new games @ old games ® console games @ pc games @ arcade games  portable games ® game stuff

$499USA JULY2007 $6.99 Canada |
H“H“NH “mw” Hw AT DOESTHE [EUTUREHOLDIEORIRLAYSTATION?
8 28814"00007 4


http://www.hardcoregamer.com

COMING SOON T0 THE PLAYSTATION 3

COMPUTER ENTER

Las Vegas Nevada. It used to be
America’s playground. Now it's a battleground.

" Use tactical planning to compete in
split-screen or online multiplayer matches.
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® Blood and Gore
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Roger Danish Greg Off
After getting the chance to spend some time with Sony’s

third and fourth quarter titles, I’m all pumped up.
Yes, they still have a long road ahead of them that will

By the time you read this, “Lost” will have ended the
season with its two-hour finale! I’'m very much looking
forward to it as the last few episodes have been really

greg@hardcoregamermag.com hopefully include a price drop for jche PS3, but th.ey have gooq. Was anyone else disappointed by Spider-Man 3? The
3 some pretty awesome and innovative games coming. | want movie, not the game....
Art Director my Little Big Planet!
Terry Wolfinger
Senior E ditog Now Playing: Discs of Tron (arcade), Satan’s Hollow Currently Playing: Lair, The Darkness, Hellboy, Syphon
Tﬁnlor k: (MAME), Ghouls ‘n Ghosts (arcade), Tamagotchi (Wii). Filter: Logan’s Shadow Now Playing: World of Warcraft
omas Wilde i
Managing Editor
Alicia Ashby ) o ) ] . Thomas and Geson moved to Seattle and | moved to San Anthot LR
Editors ngotmhem:tZ:f{)oruarﬁ;?m:E];’rm SZCE‘;"l'fnngrc‘:\:l%"gll\»:?lvﬁa?/zen Francisco. Soon, Hardcore Gamer will split into two rival nthony 1s missing.

factions: HGM Seattle and HGM San Francisco. Whose side
are you on? In other news, All-Star Batman & Robin the Boy
Wonder #5 is the very pinnacle of comics, nay, of English
literature itself. Shakespeare and Chaucer are nothing
before the might that is All-Star Batman and Robin.

been lying about his repeated and unfortunate losses at
Tekken 5 for a slightly shorter period of time.

Anthony Mertz Danny Cowan

Dave Hulegaard David Brothers

Geson Hatchett laian Ross

Jason Venter James Cunningham
_ Jeremy Peeples Ken Horowitz
N Steven Kent Thomas Shin

Elizabeth Ellis

I8r dood

Dave Hulegaard

Artist

Amadeo Garcia Ill

Now Playing: The Lord of the Rings Online,

Now Playing: The Dark 360),
World of Warcraft o ey g R 15> (350)

Ninja Gaiden Sigma, Crush

Asfieth Thomas Shin

Soon, | will be en route to Japan to accompany two US
Teams for Super Battle Opera, as well as compete in the Last
Chance Qualifiers for Melty Blood: Act Cadenza with SpOOky.
Funny thing about fighting games: they tend to encourage
replay instead of selling new copies. That’s something to
think about.

Lymara Alicia Ashhy
So there’s a fantasy-themed Harvest Moon and a sci-fi
themed Harvest Moon now. The logical next step? Harvest
Moon: Thug Life, where you mine crackhouses for bling to
forge into grills and chains, which you use to attract one
of the game’s 11 pimpable Hos. You can attempt to make
money farming, but must occasionally fight off police in

After months of ragging on the PS3, today | gave in and
bought one. It’s still sitting in its box, because something is
going to have to come unplugged from the tv to make room.
I’m thinking the Nuon’s time is up but it’s a tough call. The
Nuon and the PS3 are roughly the same dimensions, so at
least it’ll slide into the entertainment center easily, but I’ll

Production Director order to protect your crops. /Tliss 'll'f'mpes.t 3900339..5. l;]m rsmmrt?]m' ‘

Brady Hartel Now Playing: Rune Factory: Fantasy Harvest Moon, HeppL f—:njf)ymg' RSl 29, hEre g Now Playing: Fate/Stay Night (PC), Melty Blood: Act
Grim Grimoire, Odin Sphere, Super Robot Wars W Now Playing: Odin Sphere and Ouendan 2. It’s a slow Cadenza ver.B2 (Arcade)

Production Artists . month, but the few games are great.

John McKechnie David Silviera
Casey Yates Julie Miyamoto
Translator

Elizabeth Ellis

Ad sales

Burr Hilsabeck

415-412-5685
burr@hardcoregamermag.com

Games Daishi

Martin Gilbert

Customer Service

425-868-2216

Asinra Brady Hartel

Can’t write bio, now is baby.

HonestGamer Jason Vlenter

The Internet has taken the adventurous spirit out of far
too many people. We don’t hike or fish or hunt or skydive
nearly as much as we used to. It’s a disturbing trend, and
we need to do something about it. Maybe I’ll post about
it in my blog, once I’m done reading the latest news
articles on Google and browsing for new buddy icons.

By the time you read this, Wanderer and | will have been
roommates for a month and a half. Wanderer will also, by
now, have been too embarrassed to admit having lost to
every single schoolgirl that the fighting game universe has
ever had to offer... and Bridget. | can explain, | swear.

Now Playing: Ouendan 2 (Rival Cheer Girls? There is
justice in this world.)

Now Playing: Etrian Odyssey, Odin Sphere

Hitoslnwa laian Ross

I’m not sure | can explain Persona 3 to anyone without
them looking at me strangely, even moreso because I’ve
been working on the guide for it and | have a high school
reunion a few days before its release. | know everyone’s
going to ask me “So, what’ve you been up to?”

Daniel Kayser Daniel Kayser

I’ve almost finished installing the web cams inside the
*Hardcore Hut” that will soon be housing Wanderer,
Racewing, DJPubba and probably several other gaming
aficionados. Now, | just need to decide how to promote
my first season of “Geeks Gone Wild”...

| finally opened my wallet up for a purchase more

extravagant than a Slurpee and bought a premium 360.

I’ve been incredibly happy with my purchase, as the new

controller is more comfortable than even the S-pad, and

‘ XBLA rules, as do demos of dozens of 360 games. The Video

A Marketplace needs “Kim Possible” eps, though. Otherwise,
,“ I’ve got no complaints about my purchase so far.

e Now Playing: Saints Row, Viva Pinata, Project Gotham

Racing 3, Uno, Aegis Wing, Contra, Marble Blast Ultra,

WWF No Mercy
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Now Playing: MLB 2K7, Forza 2, and revisiting one
of the greatest games in recent memory,
Shadow of the Colossus

Now _Playing Persona 3

KouAidou Hizaheth Biis — 1 Y Sardius Danny
For those of you reading my Press Junket piece and Would it make a damn bit of difference if | were to beg
thinking I’m putting on some kind of ditzy Marilyn act and plead everyone reading this to not waste their money
just to sound funny and twee, the answer is: no, | on the cancer-filled Odin Sphere and to buy the incredibly
actually am that stupid. Thank you, please drive through. excellent Grim Grimoire instead? No? Well... okay. Enjoy
your cancer, | guess.

Niads Amadeo Garcia lll
While writers and editors | admire and exalt (hey, boss!) are
bunking together, | can only cohabitate with any number of
Pokemon I’ve met and enslaved through the course of my
travels in the Sinnoh region, some of which may or may not
resemble a human female. | mean, have you seen those
Lopunnies? No jury in the world would convict me!

Now Playing: Harvest Moon: Rune Factory, Picross DS,
Professor Layton and the Mysterious Village

Now Playing: Chulip, Grim Grimoire, Ouendan 2,
The Super Spy
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Now Playing: Pokemon Pearl, Summon Night,
Counterstrike: Zero Mission, Odin Sphere
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We’re proud to present WORLD EXCLUSIVE

coverage of Dragoneer’s Aria, the new PSP

RPG from our pals at Nippon Ichi and Hit

Maker. Also take a look at Persona 3, complete
with an interview with Atlus’s Yu Namba. Icing on
the game cake is early looks at Halo 3, NiGHTS:
Journey of Dreams, Heavenly Sword, and more
awesome stuff than we can name here!

More Squawkin’ from the Gamecock, more
Arcade coverage, and just for fun, we also
sent Wanderer out to have a nice long chat
with the developers of Bioshock. Turn to
to find out why it may be the
most original action game yet on the
Xbox 360. Then turn to and read
about KouAidou’s adventures in Japan at
the Square-Enix preview party, where she
played enough great upcoming Square-Enix
games to make the rest of us sick with
jealousy. Stupid Kou!

Onjtie;

wWwHART naw sarivy—r

What'’s up with Sony these days? What are they going to do
about their current position in the marketplace? What can
we expect from the software giant that dominated the last
two generations? Daniel Kayser sits down and takes a long,
hard look at Sony’s plans for 2007, including some upcoming
games that could change Sony’s fortunes radically.
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Michael Bay’s visual
effects company,
Digital Domain, is
branching out to
game development,
according to the

LA Times. Digital

Domain will form

its own games unit

and is looking to

acquire a game firm

or two to develop a few titles over the next two
years. Michael Bay stays busy, as Jerry Bruckheimer
has selected him as director for the movie based
on Ubisoft’s Prince of Persia: The Sands of Time,
currently set to be released Summer 2009.

Actor Liam Neeson (Schindler’s List) will lead the
voice-acting cast in Bethesda Softworks’ Fallout 3,

- —
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The flag was at half-mast at Sony HQ F“U“
as the father of the PlayStation, Ken

Kutaragi, announced he will retire from

his executive position at SCEI effective \
June 19, 2007.

Due to re-organization over at Atari, the
color of the day was pink, as 20% of its
employees got the slip. \

CANCEUUATIONS

There’s sad news for Metronome
fans, as Swedish developer Team
Tarsier revealed that it has put its
third-person adventure game on

hold and moved onto other projects.
Metronome was anticipated due to
its unique concept, allowing you to
record sounds and use them to fight
enemies, solve problems and confuse

THQ revealed that the previously
announced Saints Row PS3 port was
canceled in favor of launching a full-
on sequel simultaneously on the Xbox
360 and PS3.

