GREAT PS3 PRICE DEBATE 

By the time you read this, Sony will 

have revealed what the PS3 is going 

to cost. But those inquisitive stalwarts 

of the OPM message boards couldn't 
re answering the question posed 

by Sonyfan405, “How much would you 

allGT4 m 

getting re 
right now, so 

65 with the funny before 

Well | have $2.30 on me 

$400." 

wait-and-see 

If they drop Blu-ray (the next 

nd price it at around $250, 

Jer buying one.” 

FinalFantasyRuler88 thinks way 

back: “Well, when my PS2 was 

bought, it was about $650 Canadian, 

and that's about what | think I'll be 

shelling out again.” 

To which bargain-hunter Anaris82 

quickly fires b; You got rippe: 

The ever-practical ChickenNext 

checks in: “I'm not even buying a PS3. 

At least not at launch. When the price 
will at least be reasonable, and by that 

| mean $250, I'll buy one." 

Botkiller patiently agrees: “$300. 

Which means | probably won't be 

getting one for a year or two after it 

comes out. Which is fine, because 

around the time it drops to that price 
should hopefully be around the time 
MGS4 comes out.” 

The skeptical ohJTBehaaave needs 

convincing: "I can see the PS3 being 
priced between $500 and $600 dollars 

with this Blu-ray stuff. Without the 

games, which are never there anyway 
at launch, I'll be holding off on getting 

a PS3 if the price is as high as the 
rumors say it will be. Like Bot said, no 

reason to cough up the $$$ until games 

like MGS start to hit shelves. That's 

when I'll start to think about coughing 

up the big buck 

Its Shameless Self-Pro- 

motion Month—again— 

here at OPM, in which 

we take the opportunity. 

to remind you that each 

of the staff has his/her 

own blog оп ТУР. Неге 

they are—be sure to 

visit them all 

DDASS! 

LEGEND 

CORRECTION 

On the DVD sleeve in the 

May 2006 issue (#104), 
Tomb Raider: Legend was 

incorrectly identified as 
developed by Pyro Stu- 

dios. The correct devel- 

oper is Crystal Dynamics. 

OPM regrets the error. 

э 
scooter 1UP.com 

PENNY-ARCADE.COM 

I don't know 

why Kingdom Hearts games 

маке me do all this teddy 

bear crap. 

Winnie the Pooh 

He merges with Jenova, and 

Murders Christopher Robin. 
At the end, he summons 

a meteor and tries to destroy 
The Hundred Acre Wood. 

That sounds hard-core. 

How are you supposed to 

beat him? 

He gets Stuck in 

the door to Rabbit's 

bastard child. 1URcom 

It's a site for Sora’s eyes 

LOL. Actually, like the 

page intro says, “This is 

a Club 4 Kingdom Hearts 

fanatix alike!” We like! 

soraskingdom-club. Тир. 
com 



Blood 
Language 
Violence 

А, ci NE 

OLVE MYSTERIES and puzzles that go beyond anything you have seen or 
read. You must stay one step ahead of an enemy formed by an ominous, 

covert society that will stop at nothing to protect their 2,000 year old secret. 
OV add P 

Y 
Follow a trail of clues hidden in Da Vinci's A unique blend of stealth, combat, Experience new adventures and solve new puzzles 
paintings that will ultimately lead to the exploration and puzzle solving. that you won't find in the film or book. 

final resting place of the Holy Grail. 

The Da Vinci Code: ТМ & © 2006 Columbia Pictures Industries, Inc. All rights reserved. 2K, the 2K logo, and Take-Two Interactive Software are all trademarks and/or registerer 
trademarks of Take-Two Interactive Software, Inc. Developed by The Collective, Underlying Game Code: © 2006 The Collective, Inc. All rights reserved. "PlayStation" and the "PS 
Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsof 
Corporation in the US. and/or in other countries and are used under license from Microsoft. The ratings icon is a trademark of the Entertainment Software Association. All othe 
marks and trademarks are the property of their respective owners, 
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Explore world famous locations such as Тһе An all new videogame adventure. 
Louvre, Westminster Abbey, and Saint-Sulpice. See the movie, in theaters Мау 19еһ 
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TILL 
AT SOE, PREVIEWS AND NENS FROM THE WORLD 

OF PLAYSTATION 

Is. lom was first shown publicly, there 

seemed to be a consensus on two main points. The first was, "Cool, a 

hack-n-slash for launch"; the second, “It doesn't look very next-gen.” 

So how does early input affect a game's development? We visited 

the Sony Online Entertainment offices to check out the team's prog- 

ress on Dark Kingdom. The team was in the middle of getting code 

ready for E3; the plan was to have a portion of the game playable 

on the show floor—and supposedly PS3 controllers to play it with, 

р Ф = [ Р е а a “ although when we visited, that wasn't absolutely certain yet. 

Andy Sites, Dark Kingdom's producer, starts giving a tour of the 

FOURTEEN PLAYSTATION 3 GAMES PREVIEWED—OMG!!! Á game in its current state. A shinier version of the brute is running 

Б * 2 around in a village onscreen, tackling the skeletons іп his way. “Ini- 

tially, we wanted to follow the tradition of what UL had, with very 

blown-out-of-proportion, cartoony characters," Sites explains. "Our 

first character, the brute, was this big, burly guy with arms longer 

40 CALENDAT2 than his legs—he was like 8 feet by 8 feet square.” 

Keep ир to date on...everything. The character version he’s referring to is the one that was shown in 
ва -TOWN 

Who asked for some Hard бау? 
the screenshots that accompanied the exclusive game announcement 

ен PAUSE 86 ЕКІ іп OPM's April issue (#103). Sites continues, "We got the brute into 

Not the furry kind, either. Hands-on promise that it’s the the game, and the first thing we realized was that he clashed. So the 
best FF yet. marketing guys put together a focus test where they went through all 

3d OPM INTERVIEW the characters and all the concepts, and they gave us the initial reac- 

Phil Harrison speaks. tions of what people thought. Based on that and on our gut instincts, 

we ended up doing a reset on all three of the characters.” 

So was the game shown too early? When asked, Sites says, 

“Showing when we did may have been a little premature consider- 

ing the early state of the game. However, | feel that the feedback we 

received will ultimately allow us to make a better game, and in the 

end, delivering a great game is all that matters.” 



The team dropped the new character just the week prior to this 

visit, so right now they're working on getting him back to his prior 

action moves in time for the show. Senior creative director Rich 

Waters explains, "The timing on it is a little unfortunate. When we 

changed the main character up—visually, it was the right thing to 

do—but we had him fully functional. Не had all his combos, all his 

attack moves. And we've got this guy now who looks great, but it's a 

process of building him back up." 

Art director Bill Yeatts adds, “I think more people are expecting 

more realistic-looking graphics in the next generation. At least for the 

first pass. Giving people what they expect is really important for a 

launch title. After all, we don't want to be Fantavision on the PS2, 
selling 5,000 copies." 

The challenge for any PS3 development team at this stage is not 

knowing exactly what to expect. Since Sony has remained mum on 

so many aspects of the PS3, other publishers and developers have 

followed suit. Which means that little else is public that can be used 

for comparative purposes. 
Waters muses, "It's really interesting to think about. We're wonder- 

ing how other teams are doing that are shooting for launch titles, 

because right now we don't have anything to directly compare to. It 

feels like we're doing pretty good, but we'll see." 

IMAGINING THE POSSIBILITIES dius 

One of the things that the SOE developers are most excited about 

is the opportunity that the built-in features of the PS3 offer. Sites 

says, "Now that broadband capabilities are on board and they've 

announced [that it will have] a hard drive—those two things are 

MAKE IVIE 
ОЧЕР 

typically expensive upgrades that most console players don't want to 

think about having to purchase." 

Yeatts adds, "It will be very interesting to see if follows the trend of 

Xbox—broadband only or whatever it will be. On the PS2, it was very 

challenging to have the ISP and set up your modem. I'm interested to 

see how it goes through this time around for getting online. 

“We'll find out, | guess," he laughs. 

“At retail, there will only be three characters. Time plays a role in 

development, and you want to get each character fine-tuned," Sites 

explains. "It's more than just a visual change, and that's probably 

шшш 

THATS THE BIGGEST THING EOE US.” 
“Е THE НАРО DENE COMES STANDAED ON IT, 

the main reason we kept it to three. Our plans are to offer additional 

gameplay elements after launch that you either have to purchase 

online or acquire online in some way. And you'd have to download 

those, which would obviously take advantage of the hard drive. We're 

planning on having things that are available from when you purchase 

the game and first pop it into the machine." 

It's not known yet what these downloadable extras will cost—Sites 

says that much of it could depend on Sony and what sort of price cap 

the company may put on items available online. One of the main con- 

cerns is whether the hard drive comes built in to the console. "If the 
hard drive comes standard on it, that's the biggest thing for us. If you 

have a space to store the content, we could technically put anything 

on there that you can acquire on the Blu-ray disc." 

eae eae 



ә НУРЕ LDPENEIZ2 

From left to right: producer Andy Sites, senior creative director Rich Waters, and art director Bill Yeatts 

That "anything" could even extend to entire levels. And if the PS3 

comes with a built-in hard drive, then anyone with a PS3 could take 

advantage of this. Yeatts even floated the possibility that an exclu- 

sive level could be created and then distributed via the OPM demo 

disc—pop it into the console, transfer the level over to the hard drive, 

and just like that, your game has gotten bigger. 

Of course, online will be about more than distributing extra con- 

tent—the team plans to have plenty of online modes as well. You'll be 

able to play the game cooperatively or competitively with up to four 

players; they're also checking into the feasibility of providing modes 

like deathmatch, which could allow for additional players to keep it 

interesting. 

TOOLS OF THE TRADE 

A lot of the challenge in making a first-generation game comes down 

to figuring out the hardware, which means that it’s a constant bal- 

ancing act in trying not to attempt more than is possible at the start. 

Waters says, “We tried to make a game that's simple in what it's try- 

ing to do, but where every element fits together well and offers some- 

thing, as opposed to trying [for something] too big. This type of game 

оп а console is a little new to this development team, so we wanted 

to make sure we got the basics right." 

Yeatts chimes in, "Most of the failed products I've ever worked on 

[failed] because you're trying to do something above and beyond what 

you're capable of doing. Gran Turismo was the sixth racing title those 

guys had made, and that's why Gran Turismo is really good. | think that 

for us, going into doing this style of game, there were a few pills we 

had to swallow. We're making a hack-n-slash game—we're not mak- 

ing a fighting game or any other genre—but we don't want to make 

Untold Legends 3. So for us, it's pushing it visually and adding some 

little tricks—physics-based puzzles and changing up the combat. We're 

slanting toward next-gen-ness, but we're not reinventing the wheel. 

"Typically, with every [console] generation, it's the second and 

third generation [of games] where you actually start to exploit the 

hardware," he continues. "It's sort of like discovering hieroglyphics 

and then looking for the Rosetta Stone. We all know how to do stuff, 

but we have to figure out a way to get it on the [dev kit]." 

They're also doing their research. Sites says, "We've been playing 

lots of 360 games—purely from a visual standpoint, that's the low bar 

that we have to set, because by the time the [PS3] launches, people 

will have been seeing these games for a year. There's going to be a 

level of expectation that we're going to have to exceed. So games like 

Kameo—that's probably the closest to the level we're shooting for, 

but we've also been playing Ghost Recon and Project Gotham Racing 

3 and Oblivion." 
"We've had a lot of 'oh, these next-gen consoles can do every- 

thing,' but the reality is that they are the next generation—this isn't 

the PlayStation 9 commercial," says Yeatts. "The biggest challenge 

SONY & 
SONY 

While all PlayStation 

hardware and much 

аге fal 
mbrell 

Sony Computer Еп 
tainment, Sony Online 

Entertainment is actu- 

ally part of the Sony 

Pictures portion of the 

Sony family. 

The SOE division 

was born back in 1998 

when Sony Online Ven- 

tures merged into Sony 

Pictures. Around the 

same time, 989 Studios, 

which used to develop 

for PC as well as for 

cused as a PlaySta- 

tion-only development 

house. The computer 

game and online devel- 
opment portion was 
spun off into a com- 

pany called RedEye 

Interactive, which was 

later renamed Verant; 

in 2000, SOE acquired 

Verant. 

Since the announce- 
ment in March that 

SOE would be hosting 

online servers for Play- 

Station 3 games, Sony 

CEA has purchased a 

stake in Sony Online, 

so the two are now 

more closely con- 

nected than before. 

*NE PE MAKING В HACK-N-SLASH GAME—WE ZE 
NOT MAKING A FIGHTING GAME.” 

is trying to make something visually next-gen that works with the 

hardware. We've had three versions of dev kits that have successively 

gotten more powerful. So we're finally narrowing in on what we can 

and can't do." 
"| think we're going to find that the tools improve, too," adds 

Waters. "For all this stuff, we're making new tools that work with 

PlayStation 3. The first time is spent figuring out how we want to 

apply things. And for the second product we do, we'll have all that 

stuff there as foundation." 

Yeatts concurs, "The better the tools, the more you benefit. Espe- 

cially if you can keep the same people [from game to game]. It's like a 

rock band. If you have the same bass player the whole time, then he 

can pick up on when the singer wants to take a break, and start doing 

a bass line or whatever. It'S the same with us—" 
Someone interjects, "Basically, he's saying we're like rock stars." 

Yeatts smiles. "Really, really geeky rock stars." ! 

STUDO, 
[2ÉSLIMÉ 

Ephotique 



What Darks 

Immerse yourself in an epic storyline 
brought to life through dramatic 

in-game cinematics and voiceovers. 

TEEN 

Animated Blood 
Fantasy Violence 

ESRB CONTENT RATING _www.estb.org 
Game experience may 

change during online play. 

Experience an enhanced 3D game engine 
that takes graphics, SFX and lighting to a 
stunning new level of quality and detail. 

www.untoldlegends.com 

es 

Beast Lurks Within You? 

Hack, slash and morph your way 
through the game with the help of 

the superior combat system. 

| 
<> SONY ONLINE 

ENTERTAINMENT 



OLYMPIC GLORY 

We thought it was a 

little odd that Hard 
Gay would be found in 

a game featuring ski 

jumping pairs, but after | 

looking at the cover art | 

and knowing his style 

of humor—it's not so | 

odd anymore. | 

ши 

d.Gay i 

HARD GAY'S IMAGE IS BEING USED TO SELL 

EVERYTHING FleOM UIDEOGAMES TO FOOD. 

al appearance as 
е Ski Jum, 

them of 
sei seiiiii! sally 1 e 2 e ard Gay has 5 ingrained in popular culture in Japa 

Hard Gay is practically ubiquitous on every weekly Japan: comedy | or outrageous anymore, а point underscored by 

show, aiming his ass at the camera and rallying people everywhere to е at his is being used to sell'everything from video- 

thrust their pelvises in rhythm with him. He'll photocopy his face for game consoles to food. Imagine something like this flying in North 

y Ou or give you a sensual ass ma: e. He'll even show you how to America! Didn't think so. A fighting game on another console even 

bump and grind if the mood takes him. h п avatar that resembles H.G. for gamers to download and use, 

The result? Hard Gay fever has swept Japan, and H.G. has inspired but we can't remember the name (yeah right!). 
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Increase your chakra and unleash 
multi-level super attacks to ascend the 
ranks and become a full-fledged ninja. 

Fight as one of over 12 playable 
characters to complete missions and 

unlock tons of bonus content. 

Switch between 12 interactive stages 
mid-combat while performing 

powerful ninjutsu moves as seen 
in the hit television series. 

РС o 
ҚА” CA" ) 

Use a variety of weapons, close combat 
or call on support characters to assist 

with super attacks or drop off power-ups. B PlayStation? — 
(YER 

Visit www.esrb.org | | 

for updated rating 
information. 

the "PS" Family lago аге re 
‘owners. Package design subject to. 



ЧЕМОЕТТА 
di m mic: 

| M you want a good 

| example of "adaptation" 

| versus "duplication," then 

| snag yourself a copy of 

| the original V for Vendetta 

| graphic novel. There are | 

| some significant differ- | 

| ences between the movie 

| and the book, so it doesn't 
| feel very redundant to 

| check out both. Even 
| though the book was writ- | | Director Richard Linklater first tried out the live 

| ten іп the ‘80s as a protest | animation technique in Waking Life, but it's his 

| against Thatcherism, its | | second try that really shines. It's a near-future 

themes of anarchy versus Southern California where 20 percent of Americans | 

| fascism, the power of | | (including recent recruit Keanu Reeves) have been | 

iconic symbols, andthe | | ordered to spy on the rest of the population. A 

| need for people to rally | | Scanner Darkly (based on the novel by sci-fi genius 

| against an unjust govern- | | Philip К. Dick) isn't due in theaters until summer, but 
| ment, as well as its overall | we've been watching the trailer over and over just to | 

| story construction mark it see the cool graphics. One thing we've learned: We 

| as one of the best graphic knew there was a reason we didn’t want to live in 

novels ever published. | Orange County. 

| 
| 

HAM 
tienda.com kidrobot.com 

| Grocery lists. Family photos. А 

| printout from the Internet of that 

three-legged dog wearing an eye 

Or more specifically jamón ibérico, | 

| 

patch. Your refrigerator surface сап | 

| 
| 
| | 
| 
| 

which is the king of cured meats and | | 

has just been approved for import to | 

the U.S. Made only in Spain, jamón | 

| | 
| | | | 

toolband.com sebastianbach.com 

Supergroups are always cool, but when you combine 

alumni from Skid Row (Sebastian Bach), Anthrax 

(Scott lan), Foreigner (Jason Bonham), and Bio- 
hazard (Evan Seinfeld) with everyone's favorite gun 

activist Ted Nugent, you know that the room is going | 

to rock hard-f***ing-core. To check out the group's | 

sound for yourself, watch them on VH1's new reality 

show, SuperGroup. Start practicing your headbang- 
ing, because the premiere is scheduled for May 18. 

We half-expected Tool's next album to be called 
Annelidous and feature songs about how Drake's 

Equation can heal the broken soul. But by golly, it 

| is where these cool Mario magnets | actually has a normal-sounding name and normal 

come in. For only $3 each, you 'ack titles like "Wings for Marie" and "The Pot." No 

| can have these perfectly pixelated | matter—it's been five years since we got any new 

can cost $800 and up. But with a fla- | | reminders of your youth right there songs out of them, and we look forward to long tracks 

vor that nutty and sweet and perfect, in your kitchen all the time. Oh, with weird vocals, dense lyrics, and crazy sound 

it'S worth every single penny. | | mamma mia! Lucky! dynamics, as should be expected of any Tool release. 

e j 

ibérico comes from free-range 

Iberian hogs that roam the country- 

side and are fed up to 20 pounds of 

acorns per day—for two years. It 

ain't cheap to keep hogs around that | 

long, so it's no wonder that a ham 

| be a receptacle for a lot of things, 

| but you need some way to attach 

| all that really awesome stuff. Which 



Forget the Gloves. 

This is Slugfest! 

Мн) logo are demaris qt registered леан И Midway Anusement Gaines. LLC. Used by permission, Majer өренім! Жерге. Major Leagee Baseball Prayers Association, Visit ww. Mc BPlayers. con, the Players Chava oa Ва wed, Midway Алаев б: » Rame Entertainment tat. "PloyStalito" aod the PS" Family igo are registers: bademarts ol Soy Compatar Eelertioment ix 
me 

The most aggressive brand of baseball is back! 
| Heat up the diamond with tape measure homeruns, 

circus catches, hard-tags, spikes high slides or toe 
the rubber and let loose some chin music. All of this 
PLUS, for the first time ever in SlugFest, create your 
very own Sluggers and Flame Throwing Pitchers. 



С nents made by Sony Computer Entertainment president Ken Kutaragi allud- 

ing to a potentially high price tag, we don't really know how much the PlayStation 3 will cost at 

launch—and we probably won't know until at least the start of E3. But, if videogame history has 

taught us anything, it's that a console usually needs to be within a certain price point for con- 

sumers to rush out and by it in droves—usually, in the $299-to-$199 range. Yet, with all of the 

high-end technology within the PS3, there's speculation that its base price could be far higher 

than that. So, how much is too much? We compare system launch prices of yore and then use 

an inflation calculator to see how much they would be in 2006 dollars. 

Atari 2600 
(1977) 
U 25 million plus 

$199 

Dollars: $645.75 

Nintendo Entertainment System 
(1985) 

its S 60 million plus 

ch Price: $299 
rs: $530.62 

Sega Genesis 
(1989) 

its Sold: 35 million plus 

ch Price: $199 
irs: $310.19 

SNK NeoGeo 
(1990) 
Units Sold: Not Available 

Launch Price: $649.99 
Cost in 2006 Dollars: $966.76 

3DO 
(1993) 
Units Sold; Under 1 million 
L r e: $699.95 

Xi $920.23 

Sega Saturn 
(1995) 
Units Sold: 10 million plus 

Launch Price: $399 

Cost in 2006 Dollars: $496.42 

Sony PlayStation 
(1995) 
\ $ 100 million plus 

in ce: $299 
in 2006 Dollars: $372.01 

PLAYSTATION BITS 
BYTE-SIZED NEWS 

Looks like there's some trouble brew- 
ing for UMD movies. Universal has 

expressed major disappointment in 

sales of its movies in the format, on 

top of that, Wal-Mart is considering 

plans to drop the format altogether 

from its shelves. Sony couldn't be 

reached for official comment on that 
matter... In other news, the PSP's own 

Ratchet & Clank game is looking great 

and will have four-player multiplayer 

options when it ships in 2007... Sony 

recently dropped the price of the PS2 

from $149.99 to $129.99. Analysts with 

Lazard Capital Markets say that the 

move was made in order to compete 

with the Xbox 360 and the looming PS3 

launch... Elsewhere, yet another valu- 

able videogame study has been con- 

ducted—published in Archives of Pedi- 

atrics & Adolescent Medicine—that 

says playing games results in drug 

use, unprotected sex, alcohol use, and 

violence. They also think it contributes 

to the stealing of candy from babies 

and the kicking of puppies. 

TOURING SAN БЕРМЕ 
GRAN TURISMO CREATOR GREETS FANS IN THE U.S. 

The president 
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INTRODUCING NEW POCKET-SIZE TAG BODY SHOTS: 

LOAD IT, LOCK IT, AND ROCK IT AT YOUR OWN RISK. 

CONSIDER YOURSELF 

WARNED 



НУРЕ KNOWLEDGE 

JOHN DAVISON 

of the Ziff Davis Game 

Group, and he likes 

" to play games that 

involve battle mages 

and the stealing of 

paint brushes. Tell 

him what you think at 

opm@ziffdavis.com. 
ev JOHN DAUISON 

is "El Honcho Gigante" 

MICO TIAANSAL тт: 
THE BEGINNING OF THE END 

Want a superfast car for your next-generation racing game? Drop a 

dollar or two and you'll be able to download something magnificent. 

Want a powerful new sword? An enormous gun? Enchanted armor? 

Bigger muscles? Better stats? All of this will be possible on the new 

PlayStation Network, if publishers and developers want to offer it, and 

if you have the cash for it. 

The prospect of adding functionality and gameplay to a single-player 

experience is something that's been dangled in front of us for years 

now. Sony’s Phil Harrison has been raving about episodic content and 

downloadable goodies as part of the core videogame experience since 

the last generation shift. It's an easy sell: Take a game you love and 

keep adding to it in little pieces. You can't lose, right? 

What we're starting to see on both the PC (particularly in the MMO 

space) and the Xbox 360, though, is that these game-enhancing micro- 

transactions have the potential to pick apart previously perfectly bal- 

anced games. While it's great to add a new area to an RPG or a new 

chapter to a story, things change dramatically when online gameplay is 

factored into the mix. 

IT’S AN EASY SELL: TAKE А GAME 
YOU LOVE AND KEEP ADDING TO IT IN 
LITTLE PIECES. 

If gamers can buff their stats by simply dropping some coin ona 

downloadable extra, what does this mean for the game as a whole? 

Should players with purchased goodies be allowed to participate with 

good, honest, old-fashioned grinders? If you want to stay competi- 

tive, do publishers essentially have the power now to practically force 

you to spend extra money on a game you already own? If a new gun 

becomes available for Killzone 2, but Sony charges $2 for it, how will it 

be controlled in ranked games? Will owners have an unfair advantage? 

Or will they be locked out of games with people with a standard setup? 

We've heard for years now that Gran Turismo will eventually sup- 

port online play and offer a vast and ever-expanding database of down- 

loadable cars—"every car ever made,” to paraphrase series creator 

Kazunori Yamauchi. If we have to pay for these cars, either individually 

or in downloadable “sets,” how will this affect the online gameplay? 

Will “exotic” cars be priced on a scale in accordance with their real- 

world worth? Will a Pagani Zonda cost more than a Subaru STi? Will 

online races and tournaments have to be locked into specific make- 

based series, like they are in real life? Is this fair? It's entirely possible 

that there will be a form of elitism within individual games' cultures 

dictated by real-world money. If you can't afford to participate, there's 

the potential for you to never see a certain part of the game, simply 

because you don't have the cash for it. Don't we play videogames to 

get away from this kind of stuff? 
For the time being, we need to have faith that publishers will do the 

right thing and keep things fair and balanced. It seems unlikely that 

there will be specific "rules" for the PlayStation Network, so everything 

will be tweaked оп a game-by-game basis. | 

 س —————



IN COMMAND. IN CONTROL. ON THE MOVE. 