EA announced that Will Wright’s
larger-than-life title Spore won’t see
the light of day until early 2008.

Mixing some good news with the
bad, Eidos is bringing two of its
upcoming action titles, Kane &
Lynch and Crossfire, to the PS3, but
the launch for both titles has been
pushed back to late 2007 and early
2008, respectively.

citizens of your city.

playing the role of the player’s father. . .
Blitz Games has confirmed that

production on its survival-horror
game, Possession, has been halted.
Putting you on the other side of the
fence, Possession lets you control the
zombies and wreak havoc instead of
just cowering in the corner.

SOMEONE IS ACTUALLY
T
BUVYINGIVISTA!?

Staying on the movie side of things, Sony Online
Entertainment is developing a game based on the
Kung Fu Hustle film, combining the best elements of
classic fighting titles and adding character designs,
technology and humor from the movie.

ROUEIPCAVINGIGAMES
COMING

Both THQ and Sega have signed major development contracts
for next-gen RPG titles with big development studios. While
details are not available yet, Big Huge Games, known for '
Rise of Nations, has teamed up with Elder Scrolls IV: Oblivion'
designer Ken Rolston to work on its new project for THQ.

/ SEGA hooked up with Chris Taylor’s Gas Powered Games,
known for Total Annihilation, Dungeon Siege, and more ﬂ

www.southpeakgames.com £
www.2-worlds.com

Windows Vist3 ,/j
Ultimate

recently, Supreme Commander. |
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Having recently shipped ; % < .

its Vista operating - offering a World of Warcraft
system, Microsoft i : Visa card, allowing you
brought in record 7 Microsaft to earn 1% credit toward
revenue across the the $14.99 monthly WoW

In cooperation with First
National Bank, Blizzard is

subscription fee. This is
still a regular credit card,
so charges apply, and the
plastic will feature graphics
from the game.

board. lts game division

posted a drop in revenue (from $1.2B to $929M) but also lost less money
(5402M to $315M). Microsoft’s gaming guru Robbie Bach predicted that
the Xbox will become profitable in 2008. Expanding its gaming empire,
Microsoft will also establish a European office of Microsoft Game Studios.
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Eleven years! That’s

how long we’ve been

waiting on word of a sequel

to NiGHTS, and Sega has finally

delivered the goods. NiGHTS: Journey

of Dreams will be hitting the Wii late this
year, bringing with it the freedom of flight
in a beautiful dream world.

The kingdom of Nightopia is being destroyed
by the Nightmaren, ruining the dreams of
humans and causing all sorts of havoc. This is
all the reason needed for the jester, NiGHTS,
to fly again, zipping through the skies using
either the Wii remote or the analog stick on
the nunchuk for control. There’s still a thick
fog of mystery around the central gameplay
mechanics, but several bells and whistles have
been revealed.

For example, the seasons in Nightopia can

be pulled from the Wii Forecast Channel,
dressing up NiGHTS’s seven worlds in a fashion
appropriate to the time of year. WiiConnect
24 will also be used to allow item-swapping
between friends, although what those items
will do is another mystery. The big reveal,
though, has to do with the masks NiGHTS uses
along his journey. These masks allow NiGHTS
to transform into new creatures with the
special abilities needed to get past the dream
world’s many obstacles.

A sequel to NiGHTS has been a long time
coming, despite Sonic Team’s jester making

a cameo in almost every game they’ve put
out since then. NiGHTS: Journey of Dreams is
looking amazing, though, and the thought of
flying with the Wii remote should be enough
to put a smile on any fan’s face. This one
can’t get here soon enough.

Publisher: secx

Developer: soNIC TEAM

Release Date: \wINTER 2007 _

Genre: ADVENTURE 1\
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Katamari Damacy was a creation of joy and wonder when it
landed on the PS2, and its sequel somehow managed to be
even better. While the impact of We ¥ Katamari was dulled
by coming out so quickly after Katamari Damacy, it’s now
been a few years and we can all get excited for the first
next-gen iteration, Beautiful Katamari.

The King of All Cosmos has done something that, once again,
requires the Prince to clean up. While most kids might just
raise bail money, the Prince gets to roll a small ball around
and amass all the items in the world into a giant clump of
stuff. The ball can gather items that are slightly smaller
than it, and will bounce off anything bigger, but the more
stuff it collects the larger it gets. It may take a while, but
every item in a level is fodder for the katamari.

The game basics will remain unchanged for Beautiful

Katamari, but they don’t really need much tweaking.

What'’s new is the sense of scale, with goals getting as large

as 10,000 kilometers or more! That’s only 2700 kilometers

smaller than the earth itself, which helps explain where all kA . < > ; H

the processing power of the new systems is going. While the - < ; - o ot | - I y i
graphic presentation is basically a higher resolution version e : -y iR ' ; _
of the PS2 style, the sheer volume of stuff to collect should &

be staggering. Doing it online in the new multiplayer modes ] * h A ll

will just be icing on the cake. If they can just equal the lt. t Cy Wi come.
soundtrack of the original Katamari Damacy, it should turn : — :

. ZEEE A ” - T ol P ] N i
out just about perfect. PETTEN N # D gt _ = Bl
oS —— |
T .
po— ;‘. 3
— AN n’ s | =
. "“—_J.}‘ & oy ™ - | ‘.__
g ":'"I"j’""“ b N By ) 4 asare monay far nothing? Hana 8 ;
K |1L CatTaes it + i: Be i l&fERTOET New Eioen te Allcsate
Vi e mo.srdBsncrelr  GCemAAne  s@om o e | - = - AL emsEn o geisct O Enver % mack
Create elaborate custom dungeons to draw the most powerful Battle the fiends attracted to your dungeon using weapons,
(and valuable) monsters away from the nearby town. magic and advice obtained from the towasfolk.
RATING PN www.dungeonmakerhuntingground.com
° Visit www.esrh.org Se eD
for updated rating www.xseedgames.com
. ) GAMES | | | A
IllformatIOII. © Global A Entertainment, Inc. “PlayStation”, “PS” Family logo, and “PSP” are registered trademarks .
CONTENT RATED BY of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). PlayStation Portable
ESRB The ratings icon is a registered trademark of the Entertainment Software Association ®
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jear, and an rﬂﬁﬁt between m1dmght and 12:01, the Dark
not ge Hour begins. During this time, most humans. fall ‘ :
asleep, and the ones that don’t, like the SEES
on April 9th prey for demons. During the Dark Ho
. High is replaced by the entrance toa E i

ke ‘I"-""":i»e sort changing labyrinth called Tartarus, and it
team’s job to explore it. 3! b

By day, you re a new student at Gekkoukan High. s
At night, you’re one of the newes_t members of the These two disparate halves of are e
Specialized Extracirricular Execution Squad, or SEES, linked in a bizarre way. Since Personas: a,[evart

all of whom possess and wield Personas: parts of their  of your character’s personality, stren 4.-~. 2 g i/ . : : ;

personality that manifest as powerful mythological his relationships at school also stréngthig OUI e s o o g : ) ¥ R ‘WE TOKEE O MOMENT.TO TALE TO QTLIS,
creatures. Personas. R =Y | — [ 1 = = - : =
(To access the power of a Persona, the SEES are Half high school sim, half JRPG with a dash of

forced to, um, well, use special guns to shoot roguelike, is a weird and innovative entry

_themselves in the head. It’s sort of like how Athena in a weird and innovative series. I’m not sure what to
8 _ think about it.
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Heavenly Sword has come a long way. lts developer, Ninja Theory,
creator of the slightly controversial Kung Fu Chaos, documented
the problematic four-year history of Heavenly Sword in a series
of developer diaries on its website, ninjatheory.com. While it’s
been plagued with delays, it’s a minor miracle that the game’s
going to come out at all.

Some of that’s on the sheer strength of its visuals and concept.
Heavenly Sword was one of the few games to come out of Sony’s
2006 pre-E3 press conference with its hype intact. While other
game demos and trailers faltered and died all around it, Heavenly
Sword showed off several minutes of pure cinematic assbeating,
with its heroine handing out horrifyingly painful-looking,
_ acrobatic beatdowns to a stadium full of luckless soldiers. That

- heroine, Noriko, is on a suicide run against King Botan, whose

- army wiped out her clan. Her clan was charged with guarding the
“powerful Heavenly Sword, which slowly and irreversibly drains
the life force of any mortal that wields it. Noriko is now wielding
it. You may see the problem.

The sword itself can transform into three forms, each with its
own stance and techniques. Beyond that, Noriko can use the
environment to her advantage, smashing enemies into furniture,
kicking tables into oncoming fighters, throwing the corpses
of the fallen, and seizing new weapons from the battlefield,
such as, well, a rocket launcher. | don’t know what it’s doing
there either, but rocket launchers really justify themselves.
After months of its release date constantly sliding backward,
Heavenly Sword is on track to be released this September. It’s a
PS3 exclusive, so a lot is riding on it. As it gets closer to release,
.with any luck, we’ll be able to tell you more about it.
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NIS America announced Dragoneer’s Aria along with Grim Grimoire and

~ Soul Nomad a few months back. It’s an RPG from the developers of
Blade Dancer, but this time the RPG vets at Nippon Ichi Software are
giving the new kids a hand in development. NIS gave us a little time with

~ an early build, and thus far, Dragoneer’s Aria isn’t what you’d expect
* given its pedigree at all. The screenshots tell the story: Dragoneer’s
* Aria sports unusually realistic and detailed character models for a PSP

. game, with textures that would be right at home in a PS2 title.

" The plot concerns a young man named Valen, who’s about to join the
elite ranks of the knightly Dragoneers. At the Six Dragon Festival held
to mark his induction, a fiendish black dragon appears and wreaks
havoc, fighting the six benevolent elemental dragons that protect the

Yalen did 11 damage!
Yalen attacked Hydr

PLATFORM

world. When the carnage ends, the dragons are missing and it’s up to
you and the Dragoneers to find them before it’s too late. Along the
way you acquire the mysterious allies and magic powers that are
required when you’re on a world-saving quest like this.