“Turn-based strategy doesn’t get better than this.” 
5 out of 5 - Official U.S. PlayStation Magazine 

~~ STRATEGIC MILITARY- 
E WARFARE IN THE PALM 

OF YOUR Нар. , 

Ж 
" › E A. 

ipana lers ху” = x FIELD Wage War Multiplayer Style, in Ad Hoc, Turn the Battlefield to Your Advantage in 30 
Infrastructure, Hot Swap and Transmission Modes. С М М А М Е В Single-Player Missions. 

- А А 
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THE LAST GREAT PLAYSTATION 2 GAMES! 

will be dominated mostly by next-generation content, we wanted to take some time 

to acknowledge the fact that the PlayStation 2 isn't quite on life support yet. In fact, some pretty 

good stuff is coming—and even more is still unannounced. So fear not, PlayStation 2 owners. 

You are not forgotten. 

WHAT = IN YOU PSP? 

2S | grabbed Napoleon Dynamite to watch 

Senior creative director at Sony Online the last time | took a trip. I'd seen it j 

Entertainment, currently working on before, but it was cool watching it оп 

Untold Legends: Dark Kingdom a PSP. 

Right now, l'm playing Daxter оп my Aquemini by Outkast is the album that's 

PSP. I'm a big fan of Naughty Dog's playing right now. 

games and had a lot of fun with the Jak 
and Daxter series on the [PlayStation WEB 

2]— plus, it's hard to go wrong when | don't do a lot of Web browsing on 

the main character is a smack-talking my PSP—the last site | checked out 

orange rodent. was GameRankings.com. It's great for 

keeping up on the latest game reviews 

un or looking up an older game | might 

| only have a few movies on UMD, and have missed. ! 

MOTO? 

GAME ENUV 

Yes, we already had The Elder Scrolls exploits, or waltz through the city 

IV: Oblivion for the Xbox 360 and the streets and hear the townspeople talk 

PC once before in Game Envy. But the of your arrival. But the best part is the 

game is so damn good, we just have quest system, which has some of the 

to reiterate how much we'd like to best pacing we've seen in a Western 

see it—or something like it—on the RPG; there's an excellent balance of 

PlayStation 3. The team at Bethesda intense action followed by laid-back E 
has done an incredible job in building exploration. Not to mention the fact 

à believable, living, breathing world that the game looks amazing. It feels 

that's genuinely affected by how you almost like every tree and every mush- 

perform in the game—just sit in a bar room was placed with the utmost care 

and listen to visitors speak of your in constructing the world. | 
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| OPM Let's start out with your GDC keynote and the details of the 

PlayStation 3 online service. Is this sort of an acknowledgement that 

both the structure and the method for providing online play for the PS2 

aren't really viable anymore? 

| PHIL HARRISON Мо, it's more taking on the fact that the PlaySta- 

tion 3 is designed from the ground up as a network platform, whereas 

the PlayStation 2 wasn’t. The PlayStation 3 is, both in terms of hard- 

ware design and operating-system design—and also, its position as 

a broadband device, a writeable device—being established from the 

get-go whereas, as you well know, the PS2 was not. There was a hole 

in the back of it, but that was a consumer upgrade. But also, more fun- 

damentally, the world has shifted since 2000. Broadband is much more 

accepted. It's по longer а bleeding-edge technology. It's not science 

fiction; it's kind of consumer fact. And there are a lot of trends that are 

happening around us that we can just take hold of now that we weren't 

able to on the PS2. 

1 ОРМ One of the trends is downloadable content, of which you 

mentioned smaller games—but will it also eventually include bigger 

PS3 games? 

| РН Yeah, | think that the PlayStation 2 has proven our ability, 

unequivocally, to deliver good multiplayer gaming experiences on 

individual titles, vertically integrated within the title, but without any of 

the benefits of single sign-on or all the community benefits that we talk 

about. What we now have with the PlayStation 3 is not just multiplayer 

gaming, but the community features, the communication features, 

and then, as you just mentioned, the content features. And that, to 

me, is the most interesting bit, because it's where the revenue is going 

to get extended for games; the involvement in games is going to get 

extended beyond the retail purchase. You buy the Blu-ray disc with 

whatever content that represents, and then additional purchases are 

going to download, directly to the user, extra content. There's no rea- 

son why you couldn't have a full game downloaded as well, and—as 

| said at GDC—full executables сап be booted and run from the hard- 

disk drive and also on the PSP from the memory stick. And these are 

big innovations; | think the industry is still kind of getting their heads 

around what they mean. 

| OPM Everyone knows that the budgets for PlayStation 3 games are 

pretty large. Are you promoting the microtransaction element as a way 

for developers and publishers to make up the money that they would* 

likely lose on developing a big-budget game for the PlayStation 3? 

| PH | don't think it's as clear-cut as that. | don't think just because it's 

going to cost $20 million to make a shooter, that by charging 50 cents 

for guns, you're going to make up the shortfall. | don't think it's quite 

that simple. But by extending the revenue stream beyond the retail 

purchase, you can have an involvement with the consumer, with the 

player, that will yield further commercial benefits—now, that's kind of 

business-school bulls**t. What | mean is, today, when you buy a game, 

that's the publisher's last involvement in the life of that disc. You know, 

when you develop а game, and you deliver it to retail, and you wave 

goodbye to it, and it goes off into the ether—other than it maybe being 

traded a couple of times at GameStop—you never, ever see it again. 

What we're moving toward on the PlayStation 3, and | think we'll 

actually get to it very quickly, is [that] game developers will start a 

relationship with their audience the day the game ships. And that rela- 

tionship will be commercial—downloading and selling stuff—it will be 

community, and it will be creative. And that feedback loop, | think, has 

a positive impact on the way games are designed. 

| was very inspired by talking to the guys who wrote the script for 

the 24 TV show. | was really shocked by this: | thought there would be 

like a grand master plan, like they sit down and write the whole season, 

all 24 episodes, and then film it, and then edit it. No, no, no, no—they 

do it in three batches. They don't even know what's going to happen in 

batch two and batch three when they start filming batch one. 

But what it allows them to do, even after they've started broadcast- 

ing the first episodes, is that they're looking at the forums, they're look- 

ing at the newsgroups, they're looking at the community on the Web, 

and they're saying, "You know what? That character's really resonating 

with our audience. Let's write him up in the later episodes," or "You 

know what? That's definitely not working; we need to shift the empha- 

sis of this character." Or, to a certain degree, they can reflect real-world 

events in the script, although it's not quite so obvious as sociopolitical 

commentary—but you can get to that kind of feedback loop. When 

games can do that, | think our medium just becomes much more 

impactful. Political satire is something that videogames don't do very 

well, but | don’t see any reason why we shouldn't be able to do that. 

| OPM So, along those lines, how much control will Sony have over 
the final say in what— 

1 PH Everybody asks me this question! [Laughs] 

| OPM The problem is that everyone imagines Sony's online service 

as being an Xbox Live-type service, where Microsoft has a lot of con- 

trol over what gets presented. People assume that Sony's in a similar 

position. But with the fact that developers can add their own servers to 

the PS3 network, it isn't quite the same thing. 

| PH | suppose you could think of it in a linear way: On one side, 

you've got Microsoft or AOL, with their "walled garden" approach. 

And on the other extreme, you've got Google or the open Internet, with 

uncontrolled, unregulated access to all. And where do we sit on that 

continuum? Well, it's definitely more the [Google] way than the [Micro- 

soft] way. Having said that, we will obviously obey and be governed by 

ratings organizations, whether [they regulate] films or games, depend- 

ing on the content, all around the world. And we need to be sensitive 

to the privacy protections of players. All those things that you'd expect 

will clearly be maintained. But, beyond that, | want innovation to be 

proven by experimenting with new games. You know, shelf space is 

infinite online. There are no restrictions. There are no practical impedi- 

ments to putting anything up there. | think that’s great for our players, 

that they can get experiences that they wouldn't get only at retail. 

[Online] is not going to replace retail, but it enriches the experience, it 

grows the market, and | think everybody wins. 

| OPM This sort of semiopen structure, was that designed specifically 

to court developers that are wary of the closed network that Xbox Live 

has? Like Blizzard, for example, said that they specifically wouldn't do 

World of WarCraft for Xbox Live because they don't have any control 

over the server. So was it done to appeal to them? 

| PH | wouldn't draw a specific comparison with Blizzard. I'm not the 

third-party guy anymore; I'm the first-party guy. But, corporately, we 

would love to have Blizzard work with the PlayStation 3. | think that'd 

be great for them, and | think it'd be great for our audience as well. But 

that's just my personal opinion. Our motivation is to not have just the 

game companies that we know today, but also the media companies 

and content companies that are going to be formed tomorrow. You 

know, the music companies that will be online-only, the film compa 

nies, the television stations that are going to be digital-IP broadcast 

ing. This is the future of entertainment, and we want to embrace all of 

that—without restrictions—down the board. 

JUNE | 

WOleLD OF 
WARCRAFT 

What would be a bet- 
ter killer app for the 

PlayStation 3 than 

World of WarCraft? 
Blizzard expressed that 

it wouldn't bring WOW 

to the 360 because of 

its server structure, but 

the PlayStation 3 server 

structure would allow 

Blizzard to control its 
own servers. The offi- 

cial word from Blizzard 

is that they are keeping 

their sights focused on 

PC development, but 

with this server struc- 

ture, we can hope. 
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ТІБЕО OF 
THIS YET? 

E3 will reveal all... 

well, at least most of 

it, anyway. Like the 

rest of you, we're tired 

of seeing all the same 

technology-demo 

shots and the same 

pictures of the system. 

Harrison promises that 

we'll be seeing much 

more at the show— 

and that we'll finally 

» be getting most of the 

details that everyone 

has been asking for. 

OPM So, is it a universal interface for the Sony network? 
PH Try, if you can, to extract standards and sign-ons from graphical 

user interface. They may be different things, but the underlying sys- 

tems will be common. So the commerce engine will be common. The 

single sign-on will allow access to our products—even though, when 

you get into a proprietary MMO server, there may be subsequent regis- 

tration that you have to do, but we want to make it very simple to sign 

on for everybody. 

OPM You mentioned at GDC—and [PlayStation creator] Ken Kutaragi 

mentioned this as well—that developers are being encouraged to use 

the hard drive. But we were told this will be determined on a regional 

basis, so what will actually happen if the hard drive isn't included in 

particular markets? Is it going to be a segmented market? 

РН | сап only speak about our own products, from Worldwide Stu- 

dios’ point of view, that every game we develop will feature hard-drive 

support. We're looking to create leading-edge examples of what the 

network platform can do, from launch onward, in as many of those 

“wheel of fortune” spokes as we can. Obviously, not all of them will be 

from day one, but we will have very compelling examples and experi- 

ence for gamers from launch. 

OPM You brought up the “wheel of fortune.” How important are 

Sony Pictures, Sony Music, and the other branches of the company 

going to be in making this all work well? 

PH Well, let me use a very current example—a major motion picture 

from Sony Pictures that would be great to make available for digital 

download in a secure way first on the PlayStation 3. That, strategically, 

makes a lot of sense to me. In the same way that artists in the music 

world would want to associate with themselves with PlayStation 3, 

that would be good for their promotion or exposure and commercial 

interests as well. 

OPM We've heard that the other branches are notoriously difficult 

to work with, or that there are communication issues. Has that been a 

problem so far? 
PH Certainly not. Sony Pictures/MGM, combined, represent about 

50 percent of the color movies ever shot. They are fully committed to 

Blu-ray and are absolutely a leading proponent of Blu-ray. If you have 

any questions about their dedication, go speak to Ben Feingold, the 

head of Sony Pictures Home Entertainment. | think he wears a Blu-ray 

T-shirt to bed at night. You know, there's no question of his commit- 

ment to that format. 
One of the things that people often mistake, when you look at Sony 

from the outside, you think homogenous, S-O-N-Y, big company. 
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Surely, all these people can sort all this stuff out. You know, ques- 

tions like: “E3 party: Why isn’t it Sony artists playing at the E3 party? 

Why is it that they record for Warner Bros.?” Well, the simple reason 

is that a record company doesn’t own the band. You know, the band 

[members aren't] employees. They don't sit in their dormitory waiting 

to be called up. You know, “Guys, we've got to get ready! Get your 

sneakers on!” [Laughs] It doesn't work that way. 

And so, it's the same with motion pictures. You know, the alliances 

of creators, financiers, directors, and talent that have to get together 

in order to make a movie. The ownership is going to be quite frag- 

mented, and it's just the way the movie industry works, and it's the 

way the music industry works. We're kind of unusual in our business 

in that, you know, we own God of War. You know, Kratos is ours. If 

`ЕЧЕРУ GAME ІЛЕ DEVELOP WILL FEATURE HARD- 

DEINE SUPPORT.” 

we want Kratos to be on the side of 10 million Pepsi bottles, he'll be 

on the side of 10 million Pepsi bottles. Whether or not that's a good 

creative example, | don't know. [God of War director David] Jaffe will 

probably kill me for even suggesting it! [Laughs] But you take my 

point: We don't have to go to his agent, his business manager, or fly 

him first class in order to take him to the shoot. 

ОРМ There's a question of how ready these games will be when 
launch time comes. How in-depth will they be? Will they really be tak- 

ing advantage of the PlayStation 3 hardware? 

РН | was on a highway to nothing at GDC. There was no way | 

could do it right. If | walked on and showed nothing, you would've 

killed me. If | walked on and showed games that were clearly not 

finished, | would be criticized for it. So, it's like, I'm damned if | do, 
I'm damned if | don't. No disrespect to you guys, but the audience at 

GDC was the game developers, not the media. And everybody іп the 

game-development community knows that launch is November, as 

you all know, and that ЕЗ is really the key event for communicating 

what's going on with the games. The Resistance demo was actually 

created for an internal meeting in December, and that code hasn't 

changed since December—because if | had taken them off what 

they're doing for ЕЗ to create a new demo just for GDC, we would 

have suffered at E3. You know, you've seen systems launched for 

years. You know the process we go through. The first things are not 

as good as what we have closer to launch or the games we have one 

year, two years out. 

TOO EARLY 
TO SHOW? 

Though Harrison says 

that much of what was 

shown at GDC came 
from demos that were 

months old, some of the 
new demos—such as 
the one of the Ratchet 

& Clank universe— 
looked absolutely spec- 

tacular, and they only 

make us crave more 
PlayStation 3 imagery 

than ever before. Be 
sure to check out more 

PlayStation 3 goodies, 

starting on page 44. 
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SOME PEOPLE WILL WANT A PIECE OF YOUR IDENTITY, 

. CHANGING IT TO FIT WHAT THEY THINK YOU SHOULD BE, 

_ AND OTHERS WILL WANT A PIECE OF YOUR TIME, WASTING 

IT WITH STUFF LIKE GETTING DRUNK AND GETTING HIGH 

AND THEN ANOTHER PIECE AND ANOTHER PIECE AND... 

IF EVERYONE TAKES A PIECE OF YOU, WHAT'S LEFT OF YOU? 
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And | always just bring people back to remember what you thought 

when you saw Ridge Racer on the original PlayStation compared to 

what you thought when you saw Gran Turismo 2 on the original Play- 

Station. | don't know if you have those games in your library. Remind 

yourself. Put them on TV side-by-side. It's a sobering experience. You 

know, that progression of technology and innovation on the [same 

format]. The hardware's the same, but the games are completely differ- 

ent. That's the difference between a launch title and a title four or five 
years later. 

With the PlayStation 2, remember, we launched, from a first-party 

point of view, with Fantavision. So, one of those games that we show 

at [this year’s] E3, two years from now, is going to be looked on as the 

Fantavision of the PlayStation 3—which is unfair [to] any one of those 

titles, but you see my point. We've got a lot of work to do, but we're 

on the right track. We've got the tools, we've got the technology, we've 

got the developers with final production alignments up and running, so 

we're doing some really cool stuff. And | hope you saw the component 

features in all the demonstrations coming together, even though | know 

it’s not as polished and as deep as it will be. 

1 OPM One of the problems with the PlayStation 2 early on was that 

it was notoriously hard to develop for, so in terms of marketing the 

PlayStation 3 to developers— 

| PH There's kind of a self-fulfilling prophecy there. You know, there's 

this thing about where if you repeat something often enough, it 

becomes a fact. And | have to give credit to our friends at Microsoft. 

They banged on that drum repeatedly until it became considered con- 

ventional wisdom. There is an element of truth to it; the PlayStation 2 

was harder to develop for than the PlayStation 3 is at its same time. 

There was a very interesting curve we went through. With the original 

PlayStation, we had very rich and fully featured libraries for develop- 

ers to program with. Over time, those libraries got higher and higher 

performance, but the developers were always somewhat distracted 

from the hardware. And all the developers, to a man and a woman, 

said, "Please give us hardware access. We want to write direct to the 

metal." And so for the PlayStation 2, we said, "OK, here it is." And we 

just sort of opened it up and handed it to them. And they went, “Do 

you think we could we could have some libraries, please?" Because it 

got a bit hard. 

And it was mainly because of one thing, which was [that] the vec- 

tor units on the PlayStation 2 had a very specific and proprietary way 

of writing code for them. Even though they were incredibly powerful 

when you managed to harness them, they were hard to program, ог 

they took quite [specialized] skills to program for. The SPUs on the Cell 

chip are completely different. They're general-purpose programming 

languages, you can write in C, the interfaces are very much higher- 

level, and you don't need to have such skills in order to write powerful 

code for them. So the PlayStation 3 is, definitely, easier and cheaper to 

develop for, relative to the same period on the PS2. 

1 OPM We've heard that some third-party publishers are having 
trouble with the approval process for the PlayStation 3, and we were 

wondering if that's because there were some sort of new standards in 

place, ог if that's just a matter of heading into launch and standards 

haven't been determined yet? 

| PH Мо idea. I've never heard that. I'm not sure that there are actually 

any games that have been given full stamp yet. | think that they're still 

working through the process, so that may be what you're picking up. 

It's certainly not because the policies are changing. In fact, the oppo- 

site—we've tried to globalize our policy and make it easier, make it 

simpler. No, ! don't know where that comes from. 

1 OPM You mentioned user-created content being a larger part of the 

overall strategy as well. How are you seeing the growth for that aspect 

of the PlayStation 3? Are you seeing people developing minigames 

that people can download? Are we going to see user-created maps? Is 
it limitless, essentially? 

| PH Yeah, it's completely limitless. | think you see a kind of concen- 

tric-ring theory: You've got your professional game developer in the 

sense of your first-party studios, EA, Activision, the major companies 

that we all know. And then, what | announced at GDC was an initia- 
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tive to try and embrace the next level of developers who are not the 

ones that have 60, 70, 80 people working three years on a 50-gigabyte 

Blu-ray extravaganza, but who can create a content experience that is 

very relevant for the PlayStation 3 direct for digital download—also for 

the PSP, not being specific to the PS3. We will work with those teams, 

we'll fund them where necessary, we'll give them technology where 

necessary, and we'll give them creative and production guidance where 

needed. And we will host their products, we will sell them directly to 

consumers, and then, with all the community features that we're build- 

ing in, | hope that there's a product that [will make us think], "Wow! 

Look, that's really resonating strongly with our audience. Maybe we 

can take that now and invest the $10 or 20 million and take that into a 

big production." So it may yield some interesting game innovations. 

1 ОРМ Does that also potentially open the door to things that could 

theoretically harm the PlayStation 3 or the PSP, like hacks or viruses? 

| РН Never say never. | mean, obviously, there's always the dark 

side, and people are always going to try. But [we're taking security 

measures]; otherwise, we wouldn't be doing the initiative. So, we will 

obviously work very carefully with companies that we know and trust 

and then sign our appropriate contract, but | don’t think it should be an 

issue. And then, to pick up on your earlier question, the next concen- 

tric ring out is user-created content, which might [entail] making tools 

available where the user can download them. You know, PlayStation 3 

mouse and keyboard, easy to attach—you can then have some semi- 

professional content creation or completely hobby content creation, 

upload it to the network, and then that has an exponential effect on the 

amount of content that you have іп the network, and that’s what makes 

a network powerful. 

AS ЕП THE 
UCUNTIeCLLETG?, 

Regarding the PS3 

controller: Harrison 

wouldn't actually tell 

us if the final design 

would change or not 

during the time of this 

interview. But he did 

say: "We're keeping 

our powder dry for 

something for E3. 

[Laughs] In fact, there 
are a lot of games 

in development that 

you've seen hinted at 

that we want to keep 

under wrap 

! ОРМ In terms of the games that will be available at launch, are you 

looking for a balance of different genres, or are you aiming for popular 

franchises? 

| PH Well, | think from a first-party point of view, what you're see- 
ing—and l'Il include Warhawk in this—but what you're seeing are 

completely new IPs. Warhawk came out a long time ago, so to most 

people, it'll be considered a new IP, but everything else is brand new. 

And that was a conscious effort, on our part, to establish the format 

with new franchises. Clearly, when you see third-party products, there 

are going to be famous brands in there, and there'll be the full mix. 

But we want to try and set the tone for the PlayStation 3 with new 

experiences as well. 

! ОРМ Most people, when they think of a hard drive on a game 5у5- 

tem, they think of it as just a really big memory card. When you and 

Kutaragi are encouraging developers to use the hard drive to its full 

capacity, as someone with a software background, what are you envi- 

sioning when you say, "Use the hard drive"? 

| PH Well, I'll give you an example; Kazunori [Yamauchi, producer 
of the Gran Turismo series] would kill me for this: Imagine Gran Tur- 

ismo shipping on a disc with one car and one track. And then you can 

browse, online, a dynamic circuit of vehicles that's growing every day 

because either the car manufacturers are adding new vehicles or we're 

adding new vehicles. And you can see a specific-type car that's being 

called up and say, "I think ГИ play with that one. Let me download and 

play it." Maybe the business model allows you to play it for a day; 

maybe the business model allows you to own it forever. But that con- 

tent is now yours on your hard drive. Or [maybe you could download] 

new tracks, new music, whole games. 

You know, | think that developers and consumers are going to be 

presented with different "play packets." There will be the big 50-giga- 

byte experience led by a Best Buy, a GameStop, and that will be played 

through in a normal game style, but there will be other games that are 

totally dynamic, that are more like a service. That's what | was trying to 

show with the SingStar video at the end [of our GDC presentation]. 
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The good news 

about Rengoku 2: 
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“ы 

ext Tony Hawk is 

ramshackle 

in the middle of pris 
suburbia— deliberately: 

how your ‘designedto 

NEes Г GENERATILIN 
ILL BE TELEUISED 

by JOE eYBICKI I'm standing in Neversoft's cavernous dining and 

recreation area, gaping at the 30-foot-long minipipe 

occupying most of the room. It's a nonchalant 

question, as though part of the standard welcome- 
wagon treatment for guests—you know, "Here's 

the bottled water; here's the coffee; here's the skate 
ramp in case you want to squeeze off a few tricks 

while we get everyone into the conference room.” 

| elect to pass. But it sets the tone nicely for this 

amiable bunch, these candid, down-to-earth gam- 

ers who also happen to live and breathe skating. 

As we settle in around the vast conference table 
and direct our attention to the 60-inch plasma TV 

at the end of the room, a feeling of excitement 
is in the air. These guys have been making Tony 

Hawk games for more than seven years, and it’s 

clear they're not close to getting sick of them. 

оет. т 



THE ONLINE 
QUESTION, 

While Neversoft has 

admitted that Tony 

Hawk: Next Generation 
will track high scores 

via leaderboards on 
Xbox Live, the team is 

keeping other online 

details under wraps for 

now. Considering that 

Tony Hawk's Pro Skater 

Зіпсішдей online sup- 

port for PS2 before the 

Р525 network adapter 

even launched, it's 
clear that online play is 

а priority for the team. 

However, since Sony 

has not finalized their 

online plans as of this 

writing, the designers 

aren't willing to even 

speculate about what 

they might be able to do 

on PS3. In their words: 
"We have zero informa- 

tion at this point." 

THE NEesT-GEN SHOFFCE 

The current hardware, however, is another 

story. Neversoft is clearly thrilled to be ditch- 

ing the PS2 and the Xbox for the greener 

pastures of the PS3 and the Xbox 360. “With 

the PS1 and PS2, we pushed both those con- 

soles just as far as they could go for a Tony 

Hawk style of game,” says studio art director 

Chris Ward. "The last PS2 game [Tony Hawk's 

American Wasteland] pushed things just as 

far as we could; | don't think we could do 
anything more. If we had to do another Tony 

Hawk on that machine, | think it would be 

exactly the same. The technology has gone 

as far as it could possibly go for our kind of 

game. So this was just a perfect transition." 

Director of development Scott Pease con- 

curs. "You probably remember the jump from 

Tony 2to 3, when we went to Р52,” he says. 