The gameplay carries over some of Blade Dancer’s style, with similar
enemy encounter, item crafting, and save point systems. The battle
system has gotten an overhaul, and now emphasizes putting your
characters in special “stances” that grant offensive and defensive
bonuses, and a materia-like ability customization system. The
optional wireless battles with up to three friends are back,
allowing players to take items and loot earned in multiplayer back
into their singleplayer campaign.
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Blade Dancer was one of the few PSP RPGs
that was neither an ancient port nor a flaming
train wreck of unplayability, so Dragoneer’s
Aria should at least be decent. Whether or
not anyone can care about an original RPG on
the ailing PSP hardware right now is the real
question.

i
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W Return to the Promised Land!

The classic handheld RPG moves to the
PSP® (PlayStation@Portable) system loaded with EXTRAS!

Oh dear, it’s Monster Hunter Freedom 2. | wasn’t expecting a game to
eat my brain today but here it is. If you haven’t heard from me in a

month, don’t bother to send help. It’ll be too late. | S L

K LB 4 O AN .
Monster Hunter Freedom 2 is much like the first Monster Hunter, in \M 0 | s _'-r_' Y =
that players trek through the wilderness looking for giant beasts to Y/ N B ae? M| R N

slay in order to bring back the gooey internal bits. There are quests to -
undertake, materials to turn into armor and weapons, and a big world | e U M“!", = ~
stretching off into the distance that’s significantly larger than last s N L) SR (U ;

year’s version.

It’s a brutal world out there, too. This isn’t Bambi Hunter: those huge,
vicious creatures know how to smack down the cheeky little land-

ape that thinks it’s all clever because it knows how to use a pointy
stick. The meanest monsters drop the best goodies, though, yielding
rare parts to throw into the expansive item creation system. Taking
down the biggest game without becoming a red smear on the tundra,
however, will take lots of practice, and possibly teaming up

with friends.

Although there’s a large single player campaign, Monster Hunter is at
its best when a group of four is working together. There’s no online,
sadly, but local play with a cooperative group is always a good time.
Monster Hunter’s great multiplayer action has helped make it one

of the best-selling PSP games in Japan, and while that has yet to e
translate to American sales (360 version please!) it’s not through lack = ——
of quality. Monster Hunter Freedom 2 offers much more of what made
the first games so addictive, giving plenty of reason to keep those
PSPs charged this fall.

Publisher: Capcom
Developer: Capcom
Release Date: September 2007

Genre(s): Adventure
Category: Ridiculously Huge Game Hunting
# of Players: 1-4

This expanded edition features 50 new
cut scenes supported by a dual language
mode all Comlrl'étely re-orchestrated
to the prev10u§y unreleased
“Perfect Audio Collection Plus”!
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A few issues ago we reviewed the PSP port of Disgaea in
our Japan section because there was a very likely chance
that the game might not make it across the Pacific. Happily,
we can say that after a hop, skip, and a jump from Japan,
Guam, and Hawaii the game will be arriving on our shores in
the fall. However, there’s been no word yet from NIS-America
yet whether the limited edition boxed set from Japan that
included the soundtrack will make it across as well.

—

As mentioned in our import review, this port of Disgaea is
more than just a straight dump. NIS has made several addi-
tions to the game. Some of these include slightly improved I

graphics, an item collection checklist, a BGM selector for Item
World dives, and even an all-new scenario with Etna as the
main character. However, NIS has taken the unprecedented
step of including multiplayer Wi-Fi functionality that was not
present in the Japanese version of the game. In this mul-
tiplayer mode, players will be allowed to swap items

and set conditions for a battle to beat the crap out of

each other with surrealistically high numbers.

The level of dedication and care NIS takes in its fan
favorite is something few other companies do these
days; if you’re kicking yourself for missing out on
this game’s multiple limited print runs, you owe it
yourself to keep it on your radar this time. The com-
ing release of Disgaea on the PSP just may be the
one game you buy this system for.

PUB: NISA - DEV: NIS - GENRE: RPG - CATEGORY: STRATEGY - RELEASE DATE: FALL 2007 - # PLAYERS: 1-2
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IN ANY OTHER GAME,
THIS MIGHT ACTUALLY HELP YDU.

When death can come from anywhere,

it can make even the most unflappable
near-future warrior a little jumpy.

[n Shadowrun, good brains matter

.;" as much as good aim as you ditch
¢ theusual run n"gun to outwit and
i _outgun your enemies. You're a

“".: deadly combination of firepower
-~ and mystic powers as you tele-
port, see thraugh walls, and even
turn to smoke to put the bad guys
in a state of permanent relaxation.
The bad news? Your enemies can,

too. Better keep your eyes open.

SHADOWRUN

REWRITE THE RULES OF ENGAGEMENT

shadowrun.com s
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 “I went ahead and completed all the
offers and just like they promised, I
received an XBOX in the mail.”

-J. Worley, Indiana

“ “When I first heard about it I thought
there was no way I could get an XBOX
360 for free, but it does work and I
got my XBOX in 2 days.”

-T. Stoddard, Nevada

» “XBOX came in really quick and I
was surprised to see it was the $400
value upgraded system.”

—C. Turner, Louisiana

HERE'S HOW WE DO IT :* Each month companies rely on us to
conduct marketing surveys and introduce new products and
services to consumers. In exchange for your feedback, as a
reward for trying their products and services, we give you an
XBOX absolutely free!”

This promotion paid in part by the following:
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Just 4 Easy Steps!
(1

Visit www.freegamerdeal.com

2/

Enter your email address, and tell
us where to send your XBOX.

[3)

Consider some of our special
deals from consumers you already
shop with and trust.

o

Complete the offers of your
choice on items that you already
buy every day!

(More than 600 to choose from!)
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CATEGORY: DRAGONZ!! « RELEASE DATE: 07/2007 = # OF PLAYERS:

PUBLISHER: SCE « DEVELOPER: FACTOR 5 « GENRE: FLIC .' ) . ' | | . | With every WiSh Comes true deSire.

Lair is a PS3 game that is
almost as anticipated as
Resistance was. Check the
scenario; the world has
been thoroughly wrecked
by natural disasters and
constant warfare. You
are a warrior; more
specifically, a dragon rider. Your dragon can fly (obviously), breathe
fire, and attack other dragons.

But, wait; that’s not all. You’re going to be able to land your dragon
for some ground-level fun. Trample, burn, and destroy infantry as
you ride on your dragon’s back. You’ll be able to pick up certain
enemies as well. If your dragon is looking a little weak in the

knees, eat a few baddies to restore its health. Whoever said red
meat was bad for you?

You control Lair by tilting and turning the controller. Want to slam
into another dragon? Slide the controller. It is definitely interesting

but the build we played wasn’t quite perfect. Slight variations . . . . a
in angle or direction were taken into account during gameplay, as : Where worlds collide, a select few are trained to handle any situation. But when mythical

they should be, but wgre a Uktle too Repsitify treasures appear and personal demons rear their ugly heads, nothing is as simple as it
Lair is a sprawling, beautiful game with a lot of potential. It drops ‘ b N - - . ;
in-July, so.tiEeYelopershaye plaiy ot INEENE SR SRS seems. Danger awaits around every corner. Knowledge becomes power, and only the
coptrols. The grahpics are nt,ear-ﬂawless as-is, so that’s one less ! _ T . truth will set you free.
thing to worry about. If you’ve ever wanted proof of concept for
the PS3, check out the humongous landscapes Lair brings to
your television.

« All-New Alehemy Level System
Practice alchemy to improve your skills and discover
new items to create.

« ACCBattle System

The Active Cost Card Battle System shows you the exact
order of battle, bringing more strategy to every fight.

.+ Enemy Symbol Encounter System

See enemies on the map. Avoid, destroy, or battle your
enemies. With symbol encounters, you decide how to roam.

. 'The Guild

Accept missions from the Guild to improve
your rating as a person and with the Guild.

—
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Halo 3 is alffiost herg, By the time you read this,
the famous multiplayer public beta test will be long
over, with only a few short months leit_@;#&l
game ships to stores. Still, for those of i ho
didn’t make.it, the beta revealed much about what
kind of game Halo 3 is going to be.

It’s shaping up to be a fast, furiously paced game that

eschews recent FPS trends in favor of preserving the

original gameplay style of the Halo series. There are no

predictable new gimmicks like blindfire, bullet time,

or huddling behind conveniently placed refrigeriit_()?s.

There is the new Bubble Shield that absorbs bullets
~*_ while leaving you vulnerable to melee attacks, but
e that’sclearly beenjin the for-awhile.

Of course, after.so much EPS action iff the Call of
Duty 2 vein for the 360, readjusting to Halo could
take some effort. The controls for Halo 3 are
mapped with no respect whatsoever for the basic

' 32YPREVIEW,

RS

formula most 360 shooters use. Want to do a melee
attack? Don’t hit R3; that zooms you in. Hit the A
button instead. Don’t hit Y to enter a vehicle; just
hold down RB like you were picking up a weapon.
Once you’re past the learning curve, though, Halo
3’s refusal to make itself play like everything else
already on the market is.really refreshing.

Right now the multiplayer is a blast in short bursts,
but lacks the depth for sustained play. You can only
use three maps and roughly four different game
types, and most games never manage more than
eight players per session. On the plus side, the new
matchmaking interface is fantastic, as are long-
needed new features like the ability to mute any
individual player’s Teamspeak. When the finished
game comes our way in September with more maps
and features, the multiplayer. alone should be
enough to keep you playing for months.
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PUBLISHER: 2K Games
DEVELOPER: Irrational GENRE: FPS

RELEASE DATE: 8/21/2007

* of Players: |

CATEGORY: Undersea Conspiracy

On November 5th, 1946, Andrew Ryan
founded Rapture, an underwater

city where “the great will not be
restrained by the small.” He built
Rapture as the ultimate capitalist
dream, where both commerce and
science could grow without limits.

Fourteen years later, after surviving a
plane crash, you accidentally find your
way into Rapture. In the intervening
time, Ryan’s dream has gone rancid.

The entry terminal is heavily damaged
and littered with picket signs (“Ryan
Doesn’t Own Us”), and the only people
you see have gone mad. Your only friend
in Rapture is a voice over a radio who
calls himself Atlas, who’s trying to give
you the information you need to stay
alive, but he’s not all that sane himself.

Rapture’s scientists, freed from the
burden of morality, have created
plasmids: injectable genetic cocktails

that give the user superhuman powers.
Overuse of those powers, however,
drives the user homicidally insane.
That’s exactly what’s happened

to most of the people, you see.

To survive, you must use plasmid
powers yourself. The question that

no one’s asking is whether what
you’re doing constitutes "overuse.”

All Sides Aqgainst The Middle

BioShock is, in a quiet way, a game about
choices. None of them are right and, unless the
aftermath leaves you dead on the floor, none
of them are wrong. No one is a hero, no one is
a villain, and no one has the absolute truth.

Every obstacle you encounter has multiple
solutions, but once you get past a few
introductory scenarios, nothing is highlighted;
BioShock refuses to hold your hand and

show you the path of least resistance. Your
environment is your greatest tool, but to use
it, you’ll need a little imagination. You can
hack turrets and security droids, use your
newfound genetically-activated powers in
several different ways, turn enemies against
each other and more, but it’s up to you to figure
out how best to proceed. The unobservant or
ignorant are going to get their faces caved in.

The ultimate expression of BioShock’s choice-
based gameplay comes from the Big Daddies

and Little Sisters, the bizarre duos which
stalk through Rapture’s hallways. Little
Sisters process genetic material from dead
humans into a substance called Adam, which
can be used to purchase new plasmids.

You essentially need Adam to improve your
capabilities and survive the game.

To get to the Little Sisters, though, you need to
defeat the Big Daddies, which are easily the most
dangerous enemies in the game. They’re too
heavily armored for you to defeat them through
the typical shooter tactics. You need to find
another way to defeat them, whether it’s hacking
turrets, turning other enemies against them,
luring them into ambushes, or whatever else the
environment allows.

just murdered what looks like a little girl, and
infuriated Tanenbaum, one of the surviving
scientists. If you let them live, you can cure
them using one of Tanenbaum’s plasmids and
get some Adam in the process, but Atlas insists
they’re inhuman monsters. What if he’s right?

BioShock can be a very complicated game
that way, or it can be remarkably simple.

It has very few systems that govern its
customizability and complexity, but both are
still implicit in every action you take in-game.
This is easily one of the most fascinating titles
I’ve ever played, in more ways than one.

Once you’ve managed to
get to the Little Sisters,
you have another choice
to make. If you kill
them, you’ll get twice as
much Adam, but you’ve

By Wanderer
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Bioshock, the Interview

PLATFORM

and the optics of that
era, and really have fun
with it. It was really
self-serving in some
ways, but | think it
worked out.

HGM: Why the fifties?

| heard Andrew Ryan

in there talking about
the Communists, so
obviously you’ve gotten
a lot of mileage out of

In April of 2007, the press met with Irrational
Games in New York City to play BioShock’s first
level. | managed to get the chance to interview
two of the developers.

HGM: One of the things that has struck me since
the moment | first saw the game was the retro...
| think the word “kitsch” got brought up... of
BioShock, the fifties and sixties approach. What
were some of your influences there?

Nate Wells, technical art director on BioShock:
| think in some ways, it was being tired of... |
mean, even as a video game developer, making
the same thing over and over. | think gamers
are as tired of the repetition of architecture in
playspaces as developers are. We basically went
on strike—

HGM: [laughter]

Nate Wells: —and decided that we were going

to set a first-person shooter in an environment
that it had no business being in, that was

just beautiful, and fun to build stuff for, and
evocative. We could bring in the music of the era,

it, and obviously it’s
underrepresented [in
games], but why

the fifties?

Nate Wells: Well, the seminal event in the
creation of Rapture is really the detonation of the
atomic bomb, and it wasn’t just the billionaire
industrialist Andrew Ryan who was terrified

and thought, “God, how can | escape from this
terrifying new world?”

In some ways, it was about the plausibility of that.
That was enough of an experience to drive the
world’s best and brightest away, off to somewhere
safe to wait out this terrifying new age.

HGM: Nate mentioned that the setting of
BioShock is there because you wanted to do
something different and break out of the sci-fi
mold. What led you in this direction?

Ken Levine, creative director on BioShock: |

grew up around New York, and | always loved the
look of the sixties and these gothic buildings, the
Chrysler Building... | love the Rockefeller Center.

The thing about BioShock and the philosophy of
Andrew Ryan... nothing
quite represents that

sort of “We’re doing
these incredible
things!” viewpoint as
well as the architecture
and sculpture of that
era. Critically, from

a game developer’s

S61PREVIEWIBIOSHOCK:!

standpoint, it also looks good in polygons... it
all just worked. You look at the game and you
understand [the city of Rapture] looks like their
ideals. Then the water coming in is the great
symbol for the crack in the idea.

HGM: | did get a kick out of the fact that he
named his great underwater utopia after the end
of the world. Good move, Ryan.

Ken Levine: Well, that’s his little joke. This is his
Rapture, lifting his chosen people off to a special
place to wait things out. That’s Rapture to him.
His people are brought to this place.

HGM: BioShock uses the silent, nameless
protagonist to represent you. However, |

noticed while | was playing the game that [the
protagonist] has chains tattooed on both his
wrists. Is this something that plays into the game,
or is it purely visual?

Ken Levine: That, you’ll have to play the game
and find out about.

HGM: Oh, so it is a plot point. [pause]
[to tape recorder] He’s looking at me funny.

Ken Levine: [laughter]

HGM: | noticed that when you die, you respawn in
a Vita-Chamber, and it seems like everything you
did is left intact, including damage that enemies
have taken... why did you make a game that you
can effectively die your way through?

Ken Levine: One thing we’ve done recently,

and that’s an issue that came up, is this sort of
attritional respawning thing. What we’ve done to
deal with that... we have fewer Vita-Chambers in
the game.

I’m not a big believer in punishing the gamer
over and over, but with things like the Big Daddy,
they’re so tough... you don’t have things like the

off the Big Daddy, he’s like a boss you have to
take multiple paths on. You can run away from
battles, go and heal up, lure him into an ambush,
hack security—

HGM: —bring him into a watery area—

Big Daddy in regular games. If you die and reload

Ken Levine: —and zap him, yeah. That’s what
the game is all about. Because there are more
enemies,. the enemies come back, and new
enemies come into the space, it’s not like you
ever really fully clear out a level. With the
respawning, the Vita-Chambers are a natural
thing to me. The game plays so differently every
time that by the time you go to a Vita-Chamber,
there could be more enemies and new situations
set up. To me, it’s really an issue of how many
Vita-Chambers there are.

HGM: So it’s a little less frustrating, but in a new
sort of way.

Ken Levine: Death is always a complicated issue
to deal with in games. How do you have it be not
too punishing, like the EverQuest model, but not
trivial? We’re trying to find the right place, and

it’s never going to sound like an exciting feature.

It’s a very hardcore game designer problem, but
it’s one we’re dealing with right now, actually,
and we went back and forth. Do we charge the
Vita-Chambers? Do we do this, or that? You see
it happen all the time in games like [World of
Warcraft]; they’re adding more graveyards,
they’re taking them away...

HGM: Like Vanguard nerfing death.

[Note: At the time of this writing, Vanguard had
recently patched the game to remove its long,
Everquest-style corpse reclamation runs.]

Ken Levine: Yeah, like Vanguard. They had this
idea they thought was going to be awesome, and
then they found out it wasn’t. We tested it, we
talked to people...

HGM: | think that phrase defines Vanguard,
actually. They thought it would be awesome, and
then they found out it wasn’t.

Ken Levine: That can happen. That’s why you’ve
got to test, test, test, test the idea; we never
said to people, “Would you like to play a game
in an underwater utopia?” but we had people
playing through the first level over and over and
over again, and we moved things around, we add
things, we take them away...

HGM: That’s something
| was curious about. At
the E3 demo | saw last
year, the machinery and
weaponry had much
more of a cobbled-
together, slapdash feel.
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| remember the revolver
looked like something
that someone had made
out of a curtain rod and a couple of typewriter
cylinders, but in the demo | just played,
everything looks like more period-accurate
weaponry. What fueled that change?

Ken Levine: That was me, and if people don’t
like it, they should blame me.

HGM: [laughter]

Ken Levine: At the end of a day, a shooter
player wants cool weapons. They have the same
function, but | decided they had to look cool.
They didn’t look cool enough back then.

When you start modding them, | wanted you

to see all the cool s--t you can put on them.

| wanted them to look good, because they’re
weapons. You want your weapons to feel cool, so

| made that change. | pushed that change. The
brilliant artists actually implemented that change.
| did the easy part. | said “Make it look cool!”

[We’re informed we’re out of time, and | can ask
one more question. | proceed to be a dork.]

HGM: | was curious about the storyline. | saw that
Rapture was founded in 1946, and everything
seems to have gone to hell on or around New
Year’s Eve of 19597

Ken Levine: That’s about right.
HGM: So they’ve been

Ken Levine: Yeah. The problems are building
up... What’s great about the storyline is if you
choose to get into it... you can really get into the
backstory if you want, through all those diaries.
You can sit there, you’ll put it all together, and
you’ll see the whole chain of events.

You have these three characters who are sort

of the linchpins: Ryan, Atlas, and Tenenbaum.
They’re all telling you different things about
what to believe, and what the world is, and none
of them are flat-out villains.

HGM: Oh, come on. Ryan:is.

Ken Levine: Y’know, the first thing he says to you
as you’re coming down is “Is a man not entitled
to the sweat of his brow?” It’s a good question,
you know? He built this place as a set of ideals,
but s--t happens. That’s what the game is about.
Ideals don’t stand up to the light of day.

HGM: He might be a d------ d, but his ideals are
pretty sound.

Ken Levine: Yeah. He had some decent ideas.

He wasn’t like, "My goal is to destroy the Earth!”
His goal was to create a place where people
could benefit from their own work, and what the
game’s about is what happened to those ideals.

under there for thirteen
years with relatively
little problem, and
you’re coming into this
after some spark point
that’s made everything
g0 wrong?
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Five years from now, when we look back on 2007,
the year could easily prove to be the differentiating
factor in who will dominate the current crop of
consoles. Even with Nintendo’s amazing dominance
of the casual market, Microsoft’s scientifically-
engineered and meticulously executed strategy
for the Xbox 360, and what seems like Sony’s
continual effort to play catch-up dominating this
year’s headlines so far, the final word on who takes
the crown in 2007 remains to be written.