“It's kind of that same ‘rebirth’ process, where 

we have to throw everything out in a way, 

take the knowledge we've learned, and then 

rebuild everything and try to take advantage 

of the new machine. We're going through that 

again this year, with an even bigger team and 

a lot more power at our disposal." 

iii TI 

That power is evident from the minute we 

fire up the game. You may have heard the 
word "hyperreality" before; it's often used 

to describe places like Disney World or Las 

Vegas, painstakingly detailed simulations of 

a world that doesn't really exist. When you 

see Tony Hawk: Next Generation (a working 

title, obviously) in action, it's hard to avoid the 
comparison. Little details like the luminous 

green texture of a well-manicured lawn or 

the real-time reflections off the surface of a 
moving pool leave distinct impressions as 

the landscape flashes by. Focusing on the 

one bit of screen that's not constantly chang- 

ing reveals even more detail: Your character 

is even more intricately modeled than the 

environment he or she is dashing around in. 

One guy sports a backpack with individually 

rendered zipper pulls; each pocket is distinct. 

Another is a lanky punker with chains a-jin- 

gling and detailed piercings. The screen is so 

packed with detail that it's almost difficult to 

process all the information being shoehorned 

into your eyeballs. 

It's such a leap visually that Neversoft, 

for the first time in its history, has hired a 

dedicated concept department for the pur- 

pose of ensuring a consistent look across the 

game. "It takes a lot of people to create these 

worlds," says Joel Jewett, president of Never- 

soft (described by his employees as the "resi- 

dent redneck angry guy who keeps everyone 

in line"). The concept department, he tells us, 

“adds people to your process, but at the same 

time it can streamline and make your process 

go more quickly, because people don't have to 

sit there and try to figure out what this world 

should look like." 
"One of the big things you can do is work 

out changes and ideas," says Ward. "Paper's 

cheap. To actually create the geometry, the 

look, is a very expensive and time-consuming 

process. So we do a lot of experimentation on 

paper for new ideas, and it gives you a good 

base, a grounding." 

But don't think the move to the next gen- 

eration is all about appearances. "I think it's 

back to the core of what the game is," says 

Pease, "and the game is all about a skate- 

boarder under your control interacting with 

this highly detailed world. And now we can 

make all those components feel so much 



more realistic and get you closer to more of a 

true skating experience." 

В UNITED WOLD 

Part of the benefit of next-gen technology is 
the ability to build one giant, unified world. 

Last year's Tony Hawk's American Wasteland 

attempted to present a free-roaming version of 

Los Angeles, but the effect was spoiled by the 

need to insert “loading tunnels” between the 

different neighborhoods to give the game time 

to spool up the next area. This year, when the 

designers say “free-roaming,” they mean it. 

“Last year we built a lot,” says project lead 
Brian Bright, “but unfortunately, we didn't 

quite use all of it. This year we really want to 

focus on having compelling gameplay in a lot 

of different spots all over the world. It gives us 

an opportunity, also, to spread the goals out, 

have them go between zones. We can prob- 

ably have a goal that takes a line all the way 

across the whole world.” 

The distinction between designing a level 

and designing a world is an important one. 

“When you design a level,” explains Pease, 

“you always have to be concerned about the 

I Don't spend too much time looking for the park editor 

in this year's Tony Hawk—you won't find it. "Over the 

past few years," Bright says, "we've had to keep band- 

aiding [the park editor] to keep it going. It really needs to 

be expanded. This year what we want to do is bring it a 

little more into the gameplay. Last year we had this skate 

ranch, which was an evolving level. This year we want 
to bring some of that element of moving pieces around 

[into the main gamel.” 

The example he shows involves rearranging features 

of a schoolyard to gain access to a series of banners 

hung up on lampposts. There's no way to reach them 

with the level laid out the way it is, but by rotating and 

relocating picnic tables, railings, and quarter-pipes, it 

becomes possible to hit them all—you can even hit them 

all in a single combo if you're particularly clever with 

your arrangement, 
"We'll use this movable-pieces thing in a lot of dif- 

ferent instances in each part of the world for getting to 

secret spots," says Bright, "or for multiple goals. You 

may even be able to combine pieces, like slide a board 

on top of a barrel to create a kicker." 
"That's a big design thing, too," Jewett points out. "If 

we put those spots in the right places, like where a lot of 

lines come together, then you can have a lot of fun mov- 

ing those pieces around and mixing things up. And put- 

ting them into a goal requires people to get familiar with 

how it works, and then the hope is that because of that 

familiarity, they'll come back and work with [the custom 

segments] more." 

end of the level, the periphery—usually that 

ends up being a ‘kill plane,’ a ‘you went out of 

bounds' kind of thing. And you always have to 

design your lines to sort of wrap you around 

and around a circle inside this level. What 

we're finding now, by making a streaming 

world, is that we can route lines that send you 

across the world. And we can fill all that area 
that used to be dead periphery." 

“All the areas are as open as possible,” 

adds Ward. "You can enter each zone from any 

let's go check out Middle America.' So we sent 

our guys on missions out to Middle America 

to hang out with cameras." 

What they came back with was a Hawk-ified 

vision of suburbia—Anytown, USA, as visual- 

ized by skate fiends. Your home base is a tum- 

bledown house in the middle of a cul-de-sac; 

as the lone skater in the neighborhood, you're 

the only one with a half-pipe in your back- 

yard...but that doesn't mean there isn't plenty 

to trick off of in your neighbors' yards. And 

“ЛЕ НАМЕ ТІП THRON EVERYTHING OUT 
INA МАУ, AND THEN EBUILD.” 

direction, just like you would in the real world. 

There's not a fence you have to go through." 
This is important, because rather than bas- 

ing the game on a real city as in last year's 

version, Neversoft is creating this new world 

from scratch. "The overall theme is Middle 
America," Jewett says. "Last year was the city, 

but | was like, ‘There аге а lot more people out 

there skateboarding outside of the cities, so 

down on Main Street. And over at the school. 

And up the hill at the amusement park. 

"The best elements of the real world are 

woven into our own world, like the best of 
the best," says Ward. "Kind of like we did 

with Skate Heaven [in Tony Hawk's Pro Skater 

2\—but an entire game of Skate Heaven." 

The significant thing is that all these areas 

really do flow seamlessly together. Get some 

сетот | 42 



Tony Hawk's new fea- 

tures aren't all serious, 
fundamental changes 

in game content. Here's 

an addition that some 
of us have expected for 

years: Those arcade 

machines that have 
been scattered around 

levels in the past few 
games are now actu- 
ally playable. Each one 

takes a classic arcade 
formula and infuses it 

~ with Tony Hawk game- 

| |] play. We were sworn 
to secrecy regarding 

= the specific influences, 

but if you think really 

hard, you can probably 
come up with a few 

ideas of your own. No, 
not that one. Yeah, OK, 
now you're on the right 

track. But keep it to 

yourself, understand? 

good air off the cupola of City Hall and you'll 

be able to see across the entire world—and if 
you can see it, you can skate it. 

BUILDING MOMENTUM 

The design of Tony Hawk: Next Generation is 
about more than a streaming world, however. 

A lot more. In the past, the franchise would 

undergo fairly significant modifications as a 

result of the simple addition of new moves 

mental physics of the game. "We're making 

momentum play a larger role in the game," 

Bright says, "so it takes longer to pump walls, 

but you can get going much faster going down 

hills. So you'll want to look for downslopes 

іп gameplay—and we're going to use that in 
goals, both to be able to hit interesting gaps 

and to get to places you couldn't get to before. 

And we're making the player, in a fun way, 

kind of work for it. It's not like you can just start 

SAIOEK IN A FUN WAY? MAY SOUND A 
BIT OMINOUS, BUT DON’T WOY. 

that helped to build longer combos. The 

introduction of the manual in Tony 2 made it 

possible to string together flatland tricks, for 

example; Толу 35 revert maneuver extended 

ramp combos; the ability to get off your board 

іп Tony Hawk's Underground made for even 

greater possibilities. But these were all addi- 
tions, not really substantial changes. 

Now, for the first time in the series’ history, 
Neversoft is making changes to the funda- 

= | TIT 

[from a standing position] and hit the big jump 

and make the gap. You'll have to think, 1 have 

to hit this half-pipe, hit this one, and build my 

speed up.' And true ramp carving, where you 

go up, carve the ramp, feel that rush coming 

down the ramp—that's something that was 

pretty high on our list to hit this year." 

"Work in a fun way" may sound a bit omi- 

nous, but don't worry. "Our primary focus is 

making it fun," Bright is quick to point out. 

"So we want to get more of those elements in 

but not take it to the total Thrasher simulation 
style where it's incredibly difficult to do one 

kickflip. That's not fun." 
Balancing fun, realism, and difficulty is a 

challenge, to be sure. "Last year we didn't 

scale the game as well as we could have," 

says Bright. "We had complaints that the 

game was too easy and catered more to first- 

time players—and that was kind of by design; 

we wanted to open the franchise up more." 

In order to address the issue, Neversoft 
is adding multiple tiers of difficulty for every 

goal in this year's game. "You no longer have 

to select a difficulty at the beginning and then 

just be stuck with it," Bright says. "Each goal 

is going to have three different levels of dif- 
ficulty: amateur, pro, and sick. And the sick 

[level] is gonna be really sick." 

He shows one example: The player has to 

follow a guy with a video camera and pull off 

the tricks he calls out. The first 10 tricks—the 
amateur level—are no trouble whatsoever. 
Once you've pulled off 10 tricks, you һауе 

technically completed that goal...but Camera 
Dude is still filming and calling out tricks. 

THE FLIN 
FACTO 

The balance of fun and 

realism is “something 

we've been manag- 

ing ever since Tony 

Hawk 1,” says Jewett. 

"Should we simulate 

skateboarding, or 
should we not? But 

the decision-making 

process always came 

back down to ‘It's more 

fun.’ That's not real 

is it? Nope, it sure as 

s*** ain't real. But who 

wants to hit the X but- 

ton to kick through the 

whole game?” 
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To complement the more realistic momentum system, 

Neversoft decided to take another look at the way Tony 

Hawk characters were animated. In doing so, they discov- 

ered that next-generation platforms give them the horse- 

power to actually blend up to 10 different animations, 

layering them to create shockingly realistic movement. 

“Last year our animation was very simple,” admits 

lead animator Jason Greenberg. "It would just play. It 

didn't matter where you were in the world or what you 

were doing; it always looked the same. So, this year we 

wanted to build animations based on where your skater 

is in the world and what you're doing." 

"Our grinds in the past were just one animation," says 

animator Cody Pierson by way of example, "and it would 

just scrub through the animation back and forth to make 

[the character] look on- or off-balance. Now there are 

several animations going on at once." Neversoft gave us 

the screenshot above to illustrate the concept. On the left 

side you see a range of possible animations; the percent- 

ages indicate how much of each is being blended into the 

current movement. As you can see, the pose looks much 

more lifelike than in previous games. It's even more pow- 

erful when you see it in action. 

"Overall, this game is really about a body in motion,” 

says Jewett. "Our core audience, the actual skaters, those 

guys sit at home and watch skate videos all the time. So 

we've known ever since Tony Hawk 1 that we were going 

to have these guys picking apart what we do. This time 

around | think we're finally getting to the point where we 

can say, ‘Go for it, dudes—pick away.’ 

т = — i aca рамы 

Another key is giving the player more to, 

well, play with. "Another thing we've added 

this year," Bright continues, "is a rag-doll bail 

that's all controllable. You can turn the guy RODY IN 
with the shoulder buttons, flip him around, MOTTION 

slide him along the ground, and we track how 

many bones you break—and you get scored 

on it. That's kind of replaced our tantrum.” 

He demonstrates by deliberately flubbing a 

grab. The character does an extremely painful- 

looking face-plant, then proceeds to skid and 

roll down the hill, limbs flapping and flailing 
in an excruciating ballet. Icons start scrolling 

STHE IDEA IS TO TURN WHAT |6 NOT | across the bottom of the screen: sprain... 

_ GAMEPLAY INTO GAMEPLAY. 7 | sprain...broken bone...broken bone...broken 
a| Бопе. It’s actually hard to watch. 

“Тһе idea there is to turn what is not game- 

play into gameplay," says Pease, “if you're into 

These next 10—the pro level—are simple com- 

bos of the ollie-and-grab variety. Finish those 

and you earn your pro rating...but the tape's 

still rolling. Now you're being asked for com- 

bos on the order of wallride-kickflip-manual. 

Complete 10 of those and you're officially 

sick...and a better player than most. 

^We just see such a wide curve of skills 
players have," explains Bright. "But we can't 

dumb it down too much. Amateurs will be 
able to get through the game, but they won't 

feeling of hitting a wall, Bright says, is to 

drastically increase the number of different 

goals available to the player at one time. "This 

year there are always going to be like 10 to 

15 different things to do at once," he says. 

“It's going to be very nonlinear. You'll have 

your choice of what you want to do and how 

you want to progress. Another thing we're 

doing this year is rewarding you more for just 

skating around, not being in a mission or a 

goal or anything—along with bringing back 

This new animation 

system will be so 

realistic that players 

will “just feel itin their 

subconscious,” Jewett 

claims. "They're not 
even going to ask the 

question; they're just 

going to feel like this 

game feels better 

Unfortunately, if we 

do our job right, no really finish the game. There's going to be the more THUG-style, RPG-ish stat increases. 

tons of unlockables and achievements to 
encourage players to really get through the 

game on the higher difficulty levels.” 

LET FREEDOM BING ЕСЕ 
Variety is another key ingredient in Neversoft's 

quest to draw in the widest range of players. 

The way to prevent the less-skilled player's 

50 | шіт. 2006 

Impressing pedestrians, doing big combos in 

front of people, will get you what we're calling 

'stokens.' You'll be able to spend those at the 

skate shop on special tricks and various other 

things, like special decks, stats, or superstats 

that you can't acquire just skating around— 

some cosmetic [items] and some things that'll 

actually help you in the game." 

it. You'll still be able to get up quickly if you just 

want to get up and skate. But if you want to 

have fun—and we're finding it's fun even in this 

early stage just to play around with it and cre- 

ate gnarly wrecks—you can do that." 

The new gameplay elements aren't just 

incidental, though; some are designed to help 

tie the game in more closely to its hardcore 

one will notice, Unless 

someone else makes 

а boarding game and 

[players] put the two 

next to each other.” 
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HERE PS3 FEATURE 

One of the most obvious upgrades for this next-gen 

game is the vastly improved quality of the in-game mod- 

els. What should excite skate fans everywhere, though, is 

how this extends to the pros' in-game models. 

"We got every pro in for motion capture,” says Bright, 

^and rented a face scanner and a body-scanning system. 

So every pro who came in got their head scanned and 

their body scanned—so we can really jack up the detail 

on the pros this year and [catch] all their little nuances in 

motion capture." 

"This is pure next gen," adds Ward, "because we can 

put a lot more polygons in there. We can use this tech- 

nology the movie studios have and put it into our game, 

which is just totally cool." 

The resulting models are staggering in their detail. The 

Holywood-quality face scanner generated a 3D model 

of each pro that consisted of something on the order of 

350,000 polygons, resulting in painstaking detail down to 

the blemish level. And even though the heads are being 

scaled back to around 2,000 polygons for the in-game 

models, the fine detail of the original scan allows the 

character artists to create photo-realistic faces the likes of 

which we've never seen before. 
But these ridiculously realistic models wouldn't mean 

jack if the characters didn't move in the way they should. 

That's why Neversoft brought in each pro from the 3 Ў 

game and turned them loose іп the company's in-house 1 

motion-capture studio, drawing hours of animation data 

straight from the pros themselves. So if you see, say, 

Rodney Mullen do a casper to 360 flip in the game, it's 

actually Rodney Mullen doing a casper to 360 flip, since 

the animation will be drawn from the data collected in 

the motion-capture sessions. 

“Опе thing that's neat about this stuff," says motion- 

capture and cinematics lead Jeff Swenty, "is that the pros 

would come in and see that the machine was picking up 

every single minute thing they were doing. Like, Daewon 

[Song] had this one trick that he really wanted to do, and 

1 think he did like 30 takes before he did it, because for 

him it turned into a point of pride thing—because every- 

one's going to see this data." “ 

ках 

Skater roots. "One of the main things you get 

from this game is gaps," says Bright. "It's 

never been exploited before, but it's the most 

core skating thing because skaters are always 

looking for big gaps. So we're really going 

to play up finding and completing gaps a lot 

more this year. We're going to use our focus 

mode to be able to see where gaps are in the 

world. And that'll all play into our progres- 

sion, which will be way more nonlinear than 

before." It's clear that the expanded potential 

to release "this fall"—in other words, shortly 

after launch, if not at launch. But while Nev- 
ersoft has the game up and running on PS3 

hardware, the game is, as Pease says, "limp- 

ing." We crowd around the (almost indescrib- 

ably noisy) PS3 development kit to see what's 

running so far, and discover that while the 

basic geometry of the game is all present and 

accounted for, it's missing pretty much every 

beautifying feature—like, for example, any tex- 

tures. That, and it runs at somewhere around 

"UWE"I2E GOING TO PLAY LIP FINDING AND 
COMPLETING GAPS A LOT МОРЕ“ 

of the next generation has given the team lots 

of room to stretch. 

PREPARING FO LAUNCH 

You may notice that l've been using the 

generic “next-generation” moniker throughout 

this story, rather than PS3 specifically. Now 

don't be alarmed; the game will definitely be 

coming out on PS3, and is currently slated 

five frames per second. 

The reason, the developers say, is that it's 

not an efficient use of their time to devote a 
lot of resources to bringing the game onto the 

PS3 when the PS3 specs are still in flux. So 

they've brought over the basic architecture of 

the game but plan to wait until the final revi- 

sions of the development kit before putting in 

the finishing touches. This prompts the ques- 

tion of whether they're finding the PS3 harder 

to develop for than the Xbox 360. 

"| don't think we know yet," says Pease. 

"We don't have final enough hardware to 

understand what it's capable of. The specs on 

paper [make the PS3] look like it'll be equal to 

or better [than the 360], but at this point what 

we have is a giant, noisy thing [that doesn't 

have] the full, final PS3 specs. So we're trying 

to plan the game with that in mind, hoping 

that it's going to continue to improve. And 

I'm sure it will as they release more and more 

dev kits. But that's always the tricky part about 

dealing with the launch-window thing. New 

hardware, new dev kits coming in, and each 

one gives you a little bit more power to play 

with, but you're still not sure where the line 

is going to be at the end of the day. We went 

through this last year with Microsoft as well." 

Bright agrees. "Yes, we didn't know what 

the drive speed was going to be, how fast 

we could get the data off the drive, up until 

a month before the game shipped," he says. 

"And this year it's going to be worse, because 

Sony's got Blu-ray. We're not going to see that 

for months. It's very tricky." 



“But on their side, they fight all the way out 

the door with what they can cost-effectively 

put into that box," counters Jewett. "So that's 

tricky on their part, also. They want to make 

the strongest machine they can, but it's still 

gotta have a price point that will allow people 

to buy it. We all live and breathe by the num- 

ber of hardware units that are out there." 
And those specs include such important 

details as whether the machine will in fact 
ship with a hard drive in every box. І have to 

ask, how do you develop for something you're 

not sure is in the box? "You kind of don't," 
Jewett says. "You kind of have to assume it's 

not going to be in the box, which is a bummer. 

You scratch your head and go, 'F***, what are 

we going to do now?'" 

"That's the trickiest thing about those kinds 

of announcements, where they want to play 

the waiting game," adds Pease. "It definitely 

affects our development because we have 

to make assumptions now about what the 

machine's going to be able to do. A hard drive 

would be a very, very cool thing." 

“You just make the best game you can 

make on the Xbox 360," says Jewett, "and try 
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not to dwell on it too much. But you know that 

several months of this summer are going to 

really suck ass for you as you try to get all that 

s*** to work on the other machine." 
This isn't new territory for Neversoft, 

though. "I think it's pretty similar [to the PS2 

and Xbox launches],” says Jewett, "except 

maybe compounded by the fact that every sin- 

gle company has grown by leaps and bounds 

in the last five or six years, so we're trying 

to organize bigger teams here, and Sony's 

trying to organize bigger teams over there to 

build this thing and launch it. And Microsoft, 

they scrambled like sons of bitches—and their 

launch was not smooth by any stretch of the 

imagination—but they certainly put the pres- 

sure on Sony. It's pretty interesting, really. | 

still believe that the mindshare that Sony has 

is just unbelievably huge and valuable." 

But "huge and valuable" does not equal 

"indestructible"—and demand for the PS3 is 

likely to outstrip supply this holiday season. 

"That lead could get eaten away this Christ- 

mas," Jewett points out, "especially if Micro- 

soft can stockpile and get to the point where 

there's just stacks of their s***, and they 

can drop the price or something when [PS3] 

comes out. Hoo-hoo, could be interesting." 

Things could get even more interesting 

if it turns out to be harder than expected for 

developers to get up to speed on the final 

PS3. "If there ends up being a compromise in 

quality between games this Christmas on their 

machine vis-a-vis games оп the Xbox 360, 

that could be a pretty tricky scenario," Jewett 

continues. "But | do believe [Sony has] that 

mindshare." The trick, he believes, is to "show 

up with enough units this Christmas and a 

couple must-have titles that they've developed 

internally. Last year at E3 there was absolutely 

no expectation, and they popped up with a 

pretty good PR and marketing pitch and stole 

a lot of Microsoft's thunder." 

It's clear, though, that the folks at Neversoft 

aren't too concerned about who's stealing 

thunder from whom. They seem perfectly 

content to keep chugging away on whatever 

system's available, pushing each one as far as 

it'll go—and getting any system-launch frus- 

trations out on that minipipe. They just want 

to keep making games that people have fun 

with. It's what they do. 

Youre OWN 
PRIMATE Pl 

Neversoft plans to 

squeeze in a 3D trick 

viewer that lets players 

watch their favorite 
pros performing signa- 

ture tricks. But since 
the pros will be the 

ultrarealistic in-game 

models and the tricks 
will be rendered on- 

the-fly from the motion- 

capture data, the player 

will be able to view the 

trick from any angle, 

zoom in and out, pause, 

reverse, and watch the 

trick in slow motion. 
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"aries always wanted to be a next-genera- 

tion game," says Josh Resnick, president of Pan- 

demic Studios. 

Mercenaries: World in Flames director Cameron 
Brown quickly interjects, "We had to cap out the 

time our Al was using, cap out our level of detail, 
and cap out our physics to get the game running on 

the current-gen systems." 

So one could imagine the glee that Pandemic 

had in putting its very big game idea (a mercenary 

dropped into a "playground of destruction") into 

а system like the PS3. Such a big idea requires а 

different treatment, so we've opted to break down 

MWIF into a handy glossary for quick reference 

and perusal.... 
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алпер OF 
FIRE... 

The previous Mer- 

cenaries game was 

subtitled “Playground 

of Destruction,” and f 

this next installment | 
won't depart from | 
those roots. While | 

Pandemic won't give a | 

hard number for things | 

like the amount of | 

weapons and vehicles, | 

you can safely assume 

that, as in the last 
game, there will be 

| plenty of hardware to 

| out this sequence off 

| Mattias blowing the 

crap out of a tank and 

some local Venezu- 

| elans. As you might 

| expect, whoever those 

Venezuelans work for 
won't be too eager to 

hire Mattias if he hits 

! Arvidsjaur: A small village located in north- 

ern Sweden and the hometown of Mattias 
Nilsson. Reputed to be a lawless "Swedish 

hillbilly town," as described by Brown—the 

nearest police presence is four hours away. 

As you might guess, this allows for all sorts 

of unsavory activities to take place without 

the interference of any law authorities. This 

also gives you an insight into the character 

of Mattias. See also: characterization; Nils- 

son, Mattias; Stormare, Peter 

| Bounty: A basic aspect of MWIF gameplay. 

The focus of the game is to perform mission 
contracts for certain factions and to capture 

or kill high-value targets in order to get paid 

bounty money which, in turn, can be used 

to buy new weapons and vehicles. See also: 

Deck of 52, freedom 
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| Characterization: One of the aspects that 

the Mercenaries team felt could be improved 
from the previous game. Pandemic recognizes 

that most players only remember the primary 

characters of Mercenaries as "the American, 

the chick, and the Swede." The team focused 

on building actual backstory and motivation 

| Civilian: A significant new addition to MWIF. 

Due to the game taking place in a populated 

region as opposed to the military zone of the 

first game, noncombatants play a larger role 

than they did before. Civilians can affect the 

amount of access you have to parts of the 

game world, attempt to deter you, influence 

which contracts you can accept, and so on. 

See also: collateral damage, freedom 

| NONCOMEATANTS NOW PLAY A 
| LABE FOLE THAN БЕРОЕ. 

when defining characters for MWIF. See also: 

Nilsson, Mattias; reactivity 

| City: Next-generation development allows 

for detailed, populated cities to be part of the 

landscape. Brown comments, “The next gen- 

eration feels more like looking out the window 

at a real city than driving around a game.” See 

also: civilian, collateral damage 

4 

| Collateral damage: Any surplus damage that 

you inflict upon objects or people (like build- 
ings being hit by an explosion or civilians 

accidentally getting caught in the crossfire) 

outside of the primary target. Collateral dam- 

age isn't tolerated, and it can affect things 

such as who is still willing to work with you 

and what missions are available. See also: 
ian, freedom 



| Deck of 52: A method used Бу Coali- 

tion troops during the Iraq War to identify 

high-value targets, such as officers within 

Saddam's regime. Used as the main game- 

play element in Mercenaries, but now has 

been abandoned for a new (and unrevealed) 
system that allows for more freedom. See 

also: bounty 

Fire: One of the significant gameplay addi- 

tions to MWIF, and Brown's answer to the 
question, "What's the one thing that you 
wanted to do on the current gen but had 10 

wait until the next gen to implement?" 