Will the launch of Halo 3 be enough to stabilize
Microsoft’s current sales lead over Sony? Will
Nintendo ever run out of gas with the cultural
phenomenon that is the Wii? And will Sony begin
to see a resurgence of its once dominant brand?
To answer the last of these questions, we hooked
up with Peter Dille, Sony Computer Entertainment
America’s Senior Vice President of Marketing, to
get his thoughts on what every gamer wants to
know when it comes to the PlayStation 3, and even
some insight into the ongoing strategy behind the
PlayStation Portable.

Q: What do you feel has been the single best
achievement of the PlayStation 3 as a console
thus far?

PD: The PlayStation 3 set a bar so very far and
it’s a testament to Sony, [Ken Kutaragi] to have
the vision to really look out and create a system
that is going to drive this market for 10 years.
| think it’s one thing to say we have a system
that is relevant today, and that our competition
has systems that are relevant today, but | don’t
think there is any argument that the PlayStation
3 is the most technologically advanced system
of any of the consoles that are out, but again, |
think it speaks to the vision of having a 10-year
product life cycle which is being proven out with
PS2 now again, after we’ve done it on PlayStation
One, then you look at what’s going on inside the
PlayStation 3 with CELL and Blu-Ray and a lot of
people say “Do they need to make such a beast?”,
“Do they need to do everything they’re doing?”,
but | think all of those benefits are going to come
into play and we’ll look back and it will have been
the smartest thing Sony ever did to put a Blu-Ray
drive in the system. And now look at the traction
CELL is getting. So, | think that’s the single biggest
thing, just purely the design of the PlayStation 3
in and of itself.

Q: How have you positioned the PlayStation 3 to
enjoy increased sales in the latter half of 2007?

PD: There are a couple of things. Number on
that we continue to teach ﬂ’)ple ahquﬁsv
. .

—
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of the PlayStation 3. The value of having a Blu-Ray
disc drive, of having a hard drive in every box,
the value of a free online gaming service like the
PlayStation Network, the opportunity to augment
their gaming experiences with some of the content
you can find on the PlayStation Network, but first
and foremost, look at the 15 exclusive titles that
PlayStation is coming out with, just ourselves,
forget about all the great third party support,
we’ve got a worldwide studio organization that’s
bigger than Microsoft and Nintendo combined
that’s making great content for PlayStation 3,
games like Uncharted, Ratchet: Future, Killzone,
Little Big Planet, SingStar, | can go on and on, but
those 15 titles are real difference makers and |
think that they show the real breadth of content,
there’s really something for every gamer. Our
competition has a more limited offering, kind of
genre specific, but PlayStation has always been
much more inclusive, much more mass market and
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shelf, just waiting to be brought home by skeptical and/or cash-strapped
consumers. So, what do the guys at Sony need to do in order to see PS3 sales
gain momentum heading into 2008? Here are a few key areas that can help

| think we’re going to show that off in our second
year within the marketplace while some consoles
are still struggling to get their fit on the market
for many, many years.

Q: How big of a role do you feel HOME will play in
moving consoles over the life of the PlayStation 3?

PD: We’re really excited about HOME and what
HOME can do. | think HOME really leapfrogs the
competition from the point of view of offering
a 3D community service that you just can’t find
anywhere else. When people saw HOME for the
first time at GDC, there was a thunderous response
and people were just blown away. HOME is going to
capture the imaginations of consumers as well as
the gaming press that showed up at GDC because
it’s just very, very cool. The things you can do
within HOME, the way you interact with other
PS3 gamers by sharing interest, sharing content,
eally revolut1onary and from a

le what it is, and then use that to help
Station 3 sales.
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Q: Regarding HOME, Microsoft’s Shane Kim recently
stated that he “doubt’s Sony’s ability to implement
it and execute it in a really rich and compelling
way.” What are your thoughts on this statement?

PD: Weren’t these the guys who also said that HDMI
wasn’t necessary? Are they offering HDMI now?
Aren’t these the guys who said that Sony wouldn’t
be able to deliver 1080p games ever during the
life cycle of the PlayStation 3? Didn’t we deliver
those 1080p games at launch? So, ya know, | think
those comments are laughable. They should stick
to their own business and let us worry about ours
because they obviously don’t know what they’re
talking about.

Q: Looking back at the development of the unit
and the response from consumers thus far, do you
still think Blu-Ray is an absolutely necessary part
of the long-term PlayStation 3 strategy?

PD: | think the inclusion of Blu-Ray was a brilliant
stroke on Sony’s part. People have talked about
what [Blu-Ray] has meant for the movie industry,
but let’s talk about what it means for gamers.
Again, going back to launch, within first generation
software you had a game like Resistance that came
in at 16 Gigs, you couldn’t even fit it on any other
platform. When PS2 came out, people looked at
DVD and said, “Wow, are we really going to use
all this space?” and within months people were
using up all the space. So inevitably, if you give
the development community space, they’re going
to look to fill it up. We saw that with Resistance
and now we’re seeing it with other great content
so | think it’s a no-brainer. Plus, now we’re seeing
traction from the Hollywood perspective with
consumers voting in [favor of] the Blu-Ray format
when you’re looking at the Blu-Ray versus HD-DVD
sales. So | just think this is a ball rolling downhill,
the Blu-Ray format is getting more and more
momentum with some analysts talking about how
the battle [between the two formats] may be over
by Christmas 2007. So people can talk about Blu-

Ray in 2006 a t it’s value is, but if
you go out of here, | think ! inclusion of Blu-Ray]

is going to be one of the most important things
for the PlayStation 3, not just from an economic
perspective, but also from a gaming perspective
and what it offers gaming as a whole.

Q: There’s been a lot of debate over the true
success of the PS3 thus far. How does Sony itself
gauge the response to the console and what areas
need to be improved in order to increase sales/
public perception?

PD: We think the PlayStation 3 is off to a great
start. The sales of the PlayStation 3 over the
first few months outpaced the PlayStation 2,
they outpaced the Xbox 360, and so far we’re
very happy with where we are and we’re also
very confident in where we’re going. So again,
it comes back to the titles we have that will
drive the platform, but | think we always have
to be sure we’re vigilant about telling the story
and making sure people understand that there
is a lot of value in that $600 system. It’s a price
point that people aren’t familiar with and they
need to understand what they’re getting. They’re
getting a great gaming machine, but they’re also
getting an entertainment device that’s going to
drive entertainment for the next 10 years. So if you
want to do an apples to apples comparison, and ask

{0 &eE.

Let’s face it — the single biggest factor in the
underwhelming sales of the PlayStation 3 thus far
has got to be the price. Simply put, consumers are
not used to spending $600 on a gaming console,
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Walking into just about any major retail outlet over the past few months,
gamers have probably noticed an odd sight. While Nintendo’s Wii is proving
tremendously difficult to even find at retail, and Microsoft is enjoying
consistent sales of its various Xbox 360 SKUs, Sony’s PlayStation 3 sits on the

what a 360 would cost if you tried to put a hard
drive in, tried to approximate what Blu-Ray could
do, but you can’t, so you put an HD-DVD drive in,
then you’re on par or maybe even costing more
than a PlayStation 3. And let’s not forget about
the fact that we’re not charging a subscription to
get online, rather, we offer it for free. So from a
gamer’s perspective, | think Sony is doing a great
service for the gaming community by offering a
really great device that we’re going to stand by for
10 years, you can look at games like God of War 2
coming out for the PlayStation 2 in year 7 while our
competition stopped making software for its own
platform [Xbox] after five years.

Q: Moving on to the PlayStation Portable,
exactly how much do you expect killer apps like
GoW: CoO to move the needle in terms of PSP unit
sales in 2007?

PD: It’s undoubtedly one of the big drivers for PSP
this year. It’s a franchise that has a huge following
and obviously it’s a game that gamers love and if
you don’t have a PSP yet, when God of War comes
out, it will be something that raises the needle.
It’s not the only game, but it is going to be a big
part of the overall PSP message.
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them catch up:

Q: Now that you’ve had time to evaluate the
situation, do you think that utilizing a proprietary
disc format [UMD] has helped or hindered the
overall success of the unit?

PD: UMD is an essential part of the PSP. There
has been a lot of talk and speculation on UMD
from a Hollywood perspective, but from a gaming
perspective, PSP has sold 25 million units worldwide
with about 8 million units being sold here in North
America, and it’s a great gaming device that has
the added functionality of watching other content.
I think what we didn’t do a good enough job with
talking to Hollywood and educating them on the
type of consumer PlayStation Portable attracts
so they can tailor their content offerings to that
demographic. It doesn’t make a lot of sense to
have content offerings that don’t consider what
the 18-34 year old guy would care about and that’s
something we didn’t do well enough at launch,
but we’ve corrected that and so now | think you’(l
see a better strategy coming out of Hollywood in
regards to UMD.

I edniienin

1h 1

s

even if it does contain all the bells and whistles
of the PlayStation 3. But considering that Sony
has invested itself in several bleeding edge
technologies, specifically the still unproven and
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costly Blu-Ray disc drive format, it’s easy to see
why the price point for the console is so high.

Sure, all the talking heads at Sony will tell you that
it’s a part of the long-term strategy to keep the
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PlayStation 3 relevant over the next 10 years, and
it just might do that, but Sony is facing immense
pressure right now to meet internal expectations
and keep pace with both Microsoft and Nintendo.

Considering all of these reasons, the greatest thing
Sony can do to boost sales of its latest console is
slash the price on the PlayStation 3. In the minds
of consumers, an all-inclusive PS3 priced at $499

0| INESHOEL

Ask any Xbox 360 fanboy why they love their
console of choice so much and you’re guaranteed
to hear the word “online” in their response. What
started as a pioneering effort by Microsoft to
deliver a solid online gaming community in the
form of Xbox Live back in 2002 has blossomed into
the most robust, feature-heavy and streamlined
online gaming experience in the world. Sony’s
inability to place emphasis on this sector of its
overall strategy (PlayStation 2 included) has left

When looking for a competitive advantage in the
multi-billion dollar gaming industry, Microsoft,
Sony, and Nintendo know they need to look no
further than one key aspect: securing blockbuster
exclusive titles. Interestingly enough, this has
become one of the most highly competitive arenas
to track over the years as an enormous, high-stakes
game has played out with third party publishers
such as Rock Star, Capcom, Ubisoft, and EA right
before our eyes.

or even $549 would demand attention. Of course,
this is easier said than done. Sony’s gaming division
alone last year recorded losses exceeding $1.9
Billion (as opposed to a profit of $72.5 million the
year before), and although Sony expected to lose
money on the launch of the PlayStation 3 for at
least a few years, the inevitable price cut might
be the only way to move units now and benefit

the online portion of PlayStation 3 experience
feeling rather stale in comparison.

So, what can Sony do? Well. HOME is a start, but
judging by many a cynic’s comments (Microsoft’s
Peter Moore not the least of them), it seems as
though the 3D avatar-based online community
will have its fair share of struggles getting off the
ground. While the current PlayStation Network is
in essence a fully functional gaming community,
and a free one at that, it lacks the depth, simple

With developers of major franchises seeing green
and signing on to produce their titles exclusively
for one console or another, it’s obvious that the
hardware manufacturers must pursue, at all cost,
the exclusive rights to key titles in order to gain
a distinct advantage in the costly gaming arena.
That’s why it will be so important for Kaz Hirai
(who replaced Ken Kutaragi as Sony’s COO this
June) to help cultivate third-party exclusives the
likes of which could only be dreamed of by Sony
fanboys across the world.

W ENBLISMdERE

| know the PlayStation 3 is cutting edge. | know the
PlayStation 3 is the ultimate convergence of digital
art and entertainment. | know the PlayStation 3
isn’t just a gaming device, but a multimedia
powerhouse waiting to dominate my living room
for the next 5-10 years. | know it’s sleek, sexy,
and apparently something | need to own to be
considered socially elite. Unfortunately for Sony,
| don’t know any of this because of its marketing
campaign for the PlayStation 3.

All | really know from that is that little girl’s dolls
kind of freak me out...
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Honestly, | believe that one of the main reasons
people aren’t jumping off their couch to purchase
a PlayStation 3 is because they feel either
intimidated by the marketing campaign or they’re
just oblivious to exactly what the PlayStation 3
can do. Sony execs have gone on record talking
about how much they need to “tell the story” of
the PlayStation 3. That it’s a digital hub for our
digital lives. Soccer moms and SOCOM veterans
alike should have SOMETHING to love about the
PlayStation 3. Well, let us know about it.

YOI

from the licensing fees associated with having a
larger install base.

While it doesn’t seem likely that this would actually
happen any time soon due to the aforementioned
high-end tech inside the PS3, biting the bullet to
move more units and keep its head above water
in the next gen console war might prove to be the
best decision Sony can make in 2007.

interface, and attention to key aspects such as
online identity, communication functionality,
and prioritization of social networking that have
made Live such a huge success. After all, over six
million gamers the world over have proven that the
simplistic, clean, and reliable experience of Xbox
Live is worth subscribing to, so perhaps Sony can
simply enhance the PlayStation Network to match
Live feature for feature and gain a new audience
while at it.
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Additionally, these exclusives, along with the

first suggestion on this list, will help deliver the

PlayStation 3 out of a state of expendability and

into “must have” status for a huge percentage of

the audience who currently feels life without a
PS3 isn’t so bad.

While cool, slightly entertaining and distinctly
odd, the current marketing approach for the
PlayStation 3 is failing miserably to deliver
“the story” of what the PlayStation 3 means to
consumers in 2007. Change this, and perhaps more
people will understand and appreciate the value,
scope, and capability of the PlayStation 3 in 2007
and beyond.
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Insomniac’s PlayStation 3 launch title, Resistance:
Fall of Man, is widely regarded as the best game

on the system thus far. By showcasing what the
PlayStation 3 is capable of technically, and
implementing the strategic yet fun gameplay the
company has become famous for with its prior
titles, Resistance helped set a standard for what PS3
owners should expect from the console.

Now, as the first developer to offer up a second title
for the PlayStation 3, Insomniac goes back to its
roots and delivers the first next-gen version of the
popular Ratchet and Clank franchise. Titled Ratchet
and Clank Future: Tools of Destruction, gamers will
be treated to an enhanced version of the quirky,
innovative and extremely fun gaming experience
that has become synonymous with the series.

The story has our gadget-building hero Ratchet and
his cyber-sidekick Clank reemerging after some
much needed R&R when the former of the dynamic
duo begins to question his origin as a Lombax, the
velvety, yellow, bipedal, cat-like race from which

he descended. As you might imagine, someone else
is equally interested in Ratchet’s origins: a tyrant of
an ancient race of foul insect-like monsters called
Cragmites whose name is Emperor Percival Tachyon.
Of course, trouble ensues when Tachyon stirs up an
age-old grudge and is bent on wiping the last-known
Lombax off the universe. Ratchet and Clank are
forced to escape their home galaxy when Tachyon’s
forces invade, but not before stealing Tachyon’s
imperial warship and setting out on a quest to
unravel the mystery of the Lombaxes, and of course
have some major destructive fun.

In the demo given during Sony’s recent Gamer’s
Day in San Diego, it’s evident that Rachet & Clank

Future, like Resistance before it, will truly showcase

what the PlayStation 3 is capable of. The gang at
Insomniac has overhauled its proprietary PS3 engine
technology to create the most visceral Ratchet &

Clank universe yet, made evident by the overflowing

of exotic creatures, flying vehicles, and tons of
motion in the surrounding landscapes.

And when Tools of Destruction has you traveling the
galaxy experiencing the humorous and adventurous
environments such as a majestic cloud city and a
space-age amusement park, you’ll notice how there
is a distinct sense of life throughout everything in
the game.

This is all brought together by increased draw
distances, enhanced lighting and shadowing,
and more fluid and exaggerated animations than
previously possible in the series.

(Thanks, CELL Processor!)

One example of this was given during the
demonstration when it was noted that Ratchet
had previously possessed a total of 112 moveable
joints throughout this body in the PS2 versions

of the franchise. That number has now been
bumped up significantly on the PS3, with 90
moveable joints in Ratchet’s face alone. It is the
little details like these that are letting us see
how next-gen hardware is taking gamers, and our
favorite games, to a whole new level of detail.

Of course, the Ratchet & Clank series wouldn’t
be what it is without the entertaining and
extremely effective weapons the series has
become known for. Once again, Insomniac is
going all in by including new weapons such as
the Plasma Beast and the Tornado Launcher.

In what will probably end up being one of the
most widely regarded successes of the game,
Insomniac lets you control certain weapons

by utilizing the SIXAXIS motion sensor while
simultaneously controlling Ratchet with the
regular controls. From what we’ve seen, it looks
like this will provide a unique, dynamic gaming
experience that will undoubtedly be copied by
future titles and will certainly make the chaotic
combat of the Ratchet series that much more
entertaining this time around.

Another area of the game that is being enhanced
is found in the inclusion of “on-demand” combat
devices such as the Groovitron, which basically
allows Ratchet to disperse a portable disco ball
that causes enemies within a certain radius to
stop, drop, and boogie to classic 70’s disco hits. It
sounds absolutely absurd, but trust me, once you
see the Groovitron and the other "“on-demand”
weapons in action, you’ll realize how everything
Insomniac has done in Tools of Destruction blends
together to create an experience that no Ratchet &
Clank fan can afford to miss out on.

Slated for release exclusively on the PlayStation
3 this Fall, Ratchet & Clank Future: Tools of
Destruction looks to deliver one heck of an
entertaining action-adventure experience.




Naughty Dog’s new project doesn’t have Daxter in it, which means they’re
automatically off to a better start than most of their other projects.
Uncharted is the story of Nathan Drake, a pulp-style hero on the trail of the
legendary city of El Dorado.

The good news is that he seems to have found it. The reason no one’s beaten
him to it is that it’s on an uncharted island in the middle of the Pacific. The
bad news is that Drake and his companions promptly become stranded on
the island with a cadre of hostile mercenaries.

Uncharted was first revealed at Sony’s pre-E3 press conference, where its
name wasn’t mentioned. In action, it looks a bit like Resident Evil 4, with the
controls switching to an over-the-shoulder view when Drake pulls a pistol.
Naughty Dog is working to make Uncharted one of the smoothest and most
intuitive action games yet. Drake can switch smoothly between gun combat
and hand-to-hand brawling on the fly, allowing you to take center stage in a
series of fast-paced action setpieces.
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in March, the gaming world stood up and took notice. Although the game

comes off as little more than a tech demo for the impressive capabilities of

the PlayStation 3, it’s quite possibly one of the coolest and cutest tech demos
the gaming world has ever seen.

Utilizing the PlayStation Network as the backbone of a community-based
experience, Little Big Planet invites players to create, share, and play with
their self-made levels. It’s simplistic, really, but when you factor in the
impressive advanced physics models, nearly limitless customization, and

a well thought-out process for sharing and participating in user-generated
content, Little Big Planet
could prove to be the
system seller that finally
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Unreleased outside of the UK, the first SingStar on the PS2 was praised for
its use of the EyeToy to place the player in the game and for its well-made
microphone controller. Now it’s set to make its U.S. debut on the PS3, and it
will come loaded with new features to keep the improved silver mic in your
hands and make sure its extensive roster of tunes are stuck in your head.

The in-game SingStore will allow you to download music and bring the playlist
to over 300 songs, including the entire back catalog from the PS2 version.
Songs can be saved to either the system’s hard drive or a memory stick, and
further customization will be offered in the form of menu skins and the
ability to use the EyeToy to once again put yourself in the game.
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You’ll even be

able to upload
audio and video
EyeToy recordings
of your best, worst,
or most hilarious
performances to
the game’s My
SingStar online
community, and
listen to (or view)
them on the go

by transferring
them to your PSP‘s
memory stick.

My SingStar will
also allow you to
upload photos of your performances and get feetback on your audio and video
postings. The comedy potential of that one feature is endless.