Says Brown: “I've wanted to do some inter- 

esting fire gameplay for a long time, but it 

wasn't really feasible until now. Fire is a very 

complicated, organic thing, so it's an inter- 

esting creative and technical challenge to 

make it into a fun toy for the player. Let me 
give you an example of how it works—and 

remember that this is a completely general- 

purpose system that the player can use any- 

where as long аз the right ingredients 

are present. 
“Let's say you want to take out the guards 

at a base, You're up on a hill overlooking the 

base, and you're equipped with a sniper rifle. 

Looking through the scope, you see an oil 

tank with a car parked next to it. Hmmm... |: d 

You take aim at the tank, and POP! You put Y 
_ . a8 hole in the bottom. Fuel starts spilling out, [>ы 

- .. creating a stream that travels away from the i N 
Ё tank. The trap is set. 

“Now to attract the guards. You shift your 

aim until the windshield of the car is in the 
crosshairs. SMASH! The screen explodes in 

a shower of glass. You lower the scope and 

see the guards—alerted by the sound—com- 

ing to investigate. You take aim at the back 

of the car and wait for the perfect moment— 

this is а skill shot. BLAM! The bullet hits 

uis d the car at the perfect angle to glance off in 
| a shower of sparks. The sparks land on the 

fuel trail, igniting it. The guards notice the 

fire and start to panic and backpedal. But it's 

too late! The fire races along the trail to the 

tank: KA-BOOM! The tank explodes, taking 

the guards—and the nearby car—with it.” 

See also: freedom, physics 

Describes the mercenary's own freedom. buildings and objects are treated as granular. 

Brown illustrates this point with phrases like No longer are buildings limited to the two 

“free to do your own thing, free to say no static conditions of being either destroyed or 

to authority figures, free to move between intact; it is now possible to destroy portions 

the civilian and the military world.” Also of buildings and vehicles. Shoot the wheels 

describes the pure mechanical freedom of or treads off of jeeps and tanks, tear chunks 

the gameplay. The player simply receives a of a plane’s wing off, or take out the bottom 

goal and is then left alone to experiment with corner of a building. See also: city, fire, oil 

the gameplay in order to figure out how to rig, height, physics 

МО LONGER АРЕ BUILDINGS MERELY 
| РЕЗТЕСУЕБ Ое INTACT. 

| "Everything is a tool": Design mantra for 

MWIF. The basic idea that everything, whether achieve said goal. See also: lian, "every- 

a weapon or a building or a faction or a con- thing is a tool," physics ТЕ келе o | 
tract or a tree, is a tool that the player can use 

to advance in the game. See also: freedom | Harrier: A special British fighter jet that can 

2. take off and land vertically like а helicopter. 

Implied as part of the vehicle pool in MWIF. 

КН 227 | Granularity: А small measurement of vol- 

ume. Also the term for an effect that's pos- 

| Freedom: One of the basic tenets of MWIF. sible in next-generation development, as 

Also used in this statement from Brown to 
describe the expanded freedom in MWIF: 

“It makes just as much sense in this [Mer- 

corn. ico 2 



Nilsson, Mattias: The only confirmed сһагас- 
ter in MWIF. Nilsson's background has been 

completely overhauled. In Mercenaries, he's 
a former Swedish Navy artillery officer, but 

in MWIF, he's now a badass biker wanted by. 

the Swedish authorities. Nilsson's dramatic 
transformation is an example of the character 

revamping undertaken by the development 
team. His favorite food is supposedly salted 

licorice, See also; characterization 

cenaries] universe to roll up in either a Har- 

ley- Davidson or a stolen Harrier." See also: 

freedom 

І Height: A hitherto unmentioned aspect of 

the Mercenaries game world. Not only is 

MWIF's world larger in width and length than 

the original game was (even when you com- 

bine all the separate maps of the first game 

| Intelligence: Similar to Xbox 360 title The Elder 

Scrolls IV: Oblivion's radiant Al, the reactive А! 

in MWIF allows the game to reason out things 

in real time. This is due to the PS3's ability to 

dedicate additional processing power to Al. 

An example: The player parks a helicopter 

and then starts running toward an Al soldier. 

IT MAKES JUST AS MUCH SENSE TO 
POLL LIP IN A HORLEY Сто А HARRIE. 
into one), but height is implied as another 

important consideration. Since there will be 

cities in MWIF, one can reasonably assume 

that there will be a lot of tall buildings to 

destroy. The most significant example of 

height as a measure of game space is the use 

of multiple oil platforms, which can often rise 

more than 150 feet above the water's surface. 
See also: granularity, oil rig, physics 
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The А! soldier will see the player and perceive 

them as a threat; then see the helicopter and 

perceive it as a possible tool to use against the 

player; then consider factors such as proximity 

of the player, the helicopter, and other friendly 

soldiers; extrapolate where the player might be 

going; and then figure out whether to simply 

attack or to attempt to go to the parked helicop- 

ter. See also: reactivity 

me 

| Jump from current gen to next gen: Brown 

uses a programming analogy to describe the 

jump from current- to next-gen development: 

“It's like going from C to С++.” He also states 

that while getting a game up and running 

on the PS3 now is comparatively easier than 

getting something to run on the PS2 in its 

early days, that kind of thinking "only gets 

you 50 percent." To take full advantage of 

the PS3, developers need to rethink the way 

they make a game and go from there. See 

also: yield, zounds 

1 Killing Pablo: A novel by Mark Bowden (Black 

Hawk Down) about the hunt for cocaine lord 
Pablo Escobar. Also one of the touchstone 

sources for research in MWIF. Brown com- 

ments, "This is fascinating book, and it helped 

us identify some areas of further research on 



НЕСК OUT 
HIS INK 

“We really wanted 

players to just look at 

Mattias and go, ‘Oh, he 

looks like a badass!” 

remarks Brown. Hence, 
the team decided to 
make him an outlaw 

biker type of character 

as opposed to a tradi- 

tional ex-military officer. 

Perhaps the team took 

a bit of a visual cue off 

of Duane “Dog” Chap- 

man of Dog the Bounty 

Hunter fame. P 

themes that fit well in a South American envi- 
ronment.” See also: Man on Fire, Venezuela 

Light: Something that benefits from next- 

generation power. The lighting model now 

allows for a real-time shadow system that 

does things like accurate self-shadows (e.g., 

seeing the shadow of a helicopter's rotors on 

the chassis itself). Also, there will be a func- 
tioning real-time day/night cycle, so lighting 

conditions are always changing. See also: 

jump from current gen to next gen, physics 

Man on Fire: Tony Scott-directed movie, star- 

ring Denzel Washington and Dakota Fanning, 

about a bodyguard protecting a child in Mex- 

ico City. Also one of the inspirations for MWIF. 

Brown elaborates: "Man on Fire was some- 

thing we looked at closely, since it has a very 

unique visual style." See also: Killing Pablo 

Oil rig: A signature structure in MWIF. Dem- 

onstrates new environments (several oil rigs 

are located off the coast of Venezuela), the use 

ИЕ | 

Tiger Woods is pretty good at golf! But 

we're able to do it—and track all the stuff 

on top—thanks to the power of the next-gen 

systems. One really interesting part of this 

is the water shockwave; we generate a giant 

splash (imagine dropping a football stadium 

into the ocean!) and a wave that expands out, 

affecting everything in its path." See also: 

fire, granularity, height, physics 

THIS ПІ аб IS LIKE TWO FOOTBALL 
FIELDS STUCK TOGETHEE.. 

of height (oil platforms are very tall structures 

after all), and the importance of physics in 
general gameplay. 

Brown describes a key gameplay aspect 

of MWIF: "The destruction of a giant oil rig. 

And when I say giant, | mean BIG! This thing 

is like two football fields stuck together. To 

say that blowing this thing up has been a 

development challenge is like saying that 

Physics: A large component of gameplay 

that's made possible by the increased techni- 

cal capabilities of the PS3. Brown describes 

an example of physics-based gameplay: 

"Consider a 100-story skyscraper and a heli- 

copter with rockets. The game can handle the 

player shooting the building from any height, 

[== И = == | 59 



FLYING 
VENEZUELAN, 

Here, Mattias does a 
typical action game 

character motion: toss 
а grenade from a safe 

| spot onto a group of 

enemies. While the 

physics model simu- 

lates the movement of 
the boxes in response 

to the grenade explo- 

| sion, it also maps out 

how far the human 

body will fly into the air 

as a result. If you want 

| to teach people the 
powers of overpressure 

| upon the human body, 

this might be a good 

demonstration. 

on any side, from any angle. The building 

will get torn up accordingly. We also track the 

structural integrity, so that if players focus 

the destruction in one area, that part of the 

building will collapse. Eventually, the whole 

thing will come down. That's already a pretty 

heavy use of physics, but | skipped over the 

secondary physics effects—the giant chunks 

of concrete that fall off, plummet to the street 

а 

| Quarrel: Like in Mercenaries, expect to see 

different А! characters react to each other 

based on their factions. Don't be surprised 

to see the military fighting drug-cartel mem- 

bers—and the quarreler of whomever you 

choose to aid quarreling with you as well. See 

also: reactivity, underworld 

| WWE TRACK THE STRUCTURAL 
INTEGRITY OF ЕМЕ? BUILDING.” 

below, and squash the cars parked there. The 

panels and parts that fly off the squashed car, 

hit a passerby, and knock him down like a 

rag doll.” Physics is now possible due to the 

Р53%5 multiple processors, which allow devel- 

opers to do more of everything without hav- 

ing to sacrifice as much in terms of graphics 

or framerate. See also: fire, granularity, 

height, oil 

| Reactivity: A key aspect of MWIF. The basic 

tenet is that everything in the world responds 

to the player's actions and gives the player 

appropriate feedback. Reactivity also governs 

things such as how other characters relate to 

you, the relationships that you forge between 

yourself and other characters and factions, 

and what your options are when it comes to 

areas of the game world to access and con- 

tracts to undertake. See also: civilians, collat- 

eral damage, intelligence 

| Seamless: Used to describe the overall game 

world (you can run across the entirety of the 

world without seeing a loading screen) and 

how the mercenary can find himself going 

from a military encampment to a drug lord's 

palace to an urban city. See also: city, free- 

dom, rea 

1 Stormare, Peter: Swedish actor known for 

playing roles involving foreign accents, such 

as a Russian cosmonaut in Armageddon. Also 

currently seen in various Volkswagen commer- 

cials. Voices Mattias Nilsson and has real-life 
relatives who live near Arvidsjaur. See also: 

Arvidsjaur; Nilsson, Mattias 



| Tactical bible: System that underlies the 

choice of weapons and vehicles in MWIF. The 

basic design is a traditional rock-paper-scis- 
sors approach, and the tactical le dictates 

how all the game items relate to each other. 

It determines how some helicopters relate to 

tanks, or how carpet bombs affect infantry but 

not armor or buildings (while a tank buster 
fills a gap that the cluster bomb leaves by 

doing vice versa). See also: reactivity 

1 Underworld: An implied criminal faction (and 
locale) in the MWIF game world. The previous 

Mercenaries title featured the Russian Mafia 

as one of the factions, but due to MWIF's loca- 
tion, drug cartels and crime lords are possible 

stand-ins in this game. You can expect to fight 

in locations like a drug lord's palace. See also: 

freedom, seamless 

| Weapons running: A type of mission where 

you load up a truck with weapons and trans- 

port them from Point A to Point B. A subtle 

demonstration of the physics engine, as 

the weapons realistically roll in the back in 

response to the truck's movements within the 

game world. See also: physics 
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WELCOME TO 
THE JUNGLE 

If you ignore the ran- 

dom Venezuelan in 
the driver's seat, you'll 

notice that this vehicle 

has a few empty spots: 

namely, the passenger 

and gunner seats. One 

of the subtle tweaks 
that the MWIFteam 
brought to the game 1$ 

the ability to seamlessly 

move from one vehicle 
Position to another, so 

Mattias can quickly and 

smoothly move from 

driver to gunner posi- 

tion if need be. Also, 
another vehicle-related 
consideration: You can 
fail to hijack a vehicle. 

So don't be surprised if 
you get kicked off a car 

or tank when you try 

to jack it. 

Venezuela: Country in South America that's 

one of the largest producers of petroleum in 

the world. One of the leading suppliers of oil 

to the U.S., a founding member of OPEC, and 

the setting for MWIF. Venezuela is also a target 

of corruption and political strife, so the idea of 

а sudden, dangerous, and violent upheaval of 

the government isn't too far off from reality. See 

also: characterization, Killing Pablo, Man on Fire 

| Yield: Everything seen here is the result of the 

game running off of nonfinal hardware. When 

the final dev kits are in Pandemic's hands, the 
team expects to yield much better results (e.g., 

more effects, better framerate, less clipping, 

final animations). See also: jump from current 

gen to next gen 

A FULL-ON, NEXT-GENERATION SEQUEL 
ITH SIGNIFICANT IMPIEOUEMENTS. 

E 000 ا‎ 

| Xbox 1.5: A concept that the MWIF team 

wants to avoid. MWIF is not intended to be a 

mere port of, or a slight graphical update to, 

Mercenaries—it is a full-on, next-generation 

sequel with significant improvements. See 

also: jump from current gen to next gen 

1 Zounds!: The typical reaction upon seeing 

Mattias Nilsson destroy an entire oil rig on 

his own (thanks to his ingenuity with the use 

of explosives at key structural points) during 

a demonstration of Mercenaries: World in 

Flames running on a PS3 dev kit. | 

cem. іі Істі 
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THE FUTURE IS EADY 

Ld H 
You just read two cover stories on two big PS3 

games. Normally, we'd just toss those into E 

the magazine and call it a day. But no, gentle 

reader, we decided to go the extra mile for T 

this issue. We snagged info on another dozen 

games that our mighty next-generation plat- 

form will be hosting. You'll see some expected EN 

sequels, a couple of surprises, and one hon- 

est-to-goodness new property. And since 

these games аге all so pretty, we thought, 

what better way to showcase them than to 

give you some really big art. It's almost like we 

took a time machine into the near future and 

turned what we saw into а museum gallery. 

Now stop reading this intro and dive in. 
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We've been simultaneously frustrated and relieved by the existence 

of the Brothers in Arms franchise. Relieved because Gearbox man. 

aged to do something new to the WWII genre rather than crank out 

a copycat WWII shooter where your baddies speak horribly accented 

German; Gearbox actually combined squad tactics and first-person 

gunnery into a delicious whole. Frustrated because this fusion works 

beautifully on the Xbox and PC, but on the PS2, the BIA games range 

from “tried hard, couldn't be done" to “pretty good effort, but not as 

good as the other platforms"—which is usually because of the PS2's 

lesser computing power. Well, with the muscular might of the PS3, 

there's по need to worry about our getting а not-as-good version of a 

fine franchise. 

Previous BIA games kept you in France, but B/A3 will be the first 

to not have you humming “La Marseillaise,” as it focuses on Opera- 

tion Market Garden in the Netherlands. The plan was to drop airborne 

troops in, have them seize a bunch of bridges, and then march straight 

into Germany (the titular “Hell's Highway” was the Allies’ nickname for 

Highway 69, which connected Eindhoven to Arnhem). What actually 

happened was that the Germans stomped all over this plan and won 
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TOTALLY 
UNIZEAL! 

The third Brothers in 

Arms game utilizes 

another powerful 

“three” under its hood. 
BiA: HH makes use of 
Epic’s Unreal Engine 3 

with a few modifica- 
tions, such as changes 

to the animation and | 

character modelling 

system (see page 64 for 

more on this). So thank 

Epic's tech for making 

these Brothers look 
more real than usual. ^ 

what is considered to be their last great victory in the European theater. 

Besides the change of scenery and the portrayal of one of the 

more brutal periods in the Western part of the war, BIA3 adds a 

huge change: a third team. You still command both a fire team and 

an assault team, but there's now a special team оп top of that: It's 

Баз ADDS A HUGE CHANGE: A THIED 
TEAM, WHICH IS THE SPECIAL TEAM. 

a flexible team that's dictated by the weapons they're carrying. The 

machine-gun team has one guy lying prone with a big ol’ machine 

gun while another guy sits down and feeds the ammo belt into the 

gun. Another special team is the bazooka team, where one guy uses a 

bazooka to take down armored vehicles and even buildings (also new 

are destructible environments, which include collapsing buildings and 

wood that splinters and breaks under fire) while the others protect 

and load the bazooka. Similarly, there's also a mortar team, which we 

сәтім ст | £3 
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ГОТ сус 
BUILDING GO 
BOOM-BO00M 

The Highway to Hellteam 

echoed something that has 

been said by a lot of PS3 

developers (such as the Pan- 

demic guys for Mercenaries, 

the Sony online crew for Dark 

Kingdom, and the Koei crew 

for Fatal Inertia): that physics 

can now be used in a proper 

fashion for PS3 gaming. 

Not only do materials have 

distinct properties (hence, 

wood-based cover is very 

easy to destroy while sturdy 

concrete cover will last), but 
physics will allow for more 

spectacular destruction of 

buildings. Hence the introduc- 

tion of the bazooka team, 

and said team’s ability to tear 

out chunks of buildings, as 

seen here. Gearbox president 

Randy Pitchford admitted that, 

due to technology limitations 

of past generations, you could 

basically find cover and stay 

put without much worry. Now, 

with the power of next-gen- 

eration hardware, both the 

player and the enemy Al have 

to consider the destructibil- 

ity of the environment. That 

not only can wooden items 

be obliterated, but that even 
hardened areas such as 

bunkers and vehicles can be 
taken down when enough 

force (i.e., а freaking bazooka) 

is applied to it. Pitchford even 

commented that Highway to 

Hell level designers do a test 

run-through of their level with 

the assumption that most of 

the buildings are destroyed, to 

make sure the game doesn't 

break when the player goes 

all kinds of crazy with his 

bazooka team. 

assume can be used for indirect, medium-range artillery fire to soften 

up the enemy before you send in your normal fire and assault teams. 

Finally, there's a radio team, where the radio operator can call in 

powerful air strikes (sounds a bit like a huskier version of the mortar 

team) for you. 

Those are the major changes to the franchise, but thanks to the 

power of the PS3, there are several new little details that aren't 

doable on current systems. One is that you're no longer just a float- 

ing arm with a gun—your character is fully modeled and animated. 

So, on occasion, you'll see your hands moving around, and when 

you look down, you can actually see your legs and feet. Hop over a 

fence, and you'll see your hand steadying your body before your legs 

do the, er, legwork. Heck, you can even look down at your chest to 

check how many grenades you have left. Other tweaks include better 

indicators of what the Al is thinking (you can look at the way a soldier 

carries his gun, the way he moves his head, and so forth to see how 

alert he is) and the total lack of load times (once you start the game, 

you never see a loading screen again). 

So what about some PS3-specific stuff? When we ask Gearbox 

president Randy Pitchford about the team’s plans for use of the hard 

drive, he replies, “Gearbox has traditionally been a multiplatform 

developer, and that means that using a hard drive is not new science 

THE IDEA THAT THE ЧАШЕ OF THE 
GAME МГ. KEEP INEIEEASING IS KEY. 

for us—we've had опе on the Xbox for the entire last generation. So, 

while many [PlayStation 3] developers are going to start having to 
think about how to use the hard drive for the first time, we're really in 

the second generation of this concept," he explains. 

"The hard drive will improve the user experience in a lot of 

ways," he continues, "but I think the most exciting thing that Play- 

Station 3 gamers are going to get to experience is the benefit of 

Gearbox's commitment to postlaunch support. Every game we've 



ever done has had either modification capability or bonus content 

that has been released to customers on an ongoing basis. | think 

that the idea that the value of the game will keep increasing after 

you've bought it is a really important thing for Sony gamers to start 

getting used to.” 

When asked about jumping from current- to next-gen develop- 

ment, Pitchford muses, “The next generation brings new capability 

across the board for the game. | think about all of the new things 

we can simulate, and | get even more excited—from a bigger squad 

with more impressive assets like mortar teams and bazooka teams to 

larger battlefields that are authentic recreations of true history,” he 

says. “The character animation and Al simulation is getting an order 

of magnitude more power behind it, and the physics simulation just 

buries what we did in the last generation. 

Pitchford concludes, “When we wrap all of this in a high-fidelity, 

high-definition experience, we really couldn't be happier with what 

the PlayStation 3 is doing for us and what we're doing with it." 

We're glad to hear that. 
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Here, Tequila demon- 

| 1 strates his pifiata-break- 

ing skills—except there 

are dead pigs instead of j | 

piñatas, and instead оба | s 
bat, he's using ag 

Ld 
the PlayStation 3 is more power- 

ful than the PS2, but just what will that mean 

besides better-looking games? Stranglehold 

producer Alex Offermann explains: "With more 

memory and performance, you get the possibil- 

ity [of doing] multiple things at the same time. 
In the past, when you had three heavy systems 

like physics, Al, and rendering going on at the 

same time, you always had to cut back on one 

or two in order to fit in memory or run at a 

decent framerate. But next gen allows you to 

take all three of these features to new heights 

without impacting each other as much." 

One of the side effects that will come from 

being able to make more realistic games is 

that developers can increasingly focus on how 

to mirror aspects of movies. The Strangle- 

hold team has an advantage, since two of the 

game's primary collaborators, director John 

„Л 

Woo and action star Chow Yun-Fat, are no 
strangers-to film. 4 

While Woo's primary role іп the game has 

been directing cut-scenes, his influence will 

be felt in other parts of the game as well. 

a spinning cartwheel attack that takes out all 

characters within targeting range. Мат дате 

star Chow Yun-Fat has also assisted the team; 
in addition to providing a 3D body scan, he also 

allowed the developers to take close-up shots 

UN HAS BEEN ADUISIN я HOW TO MAKE 
Ge 3AM PLAY M I 2E DIZAMATIC. 

He's been advising the development team on 

how to make the gameplay more dramatic by 

changing how encounters between characters 

occur and giving tips on things like camera per- 

spective. In order to add a more stylized com- 

ponent to the game, players will gain points for 

good combinations, which can then be spent 

on special combos such as the Tequila Bomb, 

of his face to provide a wide range of unposed 

expressions, allowing the team to match his 

facial movements with his dialogue. 

One of the direct results of the movie influ- 
ences is that the game seems like it will be fairly 

linear—much like a movie—rather than open- 

ended. Which we're okay with—after all, who 

doesn't want to be a movie star? 

STERY 
SAMPLE 4 

In one part of the game, 

Tequila is hanging 

out in a teahouse and 

spying on an illegal 

passport deal that's 

taking place between 

two gangsters. One of 

the gangsters spots him 

and opens fire; half of 

the teahouse patrons 

clear out, while the 

other half draw their 
guns to join the battle. 

After diving behind 

bars, hiding behind 

pillars, and sliding 

down staircases in 
his shootout with the 

thugs, Tequila stumbles 

into a boss battle 

with one of the gang's 

overlords— who just 

happens to bring along 

his rocket launcher. 

oamivie.com| = 
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Raven Software 

A + 
7 А Activision 

ІМ 
шы 

Launch LLL [үё{$ AAAA LLA UUU 

ACTION-2PG-EleS, ASSEMBLE! 

Make mine Marvel! At an Activision 

press event staged last year to unveil 

X-Men Legends Il: Rise of Apocalypse 

(4.5/5 in OPM Issue #99), the OPM crew 
wondered aloud if the next game in 

the series oughn't be Marvel Legends, 

something that would bring all the 

greatest heroes of the Marvel universe 

together. Activision’s answer was a very 

telling, “You never know.” 

Well, now we know. Activision, along 

with Legends series creator Raven Soft- 

[zz | DAIT ле 2005 

"ERIT rim 

ware, is supersizing on the PS3 with 

Marvel: Ultimate Alliance, an action- 

RPG that tops the hero scale at 140 

total characters. In a virtual Who’s Who 

of Marveldom, you'll play in teams 

with the likes of Captain America, Thor, 

Spider-Man, Wolverine, Elektra, Nick 

Fury, the Thing, Ghost Rider, and even 

the Silver Surfer in a story that pits you 

against Dr. Doom and his newly formed 

Masters of Evil (to clarify, the bad guys 

are not playable). 

UMMM 

ғ 

At first blush, MUA appears to play 

exactly like the X-Men Legends games. 

In a three-quarter third-person perspec- 

tive, you'll lead your four-member band 

from one mission-based chapter to the 

next, fighting wads of enemies and the 

occasional boss. You can switch heroes 

on the fly; each character will power up 

RPG-style as you progress. This basic 

beat-the-minions/beat-the-boss formula 

has been nicely polished in the prior 

Legends games, and it's practical to 

keep the system in place for the next- 

gen offering. 
How Ultimate Alliance parts from 

and improves upon prior Legends 

games is mostly evolutionary relative 

to the PS3. Gone is the cartoonish cel 
shading, replaced with more straight- 

forward 3D graphics. Ultimate Alliance's 

far larger character capacity means a 

potentially greater variety of teams and 

foes, and the obvious graphical power 

means more open environments (the 



ULTIMATE 
CONTINUITY 

The phrase “Ultimate 

Alliance” is describing 

the awesomeness of 

the alliance, not the 

universe it takes place 

in. Raven opted to use 

elements from both 
traditional (or "616," if 

you're a Marvel nerd) 
and Ultimate universes. 
So, Thor looks like Ulti- 

mate Thor in-game (no 

horned helmet), while 

Galactus is still a giant 

man in purple pants 

with a weird purple 

hat—not a swarm of 
bugs. 

Legends games tended to be a little 

claustrophobic) with a wider sense of 

scope: The opening level alone finds 

you on S.H.I.E.L.D.'s Helicarrier, thou- 

sands of feet in the air. Other revealed 
locales (there'll be 17 in total) include 

Atlantis and the Skrull homeworld. And 
watch for a particularly intense boss 

fight with none other than the mighty 

(and the mighty big) Galactus himself. 

MUA will certainly benefit from the 

PS3's expanded online capabilities, 

but, so far, Activision is being quiet on 

the multiplayer front, only saying that 

online modes will be cooperative and 

that you'll be able to import powered-up 

characters from the single-player game. 

Also, no word yet on if, or how, the 

PS3's hard drive will be used, though 

we're betting there will be download- 

able missions and characters. We're 

definitely crossing our fingers at the 

prospect of being able to download 

Dazzler and Darkhawk. 
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of the past few Sonic the Hedgehog games has 

been rather suspect, the popularity of Sega's once-proud mascot 

* = remains, which has given Sonic Team ample reason to get to work 

on a next-generation adventure featuring Sonic and some new 

friends. "We want players to experience the impact Sonic made 15 
years ago; we also wanted to include the history of Sonic, like Sonic 

Heroes and Sonic Adventure," says Shun Nakamura, creative pro- 

ducer at Sonic Team. "This product lets Sonic fans reexperience the 

15 years of history, while delivering to them an entirely new sense of 

speed, adventure, and life to the game." 

Indeed, Sonic Team plans to harness the power of the PS3 in 

order to make Sonic seem faster than ever before which, in tandem 

"UNE: WANT PLAYERS TO 
ExPERIENCE THE IMPACT 
SONIC MADE 15 YEARS AGO. 

with the improvements to the animation and sound, should make 

for one of the richest Sonic experiences yet. As for actual gameplay, 

Nakamura stressed that the PS3 version will retain some of the fea- | 

tures found in previous Sonic titles. | 

"The game takes place іп two different stages: the action stage 

and the town stage. The town stage is completely different from the 

traditional action stage where Sonic moves through the environ- 

ment at his signature breakneck speed; by going back and forth 

inside a large map, gamers will be completing various missions 

that will introduce them to entirely new gameplay experiences from 

the previous Sonic series," Nakamura explains. "The action stage 

features vast, deep environments for Sonic to show off his newly 

defined speed!" 

E 
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FIAENDLY 
FUZZIES 

Once again, Sonic will 

be battling the forces of 

Dr. "Eggman" Robotnik 
in the lagoon city of 

Soleana. And, like the 

previous games, he'll 

have some help. Some 

| familiar faces will 

return, but the game 

will also feature the 
debut of an entirely 

new character, Silver. 
| While there aren't 

many details on this 

newcomer or his role 

in the game, Nakamura 

insists that "he's a very 

cool character." 



Midway Epic Games Launch Яғ ЯҒ ОКУ 

LINEAL TOURNAMENT 2002 
WHERE LINIPEAL FINALLY BECOMES EAL 

—* 
| 

of Unreal Tournament that 
came to the PS2 in 2002 included the excel- 
lent bot Al that the series is known for, it was 
difficult for gamers to get too excited about a 

single-player-only version of a game that PC 

and Xbox gamers got to play online. In addi- 

tion, the series’ usually stellar graphics just 

weren't as pretty on the PS2 as they were on 

other platforms. 

That won't be the case with Unreal Tourna- 

ment 2007, however. Thanks to Sony's recent 

announcement of a new, more unified online. 

strategy for this generation, gamers will have 

no problem hopping online to play against 

their friends. And if they choose not to, they 

won't have to take their chances on playing 

against strangers. Producer Jeff Morris tells 

72 | OFM June 2006 

us, “You can also fill out online multiplayer 
games with bots—so if you and a friend want 

to play UT2007 online with three other А! 

teammates, you can. Our Al opponents are 

designed to feel like real human opponents." 

generation of gaming, you've got a powerful 

combination. Considering that the series has 

become almost better known for the game 

engines that the entries have been built on 

than anything else (see sidebar), it’s no sur- 

“ОШг2 Al OPPONENTS AlE DESIGNED TO 
FEEL LIKE EAL HUMAN OPPONENTS.” 

The graphical muscle of the PS3 (which has 

16 times the memory of its predecessor) will 

mean that PlayStation UT fans will no longer 

be stuck with the ugly duckling of the bunch. 

And when you combine that with Unreal 

Engine 3, which was developed for the next 

prise that UT2007 is expected to be one of the 

best-looking games of the launch window. 

The PS2's online shooter library never 

boasts many significant players beyond the 

SOCOM series, but UT2007 looks like it could 

become a staple of an FPS fan's online diet. 
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THEY BET 
Our MOTORS 
RUNNING 

4 

All told, the various 

versions of the Unreal 
Engines have been 

used to power more 

than 65 different titles, 
including games in two 

signature Tom Clancy 

series, Splinter Cell (the 

multiplayer parts) and 

| Rainbow Six. Dozens 

| | of studios, including 

big players like Ubi 

LucasArts, Vivendi Uni- 

versal, Namco Bandai, 

and Sony CEA, have 

indicated that they will 

be using the Unreal 

Engine 3 for upcoming 

titles. And Epic has said 

that they are already 

working on the Unreal 

Engine 4, which will 

be used for the next 
next generation. 
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ANOTHER PLAYSTA INCH, ANOTHER IDGE RACE 

LI 
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M 

One of the big new 
features in Ridge Racer 

7 gives you the ability 

to customize your car 

more than ever before. 
In fact, there are up to 

20,000 different ways, 

which should provide 

for some interest- 
ing racing moments 

when you take your 

customized car online. 
But don't worry; while 

there's more customiza- 

tion, the game remains 

true to its arcade roots. 
 ‎ت ا

y 
The PlayStation 3 launch just wouldn't be 

the same without a new game in the Ridge 

Racer series to help demonstrate its power. 

Thankfully, there'll be a new game in the 

series to greet all of us on launch day, so 

we spoke with Hideo Teramoto, associate 

producer on Ridge Racer 7, to get the scoop. 

! ОРМ What's the most significant change іп 
moving from current gen to next gen? 

| HIDEO TERRAMOTO The transition from 
a current-gen console to a next-gen console 

implies that network functionality can now be 

considered a prerequisite for all titles. Instead 

of being just an optional feature for hardcore 

gamers, network play will become a standard 

component of console gaming. About 12 years 

ago, when | was still accessing the Internet 

from my college computer lab, home network- 

ing was something that was accessible only 

for those highly skilled in computing. In princi- 

ple, using a computer at home did not involve 



 الآ ا |

connecting to other computers at all. However, 

networking on computers has become stan- 

dard and is a part of daily life. 

І ОРА How will Ridge Racer take advantage of 

a hard drive? 

! HT We were all quite surprised when first 

approached about the hard drive. To be honest, 

we still do not have any concrete ideas we feel 

comfortable with discussing. However, com- 

pared to disc media, where it is necessary to 

have the contents fixed at the time we submit 

the master, a hard drive would allow for more 
flexibility in that changes can be readily made. 

| believe this is one of the advantages of the 

hard drive. In addition, the freedom involved in 

changing elements via a network or customiza- 

tion according to the player's preferences will 

be an advantage for a title such as Ridge Racer. 

І ОРМ Can you talk about any plans for 

online play? 

| HT There are many Ridge Racer fans 

all over the world, so our aim is to create a 
game where these players can race against 

each other without boundaries or time 
constraints. This is made possible with a 

network connection, and we have been 
working very closely with [Sony Computer 

should match—how do you maintain that? 

| HT Sony's vision of the future is similar 

to our vision for the Ridge Racer series. All 

our Ridge Racer games were designed to 

utilize new technology; the PS1 introduced 

the use of polygons, the PS2 produced 

visuals with DVD clarity, and the PSP has 

`МОРЕ THAN 10 PLAYERS WILL BE ARLE | 
, TU PARTICIPATE IN ONLINE ACES...” 

4 

Entertainment's] technical staff to deliver this 

experience. | can't go into much detail about 

the specs, but | can say that more than 10 

players will be able to participate in races, 

and there will also be a new co-op mode for 

players to enjoy. 

| OPM Ridge Racer has a pedigree of being 

the PlayStation launch title that future games 

graphical/sound abilities similar to [those of] 

the PS2 with wireless play. We were lucky 

that Sony [was] able to provide us with this 

technology at the right time. With it, we have 

been able to produce great games that use 

the technology of the hardware to its full 

potential. At the moment, we are concentrating 

on understanding the architecture of the PS3's 

network functions and Cell processor. 

WAIT, “ЈЕ 
EEN YOU 

Does the front of this 

building look familiar? 

It should, if you're a 

Ridge Racer fan. It's 

kind of a landmark in 
the Ridge Racer games, 

Since it's appeared 

in nearly all of them 

Whereas the windows 

were just textures in 

the previous games, 

they're now full polygo- 

nal models, complete 

with scaffolding—only 

Фү with the power of the 
PlayStation 3, indeed. 
—A 
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FULL AUTO 
PHILOSOPHY , 

Project director Cord 

Smith states, “We ask 
ourselves what's fun 
and work from there. 

Everyone seems to love 

destruction, and we 
feel it's inherently fun, 

so we wanted to isolate 
and enhance that ele- 
ment and ensure it had 

an impact on every 
facet of our combat and 

our racing. We wanted 

to infuse every moment 

in the game with more 

destructive possibili- 

ties.” 
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CARS AND SHOOTING OF STUFF: 
Ld 

one likes cars. Everyone likes explosions. Everyone likes it when 

cars explode, so why not put all of that in a game? That's the very 

same question Sega asked itself, and the result is Full Auto 2: Battle- 

lines, the sequel to the original Xbox 360 game. 

Much like its predecessor, Full Auto 2 will feature much in the way 

of vehicular combat, including a single-player career mode where you 

can load up on new weapons and cars while attempting to gain control 

of the city of Staunton's six districts. Of course, there are also multi- 

player modes with such adrenaline-inducing names as Base Assault 

and Team Deathmatch. 
But the marquee feature of Full Auto—and now, its sequel—is the 

Unwreck function, which lets you rewind time when you get into a 

severe accident. The game isn't quite ready to be shown off on the PS3 

quite yet, but we've got some art that gives a glimpse of the look and 

feel that the team's aiming for. All of this is just so extreme-sounding 

that it makes us want to drink Mountain Dew and play Sonic Riders. 
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SANE HELL FOV ABOYE 

"The sky's the limit" may be a tired cliché, === 

but the designers of Medal of Honor: Air- 

borne are doing their best to make it ring 

true. Following the exploits of the U.S. Army's 

82nd Airborne Division in il 

borne traces the paratroopers’ route throug 
Europe—from their first WWII drop in Sicily to 

their role in the Battle of the Bulge. 

In order to capitalize on the paratrooper 

theme—and in a significant departure from 

the generally linear Medal of Honor for- 

mula—the game begins each-mission with a 

fully controllable airdrop, allowing players to 

start the ground battle anywhere on the map. 

This format means that the game’s missions 

will be played out in a much less linear way, 

THE INTEODLICTION OF 
МЕНІГІ ES IS ANO THEI HEST. 

creating “a game framework [that] allows the 

user to define his own play style to a greater 

degree than any MOH to date,” in the words 

of executive producer Patrick Gilmore. 

Adding to the nonlinear setup is the intro- 

duction of drivable vehicles (another first for 

the series on consoles), like the remarkably 

detailed Jeep you see here. The Jeep—the 

em classic Willys-Overland model—will be used 
both as transportation and as a mobile attack 

—— platform, thanks to mounted weapons. “It 

was an indispensable tool in tracking the 

enemy, exchanging information, and moving 

troops," says Gilmore. "Some have gone so 

far as to say we wouldn't have won the war 

without the Willys Jeep." 

While Airborne will support online play 

(deathmatch is the only mode revealed so 

far), the designers are "still exploring how 

vehicles will fit into the online play," Gilmore 

says. But even without vehicles, the airdrop 

mechanic and nonlinear format should make 

online play interesting. Gilmore is particularly 

excited about "the idea of clans jumping 

together from the same C-47 [military trans- 

port]." Come to think of it, that does sound 

pretty damn cool. 



ВЕЕР ВЕЕР 2 

Just how significant 

is the Jeep in MOH: 

A? Well, there will 
be a Jeep in every 

mission. Additionally, 

there will be significant 
driving sequences 

for Operations Husky, 

Neptune, and Varsity 

in particular. Members 

ofthe MOH: Ateam 

went out and dug up 

some old-school Jeeps 

to get a handle on how 

they drive. Besides 

the Jeep, you'll also 

find the very German- 

sounding Kübelwagen., 
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Кові Кое! Сапада Launch 2 

FATAL ГЕТ 
STAR WARS PODeACING MEETS WIPEOUT 

at Fatal Inertia will make you think of the podracing sequence 

from Star Wars: Episode |, though we're pretty sure developer/publisher Koei 

prefers you focus on the game's speed, variety of environments (including 

canyons, glaciers, and jungles), and sheer intense thrill of a futuristic, real- 

physics combat racer rife with online multiplayer modes. The development 

team really likes to emphasize the physics behind the game, which does 

things like alter the track (e.g., giant chunks of track get blown off via weap- 

ons) and allow for weapons that mess with the physics properties of other 

racers (such as affecting their weight, momentum, and even velocity). Hey, 

at least this isn't Dynasty Warriors Racing. 

20 | omm 005 
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GET PHYSICS, 

Lead designer Michael 

Bond describes one 

of the weapons as “a 

small projectile that, 

when fired at an enemy 

vehicle, sticks to the 

hull. It contains a small 

| rocket booster that, 

| upon impact, ignites 

and exerts a force on 
| the opponent's vehicle 

atthe spot where it is 

attached. This causes 
a constant external 

force that the oppo- 

nent must deal with for 

a short period of time." 
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2 TWA TENNIS = your GUESS IS AS GOOD AS OURS 
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The Virtua Tennis series has graced only 

one Sony platform before (with last year's 

Virtua Tennis: World Tour for the PSP), but 

Sega's already eyeing the next generation. 

And by reading that sentence and looking 

at these pictures, you now know exactly as 

much as we do about this game. But hey, 

look at those great lighting and focus effects! 

No doubt the PS3 will allow for painstaking 

simulation of ball and net physics...but con- 

sidering that Virtua Tennis has always been 

about pure arcadey fun, we couldn't care 

less. We're just looking forward to seeing it 

on a bigger screen. 

YOU GOT 
SERVED 

Virtua Tennis 3 will 
have its share of tennis 

pros gracing the courts 

(Sega's list includes 

the phrase “Federer, 

Nadal, Roddick, Hewitt, 
and more!”) And when — 
you don't feel like play- 

ing a next-gen version 

of Nadal, you can try 

the Create-a-Legend 
mode to make a custom 

player to take оп the 

aforementioned pros. 

Oh, and don't forget the 

various minigames from 

ae past VT titles. 



8 WHY HALO 
THEME! 

The Coded Arms: 

Assault team ci 

to make Assault a 

ed shooter a 

Konami: Копати Launch LYMM 

Poe HASSLE 
DONT HUG YOUR KIDS WITH TH 

y 
That Coded Arms' first system was the PSP. 

always seemed like a clerical error. Coded 

Arms is a first-person shooter after all, a genre 

better suited for the more powerful consoles. 

The result was that Coded Arms came and 
went quickly. 

Now it's back and on the platform it should 

call home. Coded Arms: Assault, which is 
being built on the Unreal Engine 3, is the 

sequel to the PSP game. This time, the setting 

is a virtual world modeled after Tokyo (sounds 

like Tron meets Lost in Translation). We're 
quite amused to see a game revive the whole 

"virtual reality" shtick again. 



WHERE THINGS GO BUMP IN THE NIGHT 

who were still wearing diapers in 1992 might not 

remember the release of the original Alone in the Dark, which is 

commonly considered the pioneer of the survival-horror genre. 

But your ignorance doesn’t change the fact that it paved the way 

for series like Resident Evil and Silent Hill, which drew on the dark 

undertones of that first game. 

While the original series borrowed liberally from the writings 

of H.P. Lovecraft and were set in kind of a pseudoVictorian era, the 

new game, which is being developed by Eden Games, has contem- 

porized the setting and made protagonist Edward Carnby younger. 

Game director David Nadal says, "The first Alone in the Dark is the 

game that had the most impact оп me, апа | want to recreate that 

impact for the next generation of gamers." 

The big move that developer Eden Games is going to make 

with this new entry in the series is that they want to structure the 

game in a similar manner to television series like 24 or Alias. Nadal 

tells us, “Тһе game will have something thatwe're really excited 

about—episodic content completely structured to the gameplay, 

that will have things like ‘previously оп Alone іп the Dark and 

‘coming next’ to remind the player what they have been doing and 

hint at what's coming up next." 

Though Nadal couldn't comment on specific online plans, he 

did allude то the possibility of downloadable content: "We hope 

can build up a community spirit around this with people excitedly 

talking about which episode they're playing, or have played—or 

what's going to be in future downloadable episodes...." We're all 

for at as long as we don't have to wait six months for each new 

30-minute episode. 

B4 | OAM Gone 2006 
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TAIZADISE 
LOST 

The game was 

originally planned as a 

companion to the Alone 

in the Dark film, a Uwe 
Boll-directed piece of 

dreck starring Christian 

Slater and Tara Reid. 

Fortunately for all of us, 

development was put 

on hiatus at the time. 
While it's still unclear 
whether the plot of the 

game has any residual 

tie-ins with the movie, 

we'll at least be spared 

a virtual Tara Reid 

character. 
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MEDIEVAL ЕМЕ CANDY more. You don't have to make the most of 
Long ago, Square Enix announced that Gambits to win...but when you do, FFXI/'s 

FFXII's graphics would use half the poly: true depth shines through, 

gons of ҒҒХв. But poly count ain't every- 

thing; all that extra memory has been put 

into texture graphics, making this, quite 

simply, the most gorgeous game on the 

PS2. Every nook and corner is imbued with 

the sweeping grandeur and insane detail of 

artist Akihiko Yoshida's paintings. If not for 

the PS2's jaggy edges, this would put a lot of 

next-gen games to shame. (Tip: Buy a drool 

guard to keep your controller dry.) 

6. THE OFFLINE TACTICAL ММО 

FFXII draws inspiration from the series" 

more offbeat chapters. The free-form battle 

system feels a lot like Final Fantasy X's, 

while Gambits offer the strategy of Final 

Fantasy Tactics. Bonus for FFT nuts: It's pos- 
sible to make your character into a Calcula- 

tor, Mediator, or Poacher...skills previously 

seen only in the tactical spin-offs. 

=. PLAY YOUR NAY 

FFXII's promise of Al-controlled combat 

parties has been the source of heartache for 

fans who fear the radical move away from 
menu-driven battles means the end of Final 

Fantasy as they know and love it. But you 

can use menus to direct your teammates. 
Or you can let them fight on their own. You 

сап crank up the speed to be lightning-fast, 

or you can make it slow and thoughtful. 

Menus can freeze the action, or battles can 

proceed even while you're making deci- 

sions. However you want to play FFXII, the 

possibility is there (just as long as you don’t 

want random battles). 

7. AN EPOCH OF EPICS 

FFXII's plot deals in the power-hungry 

empires and magical relics common to the 

series, but the presentation goes a step 

above and beyond anything FF's already 

high standards. There's more dignity, more 

subtlety, and a lot more behind-the-scenes 

intrigue than we've come to expect. And 

that's а good thing. 

Е. MAAN - PRETTY MUCH OPTIONAL 

Sick of prissy-looking FF heroes who spend 

more time primping their hair than practic- 

ing swordplay? Yeah, we are too,..but the 

good news is that pretty-boy main character 

Vaan is only slightly annoying. And once 

you put together your full combat roster, 

he's totally optional іп combat. 

3. NOTHING RANDOM 

If you've ever played an RPG, you know 

the feeling too well. The action freezes, the 

screen dissolves, the music changes, and 15 

seconds later you're finally allowed to input 

commands. Fight, victory, fanfare. Repeat 

until you puke. But there's none of that 

here; FFXII's battles are seamless. Fights 

are quick, smooth, and painless—a natural 

extension of exploration. This reduces the 

tedium of roleplaying without minimizing 

the sweet, sweet mayhem of combat. 

9. MOOGLES - SUGAR SHOCK 

Moogles are everywhere, wearing charm- 

ing little outfits and generally being ador- 

able. The other nonhuman races aren't 

too shabby, either...and they're all fully 

integrated into the culture of Ivalice, a truly 

diverse fantasy world. Pa 
7 yr }, AS 

PUB. Square Enix реч. Square Enix eeLease Fall 

10 TOUGH BUT FAR 

FFXII is much less of a cakewalk than previ- 

ous games іп the series, and you constantly 

run the risk of encountering a random foe 

far too powerful for your current party. But 

you always have a chance to escape, dead 

party members can be swapped instantly for 

healthy ones even in the thick of battle, and 

the game's abundance of skills and strate- 

gies can help any clever warrior out of the 

stickiest situation. 

4. ITS A CUSTOM WORLD AFTER ALL 

А ААЕШЇ 2 It's not just combat that can Бе adjusted 

ees) M ааа members can learn any skill and equip any 

weapon as long as you activate the appro- 

priate space on the License Board, a totally 

open-ended and new take on FFX’s Sphere 

Grid. But your characters aren't blank slates: 

Each one has certain innate specialties, so 

it's not a bad idea to equip, say, nimble Рап- 

elo with daggers (her attack power is based 

on speed rather than strength). And each 

character has a completely different set of 

“Mist Knacks” for some good old-fashioned 

Limit Break-style mayhem. 

11 HERE COMES THE JUDGE 

FFVII's murderous Sephiroth set the stan- 

dard for villainy, but FFXI/'s judges make him 

look like a simpering nancy-boy. Not only do 

they wear wicked-looking armor, not only 

do they enforce the Empire's rule with very 

literal iron fists, but there are five of them. 

Expect to be humbled. 

- LINE-TUMELF- TH OF А GROSS OF 
) FINAL FANTASY GOODNESS 

¥ > Ce 5 LP. 

e Delays, defections, even a new director...for a while there, we 

were a little worried that Final Fantasy XI/'s troubled develop- 

ment history would get the best of it. Happily, our fears were 

quelled when a copy of the Japanese release landed in our 

hands—it's a new direction for Final Fantasy, but it plays as 

nicely as it looks. And it looks really, really nice. Why should 

FFXII be at the top of your shopping list when it arrives in the 

U.S. this fall? Here are 12 reasons. 

©. A WILD GAMBIT 

Want to let your party decide for themselves 

how to fight? Set them loose with Gambits, 

FFXII's most intriguing innovation: They 

allow you to define your characters' behav- 

ior without being forced to micromanage 

each move. Want to tell them to attack the 

strongest enemies but pause to heal an ally 

whose HP has gone critical? To cast magic 

to soften up high-HP foes before laying into 

them with cold steel? To focus entirely on 

preventing status afflictions? Gambits allow 

you to set all these strategies and thousands 

12. AT HEART, IT'S STILL FINAL FANTASY 

Still afraid that FFXII strays a little too far 

from the norm to be a true Final Fantasy? 

Don't be. Between its stunning graphics, its 

epic story, and its intricate depth of game- 

play (did we mention the unique monster- 

hunt side quests? The clan-ranking system? 

The great characters? The relentless fan 

service?), this just might be the finest Fan- 

tasy to date. 

86 | OFM June 2005 
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TM & 0 2006 Marvel Character: 

MARK MILLAR 

STEVE MCNIVEN 

DEXTER VINES 

MORRY HOLLOWELL A MARVEL COMICS EVENT IN SEVEN PARTS 

FOR A COMIC STORE NEAR YOU, CALL 1-888-COMICBOOK. 
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MAKING THE IWLDIIPLD A BETTEI2 PLACE, ONE GAME AT A TIME 
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BLOOD MONEY 
KILLE JOB GAME OF 

100 "а 
MONSTER HUNTER: PSS 
FREEDOM 
REWARDING PATIENCE 

No more blargs, octagons, or whatever you've called them—now we're sticking 
with straight-up numbers. And any game that receives five of 'em is something 
truly special that deserves a spot in your collection. On the other hand, a 2.5 is 
merely mediocre. And a 0.5? Well...at least they're fun to rip apart. 
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2006 FIFA World Cup 

Ace Combat Zero: 
The Belkan War 
Armored Core: Last Raven 
Atelier Iris 2: 
The Azoth of Destiny 
Dance Factory 
OutRun 2006: Coast 2 Coast 
Rogue Trooper 
Samurai Champloo: 

Sidetracked 
State of Emergency 2 
Tourist Trophy 
Winback 2: Project Poseidon 

PSP 
102 
101 
103 

103 
102 

102 

Dragon Ball Z: Shin Budokai 

Gradius Collection 
James Bond 007: From 
Russia With Love 

OutRun 2006: Coast 2 Coast 
SpongeBob SquarePants: 
The Yellow Avenger 
Worms: Open Warfare 
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р the idea that a stealth game that can either ЕВ finished іп 

We digit hours when using the good old “run-n-gun” approach or 
will require multiple restarts when playing the proper stealthy way 

sounds pretty bad. Yet the Hitman franchise manages to make stealth 

assassinations seem so smooth and sexy that you don’t mind hitting 

the Restart Level option frequently, just to better pore over the map 

and the targets and the opportunities. It's the kind of game where you 
feel merely OK for walking in and shooting someone, but you feel like 

a slick assassin when you instead arrange the circumstances in order 
to make the hit look a tragic accident (e.g., making a Jacuzzi fall apart. 
or a barbecue grill explode during a birthday party). 