SingStar for the PS3 is slated for a fourth quarter release, and unfortunately,
no licensed track listing is available right now. One featuring leading artists
from around the world in audio and video form has been promised, so the
in-game playlist should at least meet the expectations of players. Thanks

to its many features, it looks like SingStar will be the standard-bearer for
PS3 singing games for the foreseeable future. Hopefully it turns out to be
worthy of that distinction, and doesn’t fall short of its potential.

The immersive tactical combat found in the SOCOM series on the PlayStation 2
has made it one of the most successful franchises in the industry over the past
several years. Well, Slant Six Games and Sony are locked and loaded on the first
next-gen installment of the popular franchise and we just got some new intel to
share with the troops.

Titled SOCOM: Confrontation, this online-only romp supports up to 32 players at

one time, which includes regional combatants or teams from around the world.
Sony is referring to Confrontation as a “global-scale experience” and it’s backing
it up with the opportunity to duke it out with players from the United States,
Europe, and Asia.

Players will have access to seven different gameplay modes on each of the game’s
maps with fully featured load out, encumbrance, and unique uniforms helping
to add some customization to the battlefield. There will also be support for Clan
Ladders, Tournaments, and Leader Boards making the already crack-like addition
of SOCOM that much more enticing.

So far, the game simply looks like a high-def version of previous SOCOM titles,
but a closer look reveals new advanced physics, ballistics, impact and destruction
modeling and richer environmental detail that help take this franchise into the next
generation with style. Also adding something new to the series will be inclusion of
SIXAXIS functionality, which so far only promises to “offer greater control,” so we’re
not exactly sure how it will be implemented. While the visuals look nice, and taking
advantage of PS3-specific hardware is great, this game is all about providing console
gamers with the ultimate online warfare experience. With the inclusion of advanced
player matching, advanced voice communication, facial and physical customization,
and support for up to 32 players from around the globe, Confrontation should deliver
everything it takes to please any fan of tactical shooters...except an immersive single
player story that is.

The game ships this fall with five North African-themed maps, but Sony is promising
updated content, including new destructive playgrounds, to be available within the
PlayStation Store shortly thereafter.

When Sony and Media Molecule announced Little Big Planet back at GDC

helps Sony expand its user
base for the PlayStation 3.

Appealing to hardcore and
casual gamers is no easy
task, but it looks like the
team behind Little Big
Il Planet has implemented a
- good system for breaking
players in to this rather
untraditional style of
game play. Because

the game starts with players simply learning about their characters’

powers and physically interacting with the environment, you’ll seem to
always be learning something new about the game world and its characters
from the moment you pick up the controller. Having multiple players is where
it’s at though, since all of the places to explore, creative resources to collect
and puzzles to solve will require some serious brain power and most often a
large amount of collaborative teamwork.

With a focus on creativity, community and pure fun, Little Big Planet looks
like it will be a huge addition to the PlayStation 3 roster when it is released
early next year.

Folklore has been through quite an odd little journey in its lifespan.
It was originally pitched as part of the Monster Kingdom series, then
changed titles to Unknown Realms and the rather unwieldy Folks Soul: The
Lost Folklore. Now, it’s simply Folklore.

Keats is a practical man stuck writing for a third-rate Occult Magazine,

when one day he receives a call for help from a woman in a remote village,
only to find her murdered upon her arrival. There, he becomes involved

with Ellen, a young woman with a mysterious past who appears to have

some connection to the victim. Though the two of them go their separate ways
to investigate the murder, they both soon find themselves drawn into

the Netherworld in order to investigate the true story behind it.

Folklore possesses the kind of strange, dream-like plot and non-linear
gameplay innovations you might expect coming from Yoshiki Okamoto, creator
of the Shin Megami Tensei series. It’s a fantasy-adventure, with creatures
based off of real-life legend: in this case, the mythology of folklore and

fairy tales. Playing as Keats or Ellen, players will experience that character’s
individual view of events, and have to employ different strategies in combat
based on that character’s own skillset.

As a PS3 exclusive, Folklore makes use of Sony hardware, giving you seven
beautifully-rendered
realms of the Netherworld
to explore, and makes

full use of the SIXAXIS by
requiring different sorts of
motions to properly draw
out a spirit’s soul after
you defeat it. Absorbing

a spirit’s soul gives you
control over some of their
powers, which you can
then use. PSP connectivity
will also be employed in
an as-yet unannounced
capacity.
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Level-5 is following up
Rogue Galaxy with, of
all things, a take on the

story of Joan of Arc. Jeanne
d’Arc is a turn-based strategy
game that retells the story
of the Hundred Years’ War as
a struggle to once again seal
away long-dormant demon
kings before they can destroy
the world.

g’(“ MP,_ 22/ 1™
You’re placed in the role of dihea B 5 )
Jeanne, who is commanded
by the voices in her head
to go forth and do battle. You’ll fight against both historical and actual
monsters, such as ogres, dragons, and hopefully the notorious serial killer
Gilles de Rais. (Read about him sometime. That guy was crazy.)

Jeanne can recruit up to fourteen other characters to join her battalion,
seven of which can be used in a given battle, and each of which can
use a specific weapon type and can thus use a variety of special

:
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skills. You can also combine characters’ skills for powerful team-up attacks,
and customize them with more than a hundred and fifty abilities.

Each battle in Jeanne d’Arc must be completed within a set number of turns,
which should add a certain degree of challenge to the proceedings.
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of such
characters as

an onion-headed
karate master, a
lazy junk-selling
frog, and a cool
roach MC. The
character designs
were done by
illustrious graphic
artist Rodney
Greenblat, so

Though rhythm games like DDR are popular nowadays, they were a risky
novelty back in the earliest days of the PlayStation era, when people were
still struggling to break free of the classic RPG and platforming molds. One
of the first games to turn against the tide and help usher in the new era of
gaming was Masaya Matsuura’s PaRappa the Rapper, which is set for port to
the PSP in July.

PaRappa the Rapper follows the eponymous PaRappa, an anthropomorphic
puppy with a penchant for beatboxing. His dream is to become a famous
rapper and win the heart of his unrequited love, an anthropomorphic
flower named Sunny. To accomplish his goals, he’ll study under the

before you ask,
this isn’t weird.
It’s art.

[P {3 P

As PaRappa studies under his teachers, you must first mimic their raps in the
now time-worn process of pressing appropriate buttons in the correct timing
sequences. If you acheive the highest level of success here (U rappin’ COOL),
you must then improvise your own songs based on that teacher’s “template.”
Though there are only six levels to play in the main game, the new port
makes use of the PSP’s wireless functionality to increase replay value. 4-
player head-to-head play offers multiplayer potential, and five new levels will
be offered for download from the network.

Will this once revolutionary title maintain its freshness now that the genre
it helped create has become ubiquitous? Only time will tell.

- FIRETEAM
MaA1

Previously only hinted at in GoW II’s manual, the official announcement
of God of War: Chains of Olympus shocked skeptics who doubted
that the series could be done on a portable. The first screens and video
released for Chains of Olympus revealed that the fast pace and epic scale of
the first two games would be retained.

of the much-beloved Daxter, so any worries about this new entry not living
up to the first two should be assuaged. Everything shown thus far for Chains
of Olympus makes it clear that it will carry on the tradition of having Kratos
| slaughter anything in his path in as grizzly a manner as possible.
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While the gameplay, story,

that God of War will be done

justice on the PSP, there

is some concern that the

PSP’s control setup won’t

be able to work for some

vital gameplay elements,

| like enemy targeting with

| the right stick. It seems

' like RaD will at least have
to re-map that function,

which could affect the

and to a lesser extent, music mmmm WW :
shown off thus far indicate — — |
"{' .’: I 'h._ .

Development duties have been handed over to Ready at Dawn, the developers

sgrom:-facticdl-sfrike

In the heat of battle, it’s good to be flexible. When it comes to waging war on the
countless Tom Clancy games and other tactical shooters on the market, Sony’s SOCOM
series hasn’t shied away from mixing up the battle plan, especially on the PSP.

Case in point, SOCOM: U.S. Navy SEALs Tactical Strike, the follow-up to the rather
impressive SOCOM: Fireteam Bravo on the PSP, isn’t so much of a follow-up as it is a
completely new game. Designed from the ground up for the PSP and in conjunction
with the U.S. Naval Special Warfare Command, SOCOM: Tactical Strike aims to offer
the most realistic portrayal of special operations’ team tactics and strategy seen to
date. How, you ask? By bringing a new gameplay format to the SOCOM franchise that
allows players to assume the role of an entire team of elite Special Forces, evaluate
their situation from the SEAL’s perspective, plan their approach, and execute their
strategy using the innate expertise of their four-man SEAL team. Think original Full
Spectrum Warrior, but with more of an emphasis on action and the ability to issue
commands to individual soldiers, fireteam elements, or their entire fireteam.

In Tactical Strike, players will be given the option to play as international Special
gameplay a great deal.
Story details are in short supply, but it is known that it will take place
during the ten years that Kratos spent serving the gods, and that the story

is planned to be something that can both stand alone and act as a bridge
between God of War, GoW II, and the hopeful but unannounced, GoW III.

Right now, it looks like most of what’s made the series great is definitely
going to be carried over, so as long as nothing horrible happens between now
and its release, this game will be well worth the time and money of everyone
who has enjoyed the series thus far. Chains of Olympus is shaping up to be
another killer app for the PSP, and the biggest one of ‘07 by far.
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Forces from the UK, Australia, France, Italy, Spain, Germany, South Korea and the
Netherlands, and since developer Slant Six seems to be all about the details, each of
these Special Forces units are supported with their individual native languages.

The game is set to feature nine non-linear missions based in South America, where the
US ambassador has been abducted by radical insurgent forces. Your team drops in and
you’ll guide them through urban, industrial, and jungle environments on your quest to
deliver Panama from utter pandemonium. Pretty generic narrative here, but at least
it sets the stage for some pretty cool game play environments.

Taking the game online, you’ll be able to square off against up to four players though
the PSP’s ad-hoc or infrastructure mode. Each player will control a team of four soldiers
as they aim to kill in an effort to build up their skills, weapons and equipment.