While Hitman: Silent Assassin was a huge improvement over the 

PC-only Hitman: Code 47, its successor, Hitman: Contracts, felt more 
like an expansion than a sequel. However, we don't have to worry 

about the Hitman franchise feeling like a sports-game series with 

incremental updates, as Hitman: Blood Money adds three features that 

make it feel like a real sequel: money, notoriety, and publicity. 

Like past Hitman games, Blood Money keeps tracks of stats like 

bullets fired versus hits, bodies discovered, and so оп. While previous 

games merely used those stats to assign a rating (ranging from 

SÛ | ORM June 2005 
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“psychopath” to “silent assassin"), Blood Money uses them to figure 
out how much money you earn per mission. Not only is this money а 

Scoring mechanic, but you can now spend said money on upgrades for 

certain weapons. It's pretty cool to take Agent 47's humble silver Baller 

pistol and add things like silencers, a laser sight, and a scope. 

The flip side of having money is that not only can you spend it on 

bettering your weapons, but you also need to spend it to cover your 

—| 

PACKING THE AREA WITH INNOCENTS 
MAKES FOR INTERESTING MISSIONS. 

tracks. The new notoriety system means that if you, er, decided to 

detonate a mine in a restaurant, taking out 28 people in the process, 

and you were recorded on a security camera while you were at it, then 

it'd be harder to use a disguise in the next mission. That is, unless you 

spend some money to bribe civilians and police in order to lower your 

notoriety and, therefore, your chance to be recognized. | expected to 

hate this mechanic, but | found myself trying missions over again to 
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lower my notoriety or, in case | did attract too much attention, to earn 
enough money to both lower my notoriety and purchase upgrades. If 

the whole prospect of notoriety is too intimidating to you, the rookie 

difficulty (another new addition) eliminates it altogether. 
The single biggest improvement that Blood Money brings to the 

Hitman franchise is the use of high-population areas. Past Hitman titles 

usually had assignments in isolated areas. Sure, on occasion you'd get 

a mission like taking out a target who's throwing an exclusive party, but 

for the most part, missions tended to be in places like a private manor 

or a military base. Now you have missions in places like a casino ог 

even Bourbon Street during Mardi Gras. The tendency to pack the 

areas with innocents makes for much more interesting missions. It's 

one thing to pull off a flawless hit in Siberia, but it's another to take out 

two targets during a visit to a tourist-packed vineyard, The combination 

of populated locales and creative uses of common objects makes for 

memorable assassinations. Replace a prop gun with a real one in an 

opera, and the audience unwittingly witnesses a live execution. 

These significant additions, combined with several welcome tweaks 

(you can hide bodies in large bins! You can actually jump sometimes!), 

generally make Blood Money a damn fine sequel. It's too bad that 

Blood Money makes a huge misstep with its save system. Past games 

limited the number of saves based on difficulty; Blood Money erases 

those saves when you quit the game. So basically, if my cat were on 

fire while running around outside, | couldn't save, leave my game, 

douse my cat, and then come back and resume; I'd have to start the 

mission from scratch. Also, the Al still needs tuning, as it errs on the 

side of being too aware of what's going on (get spotted by one guy, 
and all of his friends—even the ones on the other side of the area— 

know where you are). Even with these sticking points, Hitman: Blood 

Money still holds a unique place in a genre filled with splintering cells 

and metal gears. 

Addition of money, populated areas, notoriety, 
upgradeable weapons, well-done missions 

Crap save system, Al still needs a fair bit of tuning 

ІР "LIBE 

FAR AND 
ALANCED 
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Both the stats and the 
notoriety are factored 

into newspaper reports 

that come up after 

each mission. The 
write-up includes facts 

such as how good a 

marksman you are (get 

too trigger-happy, and 

you're described as 

"a shooter of limited 
skill and dangerous 

enthusiasm”; always 

hit your mark and 

you're described as 

“an exceptional marks- 

man"), how many 

people died, and even 

a police sketch (which 

is determined by your 

notoriety and how 

much you spent on 

bribes). 
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Pop in the disc and 

you pr id you're 

watching a movie 

trailer, but without the 

annoyance of loud 
popcorn munchers. 
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STATE ОҒ EMERGENCY 2 
А SAD STATE INDEED 
1 PUE. SouthPeak Interactive oe. DC Studios 

esege M mser $39.99 

г“ “ИҰ РИИ 

Two things come to my mind when | think 

about playing State of Emergency 2. The 
first is that l'd probably buy it if it were in 

some sort of dog-chew-toy bargain-bin 

bucket at the local PetSmart. You know, 

the kind of bucket where everything 
inside costs two dollars and is pretty 

much a piece of crap? (That may sound a 

little harsh—but hey, sometimes the truth 

can hurt.) 
The second thing State of Emergency 

2reminds me of is a student film. Not 

the kind of student film that wins awards 

at festivals or anything like that. But the 

kind of student film where a kid in the 6th 

grade just discovered some new setting 

on their camera, and they think it’s the 

greatest thing since sliced bread, so they 
use it on everything they shoot. But all the 

while, the kid is the only one who thinks 

this effect or setting is cool, and so the end 

result is usually crap. 

The new setting on the camera for the 

team that made State of Emergency 2 is 

the whole “dozens of people onscreen at 

once” thing. It was kind of cool in the orig- 

inal game because no developer had really 

tried to do that before, but ultimately, the 

hordes of people didn't really affect game- 

play all that much. So for this outing, State 

of Emergency 2 tries to make the whole 

crazed-crowd thing a little more dynamic 

by implementing missions that actually try 

to follow a story line and objectives. 

But guess what? The missions are 

terrible, thanks in no small part to wonder- 

fully abysmal Al and shooting mechanics 

that are about as fun as being kicked т the 

face with soccer cleats—repeatedly. 

It's just a veil of mediocrity used to cover 

what amounts to a crazed-crowd simulator. 
No, wait—that actually sounds too fun for a 

game like this. 

‘CONS Everything in this game... 
ONS eluding the menus 

‘score 

15 
Ж 222222222 
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WHAT 
WOULD’UE 
MADE THIS 
БЕТТЕР? 

Barring ап act of God, 

not much. The original 

State of Emergency 

had some good parts, 

because its only unique 

quality was the fact that 

it could put so many 

people onscreen at 

once. But State of Emer- 

gency 2 doesn't even do 

that very well. Instead, it 

tries to be a straight-up 

action game, so it just 

totally falls flat. 

If you love robot fight- 

ing and happen to live 

near Eagan, Міппе- 

sota, then you should 

check out Mechwar ІХ 

the weekend of May 
20. You'll get to watch 

robots that weigh up 

to 390 pounds beating 

the crap out of each 

other. Cool, 

ARMORED CORE 
LAST RAVEN 
PERFECTLY ENGINEERED TO BORE YOU 
1 PUB. Agetec оғ.) From Software 

Eseg Е msep $29.99 
 ےک

The Armored Core developers are celebrat- 

ing the series’ 10th birthday by giving you 

{Не вате mech game that they've pumped 

out since the beginning. It's a nice for those 

who sleep in their anime-mech PJs, but 

those of you who don't play mech games 

won't start now. Sure, you get to pilot a 

sweet Raven robot, but graphically, the 

game looks like it's from the year 2000. Con- 

trols are (still) horrible—trying to aim while 

jetpacking and strafing will have you wres- 

tling with the controls almost to the point 

where you're denouncing technology and 

deciding їо до Amish. 

As you pilot your Raven around you'll 

have missions such as "defend this bridge" 

or "destroy this other mech dude," and the 

order you play them іп determines how 

the story (in which two groups called the 

Alliance and the Vertex fight for world domi- 

nance) progresses. 

But mech games are really about building 

your awesome soldier of the future. You can 

customize everything on it from the body 
parts to the paint job. And you'll spend half 

the game studying the numbers in categories 

such as weight, energy drain, and buying 

price, as you ask yourself, “Do | really need a 

CR-H73E robot head? | am on a tight budget.” 

Beginners without past mech experience 

and/or without a Masters in engineering will 

get lost in the long list of stats for arm and 

leg weight, cooling power, and so on, while 

that level 15 mech owner will bust a nut 
from sheer joy. You can fight in the arena 

with other ranked robots while betting some 

hard-earned cash, but the tired gameplay is 

like watching Battlebots reruns of someone 

controlling a Roomba with a chain saw. 

Next time (because we all know there will 

be опе), the gamemakers need to simplify the 

customization so gamers aren't decorating 

their cockpits’ interiors and reading charts of 

numbers. Instead, give us rad-looking robots 

that shoot cool lasers and have controls that 

don't feel all rusted out. 

“VERDICT Too much energy consumption 
with the controls and not enough cooling 
“power for heated tempers. 

‘SCORE ] == 2 
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WINBACK 2 
PROJECT POSEIDON 
YOU'LL WANT TO WIN BACK 
YOUR LOST TIME 
1 PUB. Koei оғ. Сама 

Esee Т msep $39.99 
“е А 

Winback 2 is one of those "they made а 

sequel?" sorts of games. The first was a 

decent duck-and-cover shooter, but no one 
expected to play a new Winback six years 

later. Alas, Winback 2 might have felt better 

if it had come out in, say, 2001. 

Winback 2 maintains its predecessor's 

Time Crisis-esque use of duck-and-cover 

gameplay. You're often encouraged to just 

hug up against walls, couches, columns, and 

metal boxes for cover and then pop out to 

shoot bad dudes on occasion. 

The most drastic change between Win- 

backs is a new cause-and-effect mechanic. 
Every chapter of a mission is played out in 

two distinct phases (or "routes"); in each 

route, you control a different character with 

а different set of objectives. For example, in 

route A, you play as Craig and you need to 

sweep the area of hostiles and disable the 

security system. In route B, you, as Nick, 

sweep the other side of the enemy base and 

rescue hostages. Occasionally, the routes 

intersect (e.g., Craig and Nick converge on 

the same room)—what's pretty slick is that 

the game remembers what you did in route 

А, and that usually affects events in route В. 

More games with multiple characters should 

do this kind of thing. 

Except that no matter how good a single 

element is, it's not enough if the rest of the 

game alternates between dumb and annoy- 

ing. Due to things like a shared health bar 

for both routes, bad jumping puzzles, and a 

camera that has a hard time keeping track, 

you'll find yourself repeating the routes—a 

lot. Which gets boring. Multiplayer is unin- 

spired with a clipping problem that means 
two people standing next to each other can't 

hit each other. And graphics resemble a relic 

from the late 1990s. These kinds of mistakes 
might have been excusable in the early days 

of this console's development, but at the end 

of the PS2's life cycle, it's just not something 

that you can get away with. 

"vau ININ! The "what you do as one charac- 
ter affects the other character" mechanic 
PUT IT BACK! That mechanic is buried in 
‚ап MGS knockoff made in the '90s 

SCORE c | ES 
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Грув. Eidos Dev. Rebellion esee Т mser $39.99 

Rogue Trooper crept up from behind and sucker 

punched me in the gut. | had to play through it twice 

just to make sure | hadn't been knocked stupid. Who 

are these unknown British code-slingers at Rebellion, 

and how did they make this game without anyone 

noticing? It's either a miracle or a tragedy, for as cool 

as it is when a great game materializes from the ether, 

sleeper hits like Rogue Trooper ultimately languish 

in the libraries of a few in-the-know gaming freaks. 

Consider yourself in the know. 

Based on an equally obscure British comic book by 

the same name, Rogue Trooper is a gun-heavy action 

game played from behind its central character, a 

blue-skinned clone in an army of genetically perfected 

killers. | won't bother with the story details, because 

frankly, | don't find the story worth repeating. But 

the dark, yet colorful, character art and atmospheric 

locales surrounding the narrative are more than 

enough to suck you in. 

Halo designer Jaime Griesemer famously quipped, 

"In Halo, there were maybe 30 seconds of fun that 

happened over and over and over and over agai 

Rogue seems to subscribe to that philosophy, giving 

you an assortment of deadly toys and then setting 

you loose on a battlefield to play out the same 

scenario a hundred different ways. You might snipe 

from afar, get in close with a shotgun, or take a more 

creative route by laying a field of land mines before 

FOUIZE-MAN 
ARMY 

Assuming four people 

manage to pick 

up Rogue Trooper, 
they'll Бе able to get gy. 

‚ together for the online 

yf co-op games, а set 
of special missions 

created for four- 

player teams. They're 

a great substitute 

for the overplayed 

deathmatch. 

d 

- 

using a holographic projection of yourself to lure 

your foes into the trap. Rogue plays intuitively, with 

the kind of chiseled-control feel you expect from 

the best of the best. Most everything in the game's 

environments can be climbed on or used for cover, 
which lends combat a playful back and forth. It makes 

for the kind of open-endedness that allows you to play 

a game over and over again. 
Rogue's greatest asset is its variety, which constantly 

refreshes the experience before that "new game" 

smell wears off. Just when you might tire of standard 

combat, along come stealth opportunities, vehicle- 

based missions, and monster gun emplacements. 

There's never а dull moment... | Robert Ashley 

This year's first official sleeper hit: a 
„great-looking sure bet for the action set. 

SCORE 
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SAMURAI CHAMPLOO: 
SIDETRACKED 
HIP-HOP. YOU MUST STOP-STOP 
трыв. Namco Bandai Dev. Grasshopper 

esee Т mser $49.99 

уу LALLY LPP, 

Samurai Champloo: Sidetracked has one 

of the coolest combat concepts I've seen іп 

а long time. The gist of it is that available 

fighting moves are tied directly to hip-hop 

tracks. Different songs offer different com- 

bos, and before each level, you equip your 

tracks much like you would a weapon. 

It's a great idea, and it’s very fitting for a 

game derived from the anime series Samu- 

rai Champloo, which is a weird postmodern 

fusion of samurai warriors and Japanese 

hip-hop that's set in Japan's Edo period. You 

сап play as Mugen, Jin, ога game-exclusive 

third character. The story line is billed as a 

missing episode from the show, which is OK 

for fans of Samurai Champloo but some- 

what tedious for those who don’t know the 

series, particularly since there are frequently 

multiple cut-scenes between the action 
sequences. The music itself offers good 

ambiance, and while the game’s graphics 

are far from cutting-edge, their style is cool 

enough to mostly overcome that problem. 

Plus, you get to battle a band of ninja 

monkeys—complete with an Afro-wearing 

“leader monkey"—which is awesome. 

What's not so awesome is that actual 

combat is pretty sucky. The combos them- 

selves are simplistic. Opponents are also 

pretty repetitive and basic; much more chal- 

lenging is battling often-unresponsive con- 

trols and an unwieldy camera. The damage 

system is also unpredictable—sometimes 

enemy blows will do nothing, while other 

similar swipes knock off half your health. 

It's no surprise that Samurai Champloo 

was made by the same team behind the 

visually compelling but gameplay-chal- 

lenged Killer 7. Samurai Champloo is not a 

good game, but the premise is cool enough 

that you might—and | stress the word 
^might"—want to rent it just to check things 

out. And then cross your fingers that another 

developer will see the idea and borrow it for 

their own game (I'm looking at you, Def Jam 

3team). 

"рост Sample the concept, but scratch ̀  
the rest, 

Не 
SCORE 
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Samurai Champloo 

is the creation of 

Shinchiro Watanabe, 
the same man who 

came up with the 

much-loved anime 
series Cowboy Bebop. 

The word Champloo is 

derived from the Oki- 

nawan word champuru, 

which means “to mix” 
or "to blend. 

What the heck is an 
Azoth, you ask? Well, 
in the game, the Azoth 

is the name of a sword : 
central to the plot. 

The real definition of 

the word is actually 

mercury, considered 

in alchemy to be the 

primary source of all 

metals. 

ATELIER IRIS 2: THE AZOTH 
OF DESTINY 
FIRE BURN AND CAULDRON BUBBLE 
1PU&. NIS America реч. Gust 
eses Е10+ мзер $49.99 
“7733222 

NIS has found а good niche for itself on these 

Shores: old-school RPGs featuring hand- 

drawn art and loads of loads of side quests, 

Japanese humor, and scantily clad women. 

The kind of stuff the American anime fan 

eats right up. Most of NIS' titles have also 

been very intimidating for the average gamer. 

Layer upon layer of game mechanics аге 

piled on top of one another until you almost 

have too much to think about. 

Atelier Iris 2 goes in a much more user- 

friendly direction, and that's a good thing. 

This traditional RPG does feature a lot of 

unique little twists but generally feels like 

something we all would have played on the 

PS1 back in the day. And that's its greatest 

Strength as well as its greatest weakness. 

While you won't have to run the level- 

up treadmill so much in А/2, you will have 

to do a whole bunch of backtracking апа 

fetch-questing to the point of ridiculousness. 

Nothing is worse than fighting your way 

across an entire continent only to have to 

go all the way back Бесаиве...! don't know, 

your party needs a bit of wood they can only 

find in this one specific spot in the desert or 

something. Stuff like that happens in Atelier 

Iris 2 all the time. 

The boring battle system and frequent 

random encounters make the whole process 

even more frustrating. While the basic battle 

mechanics feel like they should offer some- 

thing akin to what you'd find in Grandia Ill, 
really almost every fight—including boss 

encounters—requires you to tap the X but 

ton repeatedly and perhaps throw in the odd 

healing spell or potion. Riveting. 

Atelier Iris 2 isn't a horrible game by апу 

stretch of the imagination, but it just feels 

way too by the numbers, especially for a 

product coming from NIS. It's mediocre. 

And since the more recent RPG choices on 

the PlayStation 2 include quality stuff like 

Dragon Quest VIII, Shadow Hearts, and 

Grandia 111, it's tough to justify spending any 

time with a mediocre game when you could 

be playing something great. 

VERDICT A mediocre game that should go 
wat the bottom of your RPGs-to-play list. 

SCORE m^. C | = 
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DANCE FACTORY 
DO THE RANDOM, BORING, 
UGLY HUSTLE 
ірин. Codemasters реч. Codemasters 
eses Е мер $39.99 

ССС 
It's one of the holy grails of gaming, ир 

there with working virtual reality and a 

decent Batman game: We who have obses- 

sively shaken maracas, stomped on dance 

pads, and strummed guitar controllers have 

long wished for a rhythm game unbound by 

the musical tastes (or low licensing budget) 

of its makers, a game that creates rhythmic 

patterns on the fly for whatever music you 

feed it. Finally, after years of being forced 

to dance to the beat of cheap cover songs 

and badly aged techno, the makers of Dance 

Factory have given us what we want. And it 

kinda sucks. 
Dance Factory, on a gameplay level, is 

а carbon сору of Dance Dance Revolution. 

Streams of arrows pour down the screen, 

which you beat-match оп a standard DDR. 

dance pad. Only, with this version, you can 

swap out the game disc with your own 

music CDs. After а long disc-reading break 

(I've seen the process take two minutes for 

а single track), the game plays your chosen 

song with arrows that follow the tempo, if 

not the beat, of the music. Though the tim: 

ing usually works well, the arrow patterns 

are random, creating ridiculously uncoordi- 

nated steps on the dance pad. Worse, the 

game sucks the life ош of any party anthem, 

monotonously droning on the downbeat 

with little variation, never acknowledging 

changes in the intensity or feel of the music. 
The Record mode, which lets you record 

your own routines, could've been the solu 

tion. Unfortunately, without any way to edit 

your work, you're stuck with whatever you 

can stomp out on a single run-through, mis- 

takes and all. 

I still think a music-customizable rhythm. 

game could be amazing, but Dance Factory 

falls short of the ideal. 

'UEIPDICT Dance Factory proves that when ` 
it comes to rhythm games, memorable pat- 
ferns matter more than good music. 
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АСЕ СОМВАТ 
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| have to admit that I’m not really thrilled by the direc- 

tion recent Ace Combat games have taken. Ever since 

Ace Combat 04 hit just the right balance of story, vari- 

ety, challenge, and pure fun, the series has been lean- 

ing ever more steadily in a story-heavy direction. Zero 

takes this trend to a ridiculous extreme, at the expense 

of much of the innovative gameplay that made the 

series great. 

How ridiculous? Three words: live-action video. 

Oh yeah, baby—welcome to 1996! Badly dubbed, 

poorly translated, laughably green-screened video bits 

attempt to tell an overly dramatic story of one pilot's 

role in the war that set the stage for the previous two 

games...and І couldn't care less. 

І сап deal with a lousy story, though, provided the 

gameplay holds up. But Zero is the first Ace Combat 

in a long time that feels really phoned in. Where's the 

mission variety that made the previous games such 

classics? Even Ace 3—though way too easy and all but 

lacking in story—boasts a really interesting set of mis- 

sions; there's even one in space! 

But Zero feels utterly monotonous: Shoot planes. 

Shoot SAMs. Repeat. One mission sends you into 

the interior of a vast dam to take out control panels 

(after the requisite trench run), but even that lacks the 

spark of creativity found in similar missions in previ- 

ous games. | can't help but feel that the development 

energy was directed toward the overproduced cut- 

Scenes, rather than toward mission design, where it 

belongs. And while I’m ranting, will someone please 

tell me why these games haven't gone online yet? It's 

2006, people! 

In spite of the lackluster design, Zero is, if nothing 

else, another addition to the barren landscape of flight 

games on the PS2. And the missions, though definitely 

uninspired, are at least entertaining, thanks to the 

series' always top-notch controls. And graphically, 

the game is the best of the series—especially when it 

comes to landscape features. 

But all that doesn't mean much if the basic game 

puts you to sleep. And that's pretty much what hap- 

pened to me. 

Zero is the least inspired Ace Combat in 
,nearly a decade. n 
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There are two ways to look at this game. If you're a crotch-rocket afi- 

cionado looking for the ultimate in bike physics and handling, Tourist 

Trophy was pretty much made for you. The feel of each bike is about as 

perfect as you can expect for a home console, requiring you to memo- 

rize each curve and braking point on every track to get the most out of 

your machine. Enter a turn wrong, and you can expect to lose a couple 

of seconds, at best—or lose control and crash, at worst. 
But if you're looking for a pure racing game rather than just a driv- 

ing simulator, you could do better than Tourist Trophy. Sure, it's got 

loads of tracks, a fantastic collection of bikes to choose from, and the 

aforementioned great physics. But unless you're a god on two wheels, 

chances are you'll find the game way too unforgiving to be that much 

fun. When the slightest off-course excursion leads to a wreck—or even 

worse, an inexplicable disqualification—the frustration factor rises 

rather quickly. 

The biggest problem, however, is the small number of bikes that can 

be on the course at any one time. 

Four. 
It's really hard to have an exciting race when there only three other 

riders out there. These tracks (mostly recycled from Gran Turismo 

4, though there are some new variations) felt lonely enough when 

ЦЕ | OFM June 2006 

you could only have six cars on them. With only four (even smaller) 

vehicles, they feel downright desolate. When you consider that you 

could be playing a game of, say, MotoGP instead, which features large 

fields of bikes in each race, it's hard to justify spending a lot of time 

with Tourist Trophy. 
Tourist Trophy started its life as a sort of side project for Polyphony 

Digital, and it was driven by some members who are hardcore bike 

racing fanatics. The problem is, that's exactly what the game feels 

like—some sort of half-baked mission pack for GT4. The groundwork 

is laid for a fantastic series here, if the team has more money and 

resources for a sequel...and if it's on more powerful hardware, like the 

PlayStation Sewart 

1ЕРОСТ A great bike-racing tech demo, but it lacks the excitement" 
eeded to make it a great racing game. 
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Tourist Trophy may 

come from Gran 
Turismo granddaddy 

Kazunori Yamauchi's 
studio, Polyphony 

Digital, but the 

real driving force 

behind this game 

is creative director 

Takamasa Shichisawa 

Shichisawa is a 

former professional 

motorcycle rider, and 

he’s actually the rider 

pictured on the bike 

on the cover of the 

game box 



2006 НЕА WORLD CUP 
STRIKING THE BALANCE BETWEEN 
AUTHENTICITY AND FUN 
рын. Electronic Arts реч. EA Canada 
Eseg Е msep $29.99 

а ИҰ ИИИ ИИИ 

You'll find some major depth in World 

Cup—way more than just the 32 teams 

vying for the cup. In fact, you can take any 

of the 127 national teams from every corner 

of the world through the extensive qualify- 

ing matches and all the way to the finals in 

Berlin. The realism, something at which EA 

Sports games have always excelled, hits а 

new level of excellence this year. The sta- 

diums and their ambience blow you away, 

the player models leave zero doubt when it 

comes to identifying who's on the pitch, and 

the uniforms offer detail previously unseen 

in a soccer sim. 

One of the most noticeable control 

changes in World Cup is the goal-shot 

system, which takes some getting accus- 

tomed to. How much pressure you put on 

the shot button establishes the angle of the 

strike, while the skill level of the shooter 

determines accuracy. The new shot system 

greatly differentiates stars from the rest of 

the players; for example, French superstar 

midfielder Zinedine Zidane can make it hap- 

pen in the box better than some guy you've 

never heard of. 

The one thing that's always bugged me 

about soccer videogames is penalty kicks 

(especially in the World Cup final), but EAs 

done a nice job of finally making this aspect 

of the game more realistic. The new system 

features a moving indicator; the longer 

you wait to boot the ball, the more difficult 

it becomes to accurately hit the target. If 

you're defending the penalty kick, making 

the keeper jump around and wave his arms 

legitimately distracts the shot taker. And the 

defensive А! makes for low-scoring matches, 

зо you'll be seeing a lot of penalty kicks. 

EA also introduces other new content 
with World Cup, including the Global Chal- 

lenge. This mode serves as a history lesson, 

allowing you to re-create classic moments 

from past World Cups. Even though FIFA 06 

came out just six months ago, for fans of the 

beautiful game, 2006 FIFA World Cup is a 

must-have. 

this soccer sim stands on its own. 

ЖЕ) SCORE 
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OUTRUN 2006: COAST 2 
СОА5Т 
IF IT LOOKS LIKE OUTRUN AND PLAYS 
LIKE OUTRUN... 
1Pu&g. Sega реч. i Digital 

EsegBE msep $: 
” йдУ 22 ПИРИ 

The original OutRun is the source of 

many fond memories for those who used 

to venture into the arcades in the days 

when arcades still made money and were 

frequented by a good number of people. 

So it will come as absolutely no surprise 

that the gameplay in OutRun 2006: Coast 

2 Coast relies heavily on nostalgia (like the 

inclusion of tracks from OutRun2) to pull 

you through the experience. Ultimately, the 

glossy (and occasionally impressive) new 

coat doesn't really mask the fact that this is 

some vintage racing. 

Nope, you won't find turbo or in-depth 

driving mechanics here—just some flat-out 

speed racing with some drifting thrown in. 

Sure, it takes a little bit of skill to drift еНес- 

tively since you have to avoid traffic while 

doing so, but otherwise, there isn't much to 

it. And, unlike the addition of new driving 

techniques in previous titles, here you've 

just got the same drifting and slipstreaming 

that they've given you before. 

On top of that, while it's fun to unlock 
the other Ferraris (you get 12 of them to 

play with), the other modes in the game 

don't add much in the way of variety. They 

involve different objectives, such as smash- 

ing into other cars or drifting as much as 

possible to impress your girlfriend, but 

overall they're pretty shallow. 

Also, Coast 2 Coast's soundtrack is just 

god-awful. Yes, those fans of old-school 

OutRun will be happy that the original 

tracks are included, but the remixed 

tracks—particularly those with vocals—are 

nothing but cheese. 

OutRun 2006 is not а bad game, but in 

a world where arcade racers have evolved 

to the quality of the Burnout series, it just 

feels kind of antiquated. 

"Pens Visually impressive in some parts, 
simple gameplay good for short bursts 
CONS Gameplay gets old pretty quick, 
soundtrack needs some work 
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BB 
1 Capcom Capcom Т 539.99 4 

THE EAL MONSTER IS THE LEANING СШ2ЈЕ 9 

the kind of game that you'll hate if you ering quests will quickly become your focus. You'll be obsessed with 

only play for a couple of hours but will love if you play more than that. bagging the great jungle kut-ku or finding a rare blue mushroom. 

As an action-RPG, Freedom has it all: nifty character creation, pro- Hunting the monsters brings its own high learning curve, but like 

gressive leveling up (as you work toward becoming a hunter), a pleth- most of the game, when you do figure it out, you're good to go. 

ога of weapon and armor upgrades, dozens upon dozens of objects to Freedom's hunting quests in particular range from "medium" to 

buy and sell, and seemingly hundreds of single and multiplayer (four- “massively difficult." It's important to learn which weapons are best 

player, ad hoc) quests that take you into lush environments—the likes for which creatures, and to know what all your support equipment 

of which are rarely seen on any game system, let alone on the PSP. can do. Combat is tricky, because the monsters are fast—and you're 

And then there's all the side stuff, like the Kokoto Farm where you can not. Most of the weapons and character movements are so cumber- INSTEIZ 

harvest plants, mine for needed ores, scrub for mushrooms and herbs, зоте that it often feels like the monsters are fighting in real time, MULTIPLAYER 
and go fishing. but you're in turn-based combat. Freedom's camera, while never Monster Hunter Free- 

Sound like a lot? It is! And therein lies the problem with Freedom. perfect, is particularly confusing when a fight gets chaotic. dom's ad hoc coopera- 

There's so much to do that it's easy to be overwhelmed and confused The devil may indeed be in the details, but if you dive into Free- tive four-player mode 

when you start out. Your first couple of hours are going to be spent dom with the mind-set of "knowing is half the battle," you'll be (for hunts; two players 

figuring out exactly whatever it is you should be doing. Go ahead—run rewarded with a game that will provide you with—no lie—over 100 only for treasure 

around the village, check everything out, talk to people, even try to pry hours of truly compelling gameplay. Happy hunting. quests) is silky smooth 

and fun, but it also 

feels a bit unnecessary 

and forced, especially 

since the quests don't 

seem designed for 

that friggin' sword out of the rock (behind your house). Do not ignore 

that little fella to the right of the Gathering Hall entrance. He's the vil- 

lage chief, and he'll get you started on some easy quests. He's also the 

way the game's tutorial works: He'll provide much-needed hints and 

tips once you're on your mission. 

bring down. 

І may just have saved you an hour; had І been clear on these sim- JERI The thrill of the hunt is bogged down a bit by details. Be more than one player. 
ple points from the very outset, it may not have taken me 18 real-time patient—there's a truly nderful game here for the bagging. And even with a 

hours to become a hunter. This could-be-friendlier intro will likely be SCORE couple of hunters by 

a factor in whether you stop in frustration or wait for the payoff and у | = my side, that gol-dang 

keep playing. (a kut-ku was still hell to 

Because once you do understand what you have to do—and | urge 

you to stay with it—you'll be sucked in. Your various hunting and gath: 
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SHOOT! 

Gradius Collection should be rated M—not because it's violent (unless issue, but the screen feels really, really small if you're trying to play 

you think a pixelated spaceship shooting pixelated versions of those these games in their normal aspect ratio. Ў 

crazy heads from Easter Island qualifies as violent) or because it has Still, these are the Gradius games, and they remain shining examples темі 

nudity. It doesn't have either of those. Really, the reason it should have of shooter design and old-school difficulty. However, when that difficulty 1205 

that rating stems from the amount of profanity that will spew from your is unintentionally ramped up because of flaws in the PSP design or Some arcade versions. 

mouth and the possible injuries incurred from slamming your PSP into because of what seem to be shoddy controls, then the whole experi- of Konami games, 

a brick wall. ence takes a pretty drastic dive. But fans of shooters like Gradius and its including Gradius, had 

You might've guessed by now that nearly every single game in sequels may enjoy that anyway, since they're usually gluttons for pun- a default high score of 

Gradius Collection is hard—really hard. If you've never been exposed ishment when it comes to their favorite genre. i r 'aranit 57,300, In Japanese, 

to these kinds of old-school shooters, Gradius Collection is not a good the digits of 573 are 

place to start—unless you want to torture yourself. For the hardcore written in kana as “Ко- 

shooter fan, it's not much better. The problem is that the PSP controls Na-Mi,” a play on the 

feel pretty sluggish; the D-pad is more problematic than the analog nub, publisher's name. 

but the nub is less precise than the D-pad. It's even more difficult to navi- 

gate through a level with dozens of little bullets flying everywhere when PROS The ports are well done in terms of visuals and music 
the controls don't feel as precise as they should be. cor he controls and the PSP screen make for some problems 

Another problem—that really doesn't have to do with the game Score - 

itself—is the PSP screen. It can be pretty hard to see some enemies and = 

bullets because of the PSP screen's notorious problem with dark colors c. = | 

апа the fact that they tend to blur a little more than brighter colors. That 

you can stretch the game to fill the PSP screen tends to exaggerate the Wd 

Add а new dimension 
Your passion. Our profession. 

Collins College offers a Bachelor of Arts degree in Game Design and 

a Bachelor of Arts degree in Visual Arts with a major in Game Art. 

Main Campus - Tempe, Arizona >> West Campus - Phoenix, Arizona 

OR VISIT www.CollinsCollege.edu 
Collins College is accredited by the Accrediting Commission of Career Schools and Colleges of Technology (ACCSCT). Financial aid is available for 

those who qualify. Career services assistance. Collins College West is a branch of Collins College. Not all programs available at all locations. 

by Rick O'Connor. 
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DRAGON BALL 7: SHIN 
BUDOKAI 
DIMPS COMES THROUGH AGAIN 
р Аїап Dimps 

T $39.99 

r 
to stick on their refrigerator 

door: “Get Dimps to develop all the Dragon 

Ball Z games.” As Atari continues to soak 

the market with its endless parade of DBZ 

games, it's important to remember that, for 

the most part, these games are not very 

good—and it doesn't help that Atari shuffles 

the license from developer to developer, 

which compromises quality and consistency. 

But it's Dimps that has emerged as an 

exception: When it comes to proper DBZ 

gamemaking, they seem to be the shizznit. 

Their Budokai entries for the PS2 sufficiently 

prove this point; fortunately for us all, Atari 

landed on Dimps again for Dragon Ball Z: 

Shin Budokai for the PSP. 

While not particularly deep, Shin Budokai 

is a surprisingly good 3D fighting game and 

compares favorably to its 2D brethren, Street 

Fighter Alpha 3 Max and Darkstalkers Chron- 

icle: The Chaos Tower, especially in terms 

of fighting mechanics. Shin Budokai is fast 
and intense, and the fighting all happens in 

real time—not cuts to, say, the crucial Kame- 

hamehas. The control set is intuitive—sure, 

thumb-mashing is still a big part of the mix, 

but combos and special powers seem well 

thought-out, with nifty DBZ standards like 

teleportation, rushes, and transformations. 

The modes of play are been-there fare, 

anchored by the Dragon Road story mode, 

with arcade, time-attack, survival, and train- 

ing modes filling in the rest. 

Graphically, Shin Budokai is bright, color- 

ful, and smooth in its cel-shaded wrappings. 

Fans will find the 18 characters and varied 

environments every bit DBZ-authentic. 

Ah, if only Shin Budokai had online play. 

True, the ad hoc multiplayer (for two) works 
well, but, c'mon! Just imagine an infrastruc- 

ture mode where you can jump on and beat 

the Kamehame out of anyone at any time. 

Well, save it for the next DBZ. There will 

be more. For now, consider Shin Budokai 

among the best of the lot. 
4 

i Intense and fun 30” 
fighting 

Plays it too safe with 
bare-bones gameplay; some missed multi- 
Player opportunities 3 
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The Dragon Road story 

line in Shin Budokaiis 

based on the DBZfilm 

Rebirth of Fusion (aka 
Fusion Reborn). п the 
plot, a demon is care- 

less with the Cleansing 

Machine (notto be 
confused with a washing 

machine) and is trans- 

formed into the monster 

Janemba. Goku and 
Vegeta go all-out fusion 

to stop the megademon. 

The giant Gippsland 
earthworm, native to 
Australia, сап grow 

up to 10 feet long. The 

average size is nearly 

three feet. Thatis a big 

damn worm. 

2 

WORMS: OPEN WARFARE 
BETTER THAN EATING DIRT 

THO 

E10+ 

Теат17 

539.99 

Тһе Worms franchise has always earned 

а warm place іп my heart for its oddball 

weapons, its quirky humor, and its simple, 

yet challenging, strategy gameplay. But this 

particular iteration is feeling a bit hollow. 

Forsaking the 3D build-and-conquer 

gameplay of Worms Forts, Open Warfare 

returns to the utterly old-school, 2D, hand- 

drawn artwork of the original games. And 

that's both good and bad. On one hand, the 

3D iterations of the series have been just too 

complex to be as addictive as the original 

2D style. But on the other hand, after the 

building mechanic of Forts, the simple aim- 

and-shoot model of Open Warfare seems 

perhaps a bit too simple. 

Don't get me wrong; it's still plenty addic- 

tive. Learning the ins and outs of the differ- 

ent weapons and gadgets is entertaining, 

and finding new and ever more sadistic 

ways of dispatching your annelid opponents 

is as satisfying as it's always been. But after 

a few rounds, you start to realize that there 

really isn’t that much game here. The single- 

player mode consists of 20 challenges that 

are virtually identical; the only change is 

either that your enemies get more health or 

that you get more of them, Beyond that, you 

can fire up random matches or set up зре- 

cific game types—but without any kind of 

long-term goal, these just feel empty. 

The Worms franchise really shines in mul- 

tiplayer, and that should help alleviate the 

feeling of emptiness. But surprisingly, Open 

Warfare supports only local play via ad hoc 

wireless and “pass the PSP.” Considering 

that Worms was one of the first franchises 

on PC to include online play, this is an unbe- 

lievable disappointment. 

In the end, if you've got a fellow strategy 

fan sitting within a 30-meter radius of you, 

then you can have a fine old time with Open 

Warfare. But if not, you're unlikely to get 

more than а rental's worth of gameplay out 

of it. | Joe Rybicki 3 manico od 

It's a stripped-down version 
of the familiar Worms formula—sans the 
familiar online multiplayer. 

SCORE 
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SPONGEBOB SQUAREPANTS: 
THE YELLOW AVENGER 
SOMEONE NEEDS TO AVENGE IT 
1 THO Tantalus 

E $39.99 

I would argue that the appeal of SpongeBob 

SquarePants is built largely around the char- 

acters’ voices. Story lines that are largely 

conventional get taken to a new level of 

humor with the show's over-the-top, goofy 

voice acting. Which is why the absence 
of any voices—not even the singer of the 
theme song that plays at the beginning—is a 

real letdown. 
The story line is portrayed by chunks of 

written text instead of by voices, which is 

problematic for young fans that might want 

to play SpongeBob but агеп terribly literate 

yet. And from the game design, it quickly 

becomes apparent that The Yellow Avenger 

is geared toward young players. Quests tend 

to be largely of the fetching variety, the lev- 

els are pretty small and not that expansive, 

and you run into the exact same obstacles 

every time. 

It's a sprawled-out tutorial—often, Га do 

an action, and then five minutes later, I'd 
stumble across a person who would tell 

me about it and how to do it. In fact, | got 

a lot of missions that were instantly solved 

because I'd already performed the task that | 

was being told to complete. 

So, fine: It's a simple game. And other 

than the whole reading issue, I'd say, 

"Great—get it for kids, not for adults." 

However, the controls are pretty ипгезроп- 

sive. | died countless times from acciden- 

tally missing jumps over the possessed 

residents of Bikini Bottom. The aiming 

mechanic for bubble shooting is really awk- 

ward, which makes it hard to hit things cor- 

rectly without multiple shots, which makes 

it tough in the boss battles. 

My favorite part of the game was the 

loading screen, which is an extreme close- 

up of SpongeBob's face pressed up against 

the glass as his eyes twitch back and forth. 

That made me smile more than once, but 

other than that, my overall consensus 

15: "ehhhhh." | Dana Jongewaard 

n No voice acting, control reac- ` 
tions softer than the sponge himself, unin- 
,Spired gameplay 

SCORE 

iii 
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JAMES BOND 007: FROM 
RUSSIA WITH LOVE 
NEVER SAY NEVER 
1505 EA Games o EA Redwood Shores 
esos T $39.99 
М BILLI УУ РИИ Ж”” 

e elief that when a company ports 

a game from the PS2 to the PSP, they're 

required to add new content. Hence, the 

tendency for PSP versions of PS2 titles to 

feature things like additional skins, guns, 

cars, levels, and so on. From Russia With 

Love adds more unlockable multiplayer 

characters and hidden challenges; even with 

these additions, though, it actually has less 

content than its console cousin. 

For those of you who skipped the con- 

sole version, FRWL is a third-person Bond 

actioner à la Everything or Nothing. The 

game manages to expand the movie's few 

memorable action sequences into solid 

levels, and adds new action sequences, like 

those of Bond jetpacking around Big Ben 

and shooting the heck out of a jet. Round- 

ing out the package is the odd experience 

of hearing an old Sean Connery aping a 40- 

plus-years-younger version of himself. 

While it wasn't as good as EON, FRWL 

was at least a decent game—on a home 

console. First thing you notice about the PSP 

version? Say it with me: one analog nub. 

Which means that you repeatedly use the 

L button to autoaim at any nearby enemy 

and you use Square and Circle to rotate the 

camera from side to side. On top of that, 

tapping Square turns on "Bond Focus," an 

enhanced aiming mode where you move 

the reticule with the analog nub. This is a 

somewhat serviceable setup, yet it's crippled 

by an obscenely slow camera, which makes 

targeting bad dudes pretty darn annoy- 

ing. Add to that how the PSP version just 

has the on-foot levels; the car chases and 

speedboat runs of the console version were 

hacked away to get Bond onto the PSP. 

FRWL's transformation from decent PS2 

game to mediocre PSP port reminds me of 

how Never Say Never Again was a mediocre 

remake (with old Sean Connery) of decent 

Bond flick Thunderball (which had younger 

Sean Connery). 

T I A decent third-person 
shooter, the chance to shove Sean Connery 
into your pocket 
NE Y NEVER aN No vehicles, 
,Simpli ied controls, crap camera 

SCORE c | C 3 
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OUTRUN 2006: COAST 2 
COAST 
ONE FOR THE ROAD 
Put 2 Sumo Digital 

3 $29.99 
5577 D, 

with its PS2 counterpart (see the review 

on page 97), much of what makes OutRun 

2006: Coast 2 Coast for the PSP initially 

appealing is its name and the history that 

name invokes. Fortunately for fans of 

the OutRun titles, most of the gameplay 

mechanics have carried over to the latest 
game as well, so you won't see much of the 

way in driving mechanics outside of drifting 

and some occasional ramming of other cars. 

There's not a whole lot to it, but that's 
precisely what makes this game better 

suited for a handheld than a console. Coast 

2 Coast was originally designed for the 

arcades—as such, it's best played in short 

bursts, making it very fortuitous that most 

of the game modes force you to play in 

short chunks. 

Not so fortuitous, however, is the fact that 

these modes don't offer all that much vari- 

ety, and by the time you complete several of 

the missions in them, you might wish there 

were a little more to the package. After all, 

there's only so much powersliding you can 

do to impress the girlfriend who only wants 

you for your driving skills. Plus, once you've 

been through most of the environments, the 

drive to continue playing the game drops 

significantly. And after you've saved up. 

enough points to unlock the Ferrari of your 

dreams, the drive diminishes even further. 

Some of the hiccups in the framerate can 

also be a little distracting, especially for a 

game that's supposed to be all about speed. 

Otherwise, however, the PSP version 
of Coast 2 Coast can be just as visually 

impressive as the PS2 version. And though 

the game is better suited for the PSP than 

the PS2, know that the price is some irri- 

tating technical shortfalls. The hardcore 

arcade-style gameplay may be a huge turn- 

off for some, but if you've always like the 

Outrun games—even back in the day—then, 

surely, you won't be disappointed with the 

face-lift. 

F The gameplay is better suited for 
handhelds... 
CONS ut it gets old quickly, and the 
,PS2 version costs the same. 

SCORE = | г 
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‘Colin Farrell, Q'Orianka Kilcher | 

HM 
I'm not entirely sure why director Terrence Malick is allowed to make 

films in Hollywood. This isn't because, like, say, Uwe Boll, he's too bad 

for Hollywood; indeed, it's quite the opposite. Malick makes movies 

that send film buffs into rapturous praise, struggling to find new and 

interesting ways to describe his film vocabulary to each other. But 

these films also don't make any money. Malick's a great filmmaker, but 

he's also intensely unprofitable. 

The New World, his latest, offers evidence of this. It reimagines 

the famous meeting between English explorer John Smith (Colin Far- 

rell) and Indian princess Pocahontas (the age-appropriate Q’Orianka 

Kilcher). But rather than reheat their presumed love story in a Disney 

vein or turn the encounter into the start of some wild action-adventure 

romp, Malick offers a take that's both realistic (in how it portrays both 

of the cultures the leads come from) and impressionistic (in how the 

characters relate to each other). The movie takes its time not to estab- 

lish a plot—the narrative isn't exactly focused—but rather to set the 

time and place in which these people lived, the consequences the envi- 

ronment had on them, and how they related to each other. 

Add this to Malick's preternatural cinematic eye (The New World is 

gorgeous), and you have a film that's simply one of the most arresting 

of the last year—and, alas, one of the most uncommercial (it grossed 

a mere $12 million in theaters). So we're back to how it is that Malick's 
allowed to make movies in Hollywood at all. | think it’s because, every 

once in a while, movie execs like to remind themselves that the power 

of cinema is in more than the box office. It's a nice delusion, anyway. 
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BIG MOMMA'S HOUSE 2 
Martin Lawrence, Nia Long 

In this unfathomable sequel, Martin Lawrence 

pulls a Mrs. Doubtfire in order to get the 

goods оп а technotraitor. But what this film's 

really about is showing all the ways your life. 

could be better spent than by watching it. 

For example, you could liberally douse your 

corneas with butane, set them aflame, and run 
merrily through your backyard, screaming all 

the way. Yes, yes, that would be a vastly better 

use of your time than this crap. 

SCORE 

Шш = 

HOODWINKED 
Glenn Close, Patrick Warburton 

Videogame developers used to suggest that, 

one day, their games would be indistinguish- 

able in quality from computer-generated 

movie animation. They were right—not 

because their graphics have gotten so good, 

but because, with Hoodwinked, cinematic 
computer animation has become so crappy. 

Hoodwinked looks and feels like an 80-minute 
in-game machinima made by Hanna-Barbera. 

Aside from the sub-Red vs. Blue animation 
quality, this film’s story has a cute conceit— 

Little Red Riding Hood meets Rashomon—but 

it's also got a lame script that falls back on the 

tired animated-movie trick of getting its laughs 

from in-joke cultural references to other films. 

І mean, come on: the big, bad Wolf wearing a 

Lakers jersey like Chevy Chase did in Fletch? 

Oy. Time to cut that crap right out. 

SCORE 

RUMOR HAS IT... 
Jennifer Aniston, Kevin Costner 

This film assumes that you've seen The Grad- 

uate (which was a smart assumption 15 years 

ago—not so much today) because it works on 

the conceit that the characters in the film are 
the real-life versions of the fictional characters 

of that movie, and Jennifer Aniston is their 
kid...maybe. All this makes me remember is 

the fake pitch session in The Player where 

Buck Henry posits a Graduate sequel...and 

now, here it is. Nothing is sacred anymore. 

THE PRODUCERS 
Nathan Lane, Matthew Broderick 

This film was puzzlingly unsuccessful, con- 

sidering that it's based on both one of the 
greatest film comedies of all time and one of 

the most successful Broadway musicals of the 

last two decades—and the fact that, as latter- 
day film musicals go, this is pretty good, with 

Lane and Broderick hamming it up perfectly 

and a lot of fun folks on tap to fill in the gaps. 

Who can say? | liked it. If you like musicals, 

you will, too. 

| № | 
2 

THE RINGER 
Johnny Knoxville, Brian Сох 

біз 

DUD 
RELEASE 
Маү2 с. сг 

Any film that features Johnny Knoxville рге- Hoodwinked 

tending to be developmentally challenged May 9. is 

is just offering itself up to be mercilessly 

mocked...and yet, | find this film kind of sweet. Тһе New World 

Knoxville's a normal guy who pretends to be Rumor Has It 

disabled іп order to compete іп the Special May 16. 

Olympics. But the film treats the Special The Producers 

Olympians with something resembling The Ringer 

respect, and the plot, while nothing special, 

moves along agreeably. 

Big Momma's House 2 

When a Stranger Calls 

May 23 m 

AB Cheaper by the Dozen 2 

Transamerica 

WHEN A STRANGER CALLS 
Camilla Belle, Tommy Flanagan 

You know what? In real life, when a stranger 

calls, he probably wants to sell you some- 

thing—usually, a magazine subscription or 

some add-on to your credit card that you'll 

never use ("You're protected if you lose a toe 

scuba diving!"). Or maybe he just wants to tell 

you about Jeebus. Whatever he wants to talk 

about, listening to him drone out his telemar- 

keting script is more suspenseful and more 

entertaining than this witless piece of junk. 

SCORE ШЕ 

СНЕАРЕВ ВУ ТНЕ DOZEN 2 
Steve Martin, Bonnie Hunt 

This is a perfectly acceptable piece of family 

filmmaking that you'll forget 10 seconds later. 

What I'll remember it for is the realization that, 

somewhere along the way—when | wasn't pay- 

ing attention—Hilary Duff went from cute, ubiq- 

uitous teen to vaguely skankalicious too-thin 

Hollywood thing. | propose we form the Muffin 

Brigade, which would intervene with warm, 

filling pastries when starlets get to the “I think | 

see your skeleton” stage. Who's with me? 

SCORE 5 E 

TRANSAMERICA 
Felicity Huffman, Elizabeth Peña 

Felicity Huffman got an Oscar nomination May9 _ 

for playing a man who's on his way to X-Men 

becoming a woman but finds out she has a X-2: X-Men United 

son right before she makes the final cut (as. Мау16 о 

it were) and decides to go meet him. Calling When a Stranger Calls 

Oprah! What | most admire about Huffman May23 _ POP 

is that she's one (rare) actress who didn't fall Cheaper by the ‘Dozen 2 

into a suicidal depression when someone 

figured she looked a bit like a man in drag. 

She's good, and so is the movie. 

UMD 
RELEASE 
Мау _ 
Bad Boyz II 

E 
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watch now, play later 

Ф J 

Exclusive videogame shows 
From weekly news updates to in-depth roundtables, interviews and features on the hottest 

titles, GameVideos.com will be the home of the very best videogame programming. 

Trailers of upcoming games 
You'll find gameplay videos and trailers for all the latest and upcoming games at 

GamevVideos.com to stream or download in hi-res. 

Video cheats and walkthroughs 
Never be stuck again. Video cheats and walkthroughs show you exactly how to play the 

games to win. 

and other stuff! 
Including retro game ads, the funniest game-related videos on the Web, user-submitted 

movies, ‘extreme’ gameplay movies and more. 

53 GAMEVIDEOS.COM 

CUP 
NETWORK 
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108 STRE РЕШЕЕ 
a The six most powerfully stress-reducing videogames for 

your PS2. GETTING DOWN GETTING DOWN ı3 BEST OF СРМ 
MARC ECKO ОМ WHAT WENT WRONG WITH GETTING UP „4 All the 5-out-of-5 games in this magazine's history. 

2 ЕЗ че a your PSP wii change, wall 
lots of things. 
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The old fogies 

| Greg Sewart 

ya 

Highly competitive sports games can be a 

bit stressful, especially if your friends are 

all better than you. But the Hot Shots Golf 
franchise balances it all out with some of the 

most user-friendly controls you'll ever find in 

a links game. 
Hot Shots on the PSP is one of the best 

portable games, too. Despite the somewhat 

stingy collection of courses, there's so much to 

unlock that you'll find yourself happy to return 

to the same tee over and over and over again. 
Plus, the pretty graphics and happy, bouncy 

music and sound effects are sure to soothe 

your uptight soul. 

And you can still get a bit of competition 
going, too, with wireless multiplayer. 



ПЕ | 

Ж 
GUITAR 
HEZO 

You might not get 

the groupies or the 

trendy drug habit 

out of the deal, but a 
copy of Guitar Hero 

and the spiffy guitar 

controller still makes 
you feel like a rock 

star. Nothing is more 

relaxing than jam- 

ming out to tunes 

from the likes of Joan 
Jett, Queen, David 
Bowie, or the Red Hot 
Chili Peppers. 

Feel your stress 

melt away as you 

rock out to the 
classics, picturing 

yourself in front of 

thousands of ador- 
ing fans jumping up 

and down like idiots, 
women tossing their 

bras at you. Does life 

get any better? 

One caveat: “Bark 
at the Moon” on the 
hardest difficulty can 

ruin your chill. Unless 
you have, like, eight 

fingers on one hand, 
trying this song is 

about as relaxing as 
swimming in a shark 

tank while wearing 

chum underwear. 

ЖЖ 
С 

ГРАТА 
Бие 

Music soothes the 

savage beast, which 

must be why our 

stress-reliever list 
has a few tune-based 
titles on it. This 

obscure Sega classic 

mixes trippy graph- 

ics with cathartic 
shooting action and 
smooth beats that 
you actually control 

based on the actions 
of your onscreen 
avatar. 

So, basically, you 

get something pretty 

to look at, the stress- 
relieving fun of shoot- 

ing anything that 

moves, and bumpin’ 

tunes that'll melt your 

worries away. Or 

something. 

The only stressful 

part of the experi- 

ence might be actu- 

ally finding the game 

at your local game 

shop. Check eBay 

to find it—at press 
time, there were cop- 

ies listed for as low 
as $10. 

2ЕЧ 

Ever get cut ой оп ^ 
the drive home from 

work? Wish you could 

just run that idiot off 

the road without fear 
of reprisal? Welcome 
to the world of Burn- 
out, where it's not 

only legal for you to 

act upon your road 
rage—it's required. 

With Burnout 
Revenge, developer 

Criterion Studios has 

perfected the art of 

vehicular destruc- 

tion. Your goal is 

not just to beat your 

opponents, but to 

destroy them. And 

traffic? Hey, as long 

as it's going the same 

direction and doesn't 
outweigh you by a 

couple of tons, feel 

free to knock it out of 

the way. Nothing bet- 

ter after rush hour. 
Oh, and the porta- 

ble Burnout Legends 
is a good one, too. 

Just be sure to park 

your real car before 

whipping out the 

PSP to take out your 

frustrations on unsus- 
pecting motorists. 

Ж 
KARAOKE 
REVOLUTION 
PARTY 

This is but one part 

of a bigger equation. 

For some people, 

belting out a few 

songs when they get 

home from work is a 
great way to relieve 

stress. And we're all 
for that. However, 
add a group of like- 

minded friends, some 

good food and liba- 

tions, and watch the 

whole room relax. 
There’s even more 

fun to be had with a 

second microphone 

or Sony's EyeToy 

camera. Then you've 

got the ability to sing. 

a duet and see just 

how silly you look 

right up on your big 

screen. It's also a 
good way to catch 

the people sitting 

behind you making 

faces at you when 

they think you're not 

looking. 

E 4 

НЕ 
WE LOYE 
KATAMARI 

Katamari is relax- 

ing mostly because 

it's so bizarre and 

such a simple game 

to get into. All you 

have to do is roll up 

everything you see. № 

it's bigger than you, 

avoid it; if it's smaller 

than you, collect it. 

Katamari is one 
of those great pick- 

up-and-play gems 

that just happens to 

contain a good sense 

of humor and some 
beautiful, stylized 

graphics. Even non- 

gamers can play like 

pros—kind of—right 

off the bat. 
Of course, perfec- 

tionists might con- 

sider this to be one 

of the more stressful 
games out there. 

While the game is 

supereasy to learn 
and have fun with, 
it's actually pretty dif- 

ficult to master. Oh, 

well; the extra chal- 
lenge should keep 

the old-timers from 
whining about games 

being a tad too easy, 

anyway. 

Ж 

Л 

On the other end of the spectrum, we һауе 

a few choice titles here that tend to induce 
more stress than they relieve. 

STUNTMAN 

THE GUY GAME 

SILENT HILL SERIES 

=] 
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Though reviews of Getting Up: Contents 

Under Pressure haven't been overwhelm- 
ingly positive, that hasn't deterred fashion- 
entrepreneur-turned-game-designer Marc 

Ecko. Quite the opposite, іп fact—Ecko spoke | 

with OPM about what he learned from the 
experience of working on the game and how 

he plans to apply the lessons he’s learned to 

any possible future videogame projects. 

Marc Ecko founded his Ecko cloth- 
ing company in 1993. His empire 

has since grown to include other 

properties such as magazines 

and—obviously—game studios. 

y 
І . Is there anything you would've done 

differently in the development of Getting Up? 

І КЕ Oh, there are tons of things 

that you'd like to have done differently, or 

things that were inherently flawed in the pro- 

cess of developing our first game. And you'd 

love to be able to rewind time. 

But, ultimately, everything I've learned pro- 

fessionally, and in life, is that you can't do that. 

бо you just try to learn from it and be [bet- 

ter] versed from that education in your next 
go-round. Being that, well, when | started the 

process four years ago, it was at a time when 
the consoles were money-printing machines 

for a lot of publishers. 

I was trying to do something that was very 
abstract and certainly not invited by larger 

publishers. You fast-forward to today with 

the disruption of a new console, the busi- 

ness being flat for major publishers, EA cut- 

ting price points, announcing that they're no 

longer going to be booking only Hollywood 

licenses because it's just too expensive a 

model. | think we were ahead of our time, 

and | think our process, our way, is ultimately 
going to be the future of how games are going 

to end up being developed, where publishers, 

developers, and the IT managers actually can 

earn something. Because the current model 

hasn't really been working. 

| Do you think companies are going to 
end | up taking more risks? 

Ki | think you're going to see a lot more 

creative disruption. And | know, certainly for 

us, we learned a tremendous amount that I 
wouldn't have otherwise learned if | didn’ 

experience it the way | experienced it. 

on in the process, going 

predated [Getting Up]. So ultimately, the most 

important thing is brand awareness and that 

retailers understand what the product's about. 
It's really been our core focus. I've seen better 

returns on investments working directly with 

the retailers around the country—and seeing 

the difference in how that informs sales—than 
even with traditional game marketing for this 

title. So that’s interesting. 

| The fact that the special е 
Getting Up was so good got a lot of attention 
from both retailers and average consumers. 

Yeah. Well, we wanted to do something 

different. You still go around the Net, and 

there are lots of ill-informed people out there 

on websites or message boards—{the game] 
wasn't even relevant to them. They couldn't 

see past the fact that this is so different, and 
the first few hours of gameplay were differ- 
ent than what they had experienced, or their 

expectations were based on what the PS2 
could or couldn't do—it didn't allow them 
to see the value in the [special edition]. But 

that said, | know l've traveled the country, 
Іме done signings, and it's great to go see а 

couple hundred people lined up in front of 

you carrying the special edition and geeking 

out on it. So the most important thing now, 

for me, is to maintain the expectations of that 
community of consumers who bought it and 

actually liked it, and to make sure we do the 

right thing by the brand for the future. 

I- If you could go back, you would try to 

reeducate people? 

| I'd say thi а 
we couldn't get people past the sin 
tion. The lowest-common-denominator person 

"THEIZE/D EE PEOPLE THAT NOUL 
‚ ВЕТ IT AND PEOPLE THAT WOULD 

weren't action-adventure and having them try 

to convince me they could do it even though 

they'd never done it, to ultimately having one 

of three developers, one being The Collective, 

that had a team available and were actually 

willing, at a time where most developers 
didn't want to talk to us. | think we did a good 
job, so I'm proud of it. 

| Were you ever worried that, when 

the game finally came out, reviewers really 

wouldn't get it? 

| I knew that the general, traditional gam- 
ing press would be very polarized in their 

reviews. | knew, just based on how different 

this was and the timing of it. There's a law of 
diminishing returns this late in the console 
cycle, where the expectations are based on 

what's happening on high-end PC games ог 

next gen. The editorial community is looking 

for that. And the code was still being built on 

the PS2, and what's driving the business is 
still what's happening on the PS2. Also, the 

only other precedent in this genre, arguably, 

was Jet Set Radio. So | knew we were going 

to have this weird comparative thing going 

on—that there'd be people that would get it 
and people that wouldn't get it. It's no differ- 

, ent than movies or any other games that have 

as—the act of just simply applying the art 

to the wall, rather than thinking about how 

they're going to navigate the environment, 

evade conflict, and : And | think that, 
whenever they would get into these naviga- 

tion puzzles, they'd be thinking Prince of 
Persia rather than Trane [the main character 
of Getting Up]. But then, graffiti artists move 
around the world—maybe not in as acrobatic 

a way as Trane, obviously, because we had to 

enhance the experience. It's like a jungle gym. 

And if you've seen it done, you can appreciate 

that. In our marketing message, we couldn't 

get past the "it's a graffiti game" and what 

people just think of as “graffiti.” [We were try- 

ing to express] the extreme sport of graffiti, 

the action and the physicality of graffiti, so 1 
think that's something, probably, that if ме 
could restrategize, we probably would. And it 

certainly will inform things that we do going 

forward, even in the short term. 

І The special edition did а great job of 

explaining what the culture was all about. 

| Right. | think so, too. But yeah, it has а 
lot to do with the fact that it’s just not under- 
stood, because graffiti's. something that's a 

subculture. | thought the. hardcore | [gaming 

audience] would appreciate that. 

- - > 



REPLAY ТЕР, 

SWEET, 
күре 
The limited edition ver- 

sion of Getting Up retails 

for $60. In addition to the 

game, it includes an art 

book, a gray Sharpie, 

and a DVD that profiles 

several well-known 

graffitti artists, many of 

whom are featured in 

the game. 

the polarization—from 8.7 on GameSpot to 

then getting bashed by ЕСМ. It's two different 

perspectives, both from very critical reviewers, 

but one coming with no predisposition rather 
than trying to get into the act of a graffiti artist, 

and seeing past some of the rough edges that 

the game definitely has. 

1 Looking specifically at the game, what 

do you see those rough edges being? 

| I think the thing that's the most broken 

for me, that didn't happen from the original 

game design, is the "Contents Under Pres- 
sure" thing: giving the player the sincere feel- 

ing of “I’ve got to get the f*** out of here!” 
The designs to make that happen—the clocks, 

the time-based puzzles—didn't quite function 

in the same way as if it were happening from 
the NPC Al. If the Al were behaving properly, it 

would make the stealth more purposeful than 

some of the disruptions that are supposed 
to happen while navigating. What would've 

made that experience more exciting is if there 
were a lot more chases or getaway moments. 
But the Al never behaved that way. And it was 

something that | knew, six months out, just 

wasn't going to happen, based on scope and 
resources. So those are things that the [The 

Collective's engine] just, inherently, wasn't 
built for. Those were the learning curve things, 

and we try to make up for that as much as 

possible. Then there are things like some of 
the navigation puzzles and places are confus- 

ing. And | think that has a lot to do with that 
dynamic between publisher and developer. 

The word is "milestones"; I’m not going to 
get paid unless | complete my milestone—and 

assets [were] being built before certain funda- 
mentals [were] defined. There were levels that 

were built before core navigation mechanics 
were even scripted. And then you end up 
having to jury-rig them in and use no consid- 

erations for how it's going to affect the cam- 

era—and then you're just working backward at 
that point. There are a couple of spots on the 

game like that. 

There are a lot of things that got cut; prob- 

ably a third of the game's on the cutting room 

floor. And | think that's something that also, 
certainly, will be a relic of the PS2, Xbox days: 
Developers will look back and wax nostalgi- 

cally on, "Remember when we used to try to 

build 40-hour games?" You know? And they'll 

be content building 10-hour games. There's 

definitely that wide-eyed ambition that had 

the team, resourcewise, working on things 

that ended up not even being consumed, that 

the consumer doesn't necessarily even see. 

The scope was just bigger—it's like your eyes 

are bigger than your stomach. Ten pounds 

of s*** in a five-pound bag. | think a lot of 

the development community is guilty: Rather 

than being overly ambitious on what the core 

mechanics are, there's this overambition to try 

EALLY, ZEALLY PROUD OF THE 
S AND GlleLS THAT WORKED ON 

to create something that’s huge in actual logis- 
tics and physical hours. And | don't see that 

as a trend going forward; | think you're gonna 
get those long hours of gameplay experience 

on more community-based games, like in the 

spirit of what happens on Xbox Live or on 

high-end PC games like World of WarCraft. 

Those games where you can roleplay and 

geek out and pace yourself, those will be the 

games you tend to get the long hours from. 

But | think the consoles are going to move 

toward shorter, faster-to-market titles. | even 
insisted that the game come with the layers 

unlocked. Because it's a fact: The average con- 
sumer only completes 30 percent of the titles 

they buy. You know, so you got to feel bad for 

the poor [guy] who worked on the 20th level 

of the 11th load for a year and a half. 

І Are all of these things things that you'll 
potentially keep in mind for the next project? 

Are you going to look at something in the 

GETTING 
UP MMO 
While there's been 
absolutely nothing 

confirmed, much of the 
speculation on the next 

game under the Getting 

Up name points toward 

a massively multiplayer 

online game of some 

sort with rival artists 
battling it out in a mas- 

sive urban environment. 

It sounds like a really 

cool idea, but it may 

be a while before we 
learn anything definite 

about it. 

future and say, “OK, here's what I’m going to 

do, because these things didn’t work for Get- 

ting Up"? 
| Oh, of course. Of course. You get your 

education from experience. Anyone who 

knows me knows that this wasn't a vanity 

play. I'm in business to do business. | did it 

with my magazine—l'm excited that we're 
about to ship our fourth anniversary issue. | 

remember writing the business plan five years 

ago, and | know all the bumps and bruises 
we learned in the first 18 months. Same thing 
applies to apparel. The same thing will apply 

to gaming. And | knew it was more important 

for me to actually get in. It was like 1 knew that 

| wouldn't have as much access, | wouldn't 
be given as much access to the engine—not 

literally the engine, but the keys—because 1 

was an outsider and there was the suspicion 
of what | was or wasn't capable of bringing to 

the table. When | say “I,” | mean "my staff,” 
the kind who worked with both the publisher 
and the developer in this case. When | think 

of the Getting Up brand for the future, I think 

you can't think of that brand without thinking 

of community. And the community aspect is 

something that will define the brand going 

forward, for sure. 
But overall, you know, I’m proud of what 

we delivered and what we did, despite the 

bumps. That's part of being in the business. 
We could be critical of that and cynical of that, 

but | came in swinging, and І kicked the door 

down. There's a barrier to enter in this busi- 
ness—as you know, being an observer and 

someone who's writing about it and paying 

attention to it. I'm really, really proud of the 

guys and girls that worked on it; | would never 

try to dilute the amount of time and effort that 

was put in by those soldiers on the front line. 

РРР 
Check ош Ecko's first 

gaming endeavor 

for yourself with the 

exclusive PlayStation 

2 demo located on this 

month's disc. 
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Е1 2001 EA Sports 
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FIFA Soccer 2003 EA Sports 

FIFA Soccer 2004 EA Sports 
FIFA Soccer 2005 EA Sports 
Final Fantasy X Square EA 

Final Fantasy X-2 Square Enix 

Final Fantasy XI Sony CEA 

Freedom Fighters EA Games 

God of War Sony CEA 
Gran Turismo 3: A-spec Sony CEA 
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Half-Life Sierra 
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Metal Gear Solid 3: Snake Eater Konami 
Metal Gear Solid 3: Subsistence Konami 
Midnight Club Il Rockstar 

NASCAR 2005: Chase for the Cup EA Sports 

NASCAR Thunder 2004 EA Sports 
NBA 2K2 Sega Sports 

МВА 2K3 Sega Sports 
NBA Street EA Sports Big 

МВА Street Vol. 2 EA Sports Big 
NCAA Football 2003 EA Sports 
NCAA Football 2004 EA Sports 
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NHL 2K3 Sega Sports 

Prince of Persia: The Sands of Time Ubisoft 

Ratchet & Clank Sony CEA 
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Sly 2: Band of Thieves Sony CEA 
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PS1...TO GO? 

aim his vanished youth with 
Jeremy works as 1UP.com’s features 

editor and charming mascot. Check out his blog at 
obsolete games, 

toastyfrog.1UP.com 

Sony recently announced a handful of upcoming PSP features to 

make the machine just a little bit more of a must-have. The camera 

will probably amount to little more than a novelty, and the GPS func- 

tion probably won't even come to America (it's geared toward Japa- 

nese users and their confusing urban tangles of unnamed streets). 

But games? That's what a game system is all about. And in just a 

few months, your PSP will double as a portable PS1, potentially 

increasing its software library by about, oh, 5,000 percent. 

Although the details are still practically nonexistent, the mere 

prospect is enough to bring joy to our little retro hearts. Admittedly, 
І can't imagine that Sony will make loading PS1 games onto your 

memory stick as simple as ripping and transferring music files. After 

all, where's the profit in that? Far more likely is a download service 

similar to what Nintendo will be offering for Revolution. Maybe the 

fee will be imposed per download; maybe it'll be subscription based. 

But either way, you can be certain that we'll be paying for our PS1 

privileges...and that only select titles will be available. 

Of course, this brings up an important question: What games will 

actually be worth playing on the PSP? Not every game that made 

its way to PlayStation was a classic. There's probably someone out 

there who wants to play Aquanaut's Holiday on the bus, but it ain't 

N А FEIN MONTHS, YOUR PSP 
ЕЕ DOUBLE AS A PSI. 

me. And then there's the button configuration issue. It might be pos- 

sible, somehow, to play games that make use of every button on 

the PS1 controller (such as Metal Gear Solid), but not without a few 
covert, under-the-breath cusses. 

Perhaps even more important is the question of which games will 

actually work as portable experiences. If the PSP has proven any- 

thing, it's that straight ports of console software simply don't work 
well on the go. | like Vagrant Story and Tomb Raider just as much as 

the next dude (possibly more!), but it's а loooong way between save 

points. Not to mention that true 3D gaming can be a real strain on 

the eyes on that little 4-inch screen. Daxter is great because it was 

designed specifically for the PSP; Spyro the Dragon probably won't 

work quite as well. 

Lightweight games with frequent break points and simple inter- 

faces—think Klonoa—will work best on the PSP. 2D platformers are 

always a treat on the DS and the GBA, so it stands to reason that 

they'd be just as enjoyable on the PSP. Does the prospect of a porta- 

ble Symphony of the Night give you shivers of joy? Because it should. 

RPGs seem like a no-brainer, too, especially considering how 

many of them have already been ported to the system as legitimate 

releases in Japan. Persona, Chrono Cross, Suikoden, Tales of Des- 

tiny...it sounds like a chance to fall in love all over again. Тһе mere 

possibility of playing the real Final Fantasy Tactics on the go (not 

that boring GBA version) is enough to make me seriously consider 

quitting my job so І can power-level full-time. 

Emulation is certainly nothing new on the PSP, but it's nice to see 

a little official acknowledgment of the system's ability to breathe 
new life into old favorites. As long as Sony's portable PS1 support 

lives up to its potential, the PSP has officially increased in awesome- 

ness. By like 5,000 percent, maybe. | 



ADVERTISER INDEX 

2K Sports 

www.2ksports.com E 

89 | 

www.activision.com. 

42-43 | 

Atlus Software 

wwwatlus.com 

41 

Cedar Poin’ 

www.cedarpoint.com 

www.eidos.com 

a-d, 4-5, 13, 39, 82a-82b, 116 

| Electronic Arts 1 

www.ea.com і 

67 у 

and send ‘em t 
opm@ziffdavis.com 

ТИТ Ct 
JN © L x L ЕЛЬ 

Last month, | touched on the enormous (and heated—and probably 

eternal) debate about the significance of violence in videogames. It's 

not an easy argument to resolve; on one side, you've got gamers and 

gamemakers defending their hobbies and livelihoods. On the other 

side, you've got a group of concerned citizens honestly believing that 

they're protecting the innocent from nefarious forces. 

You can probably guess which side | come down on. | know—from 

longtime, extensive, personal experience—that videogames do not turn 

otherwise conscientious, reasonably well-adjusted individuals into sla- 

vering, murderous social deviants. It just doesn't happen. If it did, then 

you, me, and just about everyone we know would be in jail. 

Furthermore, we can be reasonably assured that the vast majority of 

the slavering, murderous social deviants of history had very little expo- 

sure to videogames. Linear time’s a bitch, baby. 

So why all the hubbub? It’s pretty simple, really: Outsiders look at 

the, uh, ethical freedom offered by advancing gaming technology and 

it scares the living crap out of them. Because, yes, some of the things 

we can do in games would be genuinely evil were they done in the 

real world. They watch us stealing cars or running over pedestrians 

or pulling off a totally sweet head shot on a moving target, and they 

think, “Oh, dearie, gracious me! What if / were that poor, unsuspecting 

pedestrian? What if that were my car?” 

144 DAM June 2006 

They worry that we will confuse games with reality because they 

confuse games with reality. 

These finger-wagging pundits may be hip enough to know that 

games exist, but they're not nearly hip enough to have ever played 

one. So it shouldn't surprise us that games seem like reality to them. 

They don't understand that players of first-person shooters are no 

more likely to pick up a shotgun in real life than players of Monopoly 

are to liquidate their assets and start building hotels. 

They're right about one thing, though. There is a game that, to all 

appearances, seems to be every bit as dangerous as they claim. There's 

frequent, documented evidence of players (and even spectators!) com- 

mitting real-world crimes. Players routinely inflict real, physical—often 

vicious—injuries on their opponents in typical play. There were 23 

documented deaths associated with this game in 2001 alone. 

But in spite of all this evidence, this game is not only tolerated in 

this country, but actually celebrated. Young people are encouraged to 

play it—high schools even hold weekly competitions! On school-prop- 

erty! And those who do it professionally are paid, on average, almost 

$1 million a year. You've probably even played it yourself. 

It's called football. 
And why isn't anyone concerned about the likelihood of kids raised 

on football going out and randomly chasing, tackling, or stiff-arming 

innocent bystanders on the street? Because it's just a game. 
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We understand.” 

TIME TO TRADE? Шы 
That's why we've created the ultimate neighborhood TRY BEFORE YOU BUY 
gaming store where you can trade in and trade up! ONLY GAME CRAZY LETS YOU 

PLAY BEFORE YOU PAY 

LARGEST SELECTION 
OF NEW, USED AND CLASSIC 

Hit Pracaya for a store near you. GAMES AND CONSOLES 
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