With a new gameplay approach, needed enhancements to Al, and pretty meaty
experiences both online and off, SOCOM: U.S. Navy SEALs Tactical Strike will look to
ration off a significant amount of fun for PSP owners when it ships this October.

The Syphon Filter series is often derided (mostly by idiots) as Metal

action series on the PSOne.

After the deservedly forgotten Omega Strain and the virtually
uncontrollable Dark Mirror, Logan’s Shadow hopefully marks a return to

greatness for Syphon Filter’s combat mechanics have been updated for the next

the series. generation with Havok physics, new moves, and 360-degree underwater
action. Gabe has acquired the ability to take human shields, and can fire
blind to make enemies dive for hard cover. His already-enormous arsenal

ﬂﬁﬁm[ﬁwﬁ

Logan’s Shadow features a story written by Greg Rucka, one of the
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authors of DC’s weekly hit 52. (“Does this mean there’ll be lesbian

Gear Solid lite, but the original trilogy was one of the most satisfying detectives?” - Lynxara) We can only hope. Gabe Logan is called back
into the field to investigate (and by that we mean “shoot”) a dangerous
new band of terrorists. Along the way, he uncovers information that may
lead him to discover Lian Xing, his partner, has become a double agent.

of firearms has
been enhanced
with more
grenades,
including smoke
bombs and
flashbangs.
(There is as yet
no word as to
whether he’s
still extremely
flammable, as
he was in the
PSOne games.)



Though I've peen to Tokyo pefore and know its train
system rather well, | somehow managed to forget that the
yamanote line, the main train line that runs through Tokyo,
doesn’t provide escalators.

My first destination Wwas Shinjuku, where | thankfully
checked in without , took the train to Harajuku
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Day 2: £ 8, (Press Conference)
The next day, | crammed into 2 small, hot room with about
fifty other journalists, where we got the standard sequence
of speakers and game trailers anouncing Dig upcoming

M“NKH m“RNN_ M 'm[ SQUAREEN‘XPARW B\{ K““N\]nu releases. Though headsets were available to interpret

; for the international press, | was caught in the advanced
Day 1: Bl& (Arrival) learner’s dilemma: | knew enough Japanese that
) ) ) o ) ) e one of their limited sup f ! e 3 - trip is
The ﬁrst mistake of any pusiness trip 15 lethg your fnequ headsets, derstand everything that ‘ . v _ ) of the ?ot (Earm.ng "
convince you that you need to 80 souvenit shopping while  was said. Fortunately, the material spoke for itself. : ; -y vy, be. whp ace you’re s e layout
you're there. The second mistake is agreeins to take your S a8 is that atth’ had faﬂedut%posed to

€ Messe realize

friend’s massive hardtop suitcase to better suit that purpose: yamagishi Yoshinori was first up, announcing remakes of

the first two Star Ocean games (with all-new hand-drawn
animations) and the production of Star Ocean 4. Amidst the
technical difficulties of @ stumbling Chocobo cosplayer and
some presumably unrehearsed lighting shenanigans, Shinji
Hashimoto and Yuki Yokuyama announced the release of a
new Chocobo’s Mysterious pungeon, with a trailer far more
badass than any game about chocobos really deserves.

and Toshyuki Iltahana announced two new
games in the Final Fantasy: Crystal Chronicles franchise, as
well as Final Fantasy XIl: International Zodiac Job System-

The highlight of the press conference, though, was not - " ;
se franchise teasers, : ) Interview of the d
. d 360 called The Las ( = - The exhibit ¥
trailer showed dazzling field sequences @ ; while no ition floor i
that played with the boun ncan t exactly E3-ca,(t self,
was clear that those power - em processors e i = D iber,
weren’t just pushing pretty graphics, but gameplay unlike '
anything earlijer systems have been capable of. The battle
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which advertised, first and foremost, the latest trailers for
all three entries in the upcoming FFXII triptych, Fabula
Nova Crystallis. The trailers were high on bang and low on % : 4 ’ I, the exquisi 1
content, and there’s nothing | could tell you about them { Y k™ . : P produq Ite EtOﬂe R05enqueen hate raee ) S
that you couldn’t l€arn from downloading last month’s issue cts lam bringing to the Ro rved this space to bring yo .
and reading Shoegazer’s preview. Instead, U concentrate senQueen COmpany just in tim fy ur attention to the many superi
on some other games that caught my interest. N \ : FirStIy [ i e for summer! 10r
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r the DS Lite. Th
. ese

highly-crafted, beauti
, beautiful covers
AT . are the only covers el &
ined wi - elegant eno
B o vl\xlith me W|!dly adorable BIing—a—Iinglj(ggJh o ECE L S ENE:
ss Marl Kingdom, and compete agair\:vflry Seals, you can A
st your friends! Wl

Final Fantasy Iv DS
FFIV is getting the same t FFIII got for the DS,
including in-game scenes complete
with voice acting. ler was the most
exciting part of the expo for me. IV has long time been my
favorite FF, and hearing the lines of the opening sequence
i hat a work of art its script
is. When Rosa s “‘my beloved Cecil,” you
could hear the ping from all the
girls in the audience.

We'll also gi
glve you a new hoice i
|eague b TRCT B choice in Prinny Plushi
, but Big Sis is as cute as Prinnies c)gme hﬁl\isd You know, she’s notin m
i ’ y0u

can never go
wrong wi :
around! g with a loyal, classic Prinny

It’'sa wonderful World
From the makers of Kingdom Hearts, this DS game follows
Neku, a Japanese yo ho wakes up one day in Shibuya
with the ability to rea 's thoughts, d animperative
that he must survive there n days. Gameplay videos
suggest strange sort of beat-’em-up, where you control
Neku on the touchscreen with the stylus, and a second
character on th i D-Pad. The trailer
(which, like mo designed to
spoil the game’s en i s Neku’s character
ely on other

you who have b )
an RTS- een anxiou o
present G;zlg Qam_e to grace your PS2s, we E)I?'ovll’glltlng for
rimoire™. You can follow the story ofyLiII t
e
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: attends a famous magi

e us magic academ Y
resting as me, but then againgl’ ricﬁ? y. She’s not as

8 UMD capacity, it" '
y, it's pe . $
iy perfect for keeping your collection with you

growth from a lone W who can I
people. If it makes it to UsS shores, this stylishly original

game will definitely be worth a look.

With all t i
Wi oft;ia(otement coming this summer, stock
gaming and accessory needs'l | wish -+

you all a happy and h
e
getouta little. i) UL A 5

experiments

and interact with a very youns,

very sweet-looking Aerith. Assuming
the game’s action-based gameplay
actually carries its weight, this
might be the first real incentive for
a lot of people (myself included) to
buy a PSP.

Final Fantasy Tactics A2
The follow-up to FFTA, FFTA2 for

the DS concerns a student from our
world who gets dragged into \valice,
put prefers to see his st
circumstances as an adventure
instead of @ purden. In an interview, i
through the incredibly broken
English of Kawazu'’s interpreter, We =

Final Fantasy: Crisis Core managed to glean that the judging syste FFTA would

After a ton of sequels and sidestories, we’re finally getting  be present, but altered, an -

to explore the packstory of the actual main characters of ot of the classic epic plot of

FFVII, and | have to admit, this one got my fangirl senses  focus on a light-hearted story that was just a

tingling. Crisis Core follows Zack, Cloud, Sephiroth, andthe  fun and enjoying the moment.

other members of SOLDIER as they undergo the first Mako
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s — IS '. === 2y | \uls = & - _ They do have some features in common, ————— g e What 0n Earth Is This All nhout?
p— T p— L ” E _ o o ) _ . - though. A limited shield makes each )
] ' A Y e &) character completely immune to melee
It & —8| : _ ; e Ve _ ; W attacks for a short period of time, but _ P
3 5 ; 7 bullets chew through it pretty quick. Each - _.L
character also has three guns to cycle [ \ R —— i
z /."lR..., e

The Red Star is based on the comic of the
same name, originally from Image but
now self-published by Christian Gossett’s
Archangel Studios. It tells the story of

a mythical modern-day Soviet Russia,

4

¥ = G e N e P T - ;i -' through, even though the starting gun’s
W =1 James | X £ 3 )= ¢ 4 - concentrated firepower tends to be the the URRS, and what happens when they
- : - most useful. Two meters keep track of suffer a crushing defeat at the hands of

2 _ . Q your gun and shield strength, and while _Q-L == 1 the ancient protector of Al’istaan. The
/ ! N 2 S ’ they replenish pretty quickly, it can be sorceress Maya lost her husband when
Lk 8 \ Y \ nervewracking waiting to use them again. ™ = o, 3 the immortal Kal Dathra wiped out over
e . ) =7 AUl that power isn’t much good without g I ‘—‘Wﬁﬂ“ 240,900 troops in a si.ngle day, but Marcus’s
2 AN A swarms of enemies to use it on, though, _ A SO S [ Bl il e e s
o / and The Red Star happily tosses them out NN e/ traitor Imbohl by the mysterious Red

Arcnive sats on anemy c]

- by the truckload. While one by himself Woman.. After the .initia.l .four-1:ssue sgtup,
doesn’t usually pose much threat, in a large the series deals with military issues in the

] : T —_— . ’ kened URRS and Maya’s discovery that
Publisher : XS Games Genre(s) : Brawler/Shooter AT o (68 ,_.:""-a‘_.._‘ % group they can do scary and horrible things ™~ : wea .

Developer : Acclaim Studios Austin ~ Category : Genre Mashup T R ?F‘ Bl o ."@ e to your health bar. All it takes is a pair of d : A0 g 7 ElEad MIHEEE i 1l mesdl-Eeae
Release Date : 4/24/2007 # of players : 1-2 (e, ea b W e ; > = the guys in red and their fast double-blade ? :

=1 11%ghk strike, a couple of gunners or grenadiers off
7 f I ' = to the side, and maybe a shield guy for good
05:__"—:'\ _ — measure to cut you down to size. New enemies are introduced almost constantly, even
Acclaim was always an odd publisher. On the one hand they’d put . = ———— e on the final level, and their attack patterns vary enough that the addition of only one
out the most godawful junk, but then turn around and publish NN = | unfamiliar unit can change the required tactics for an otherwise-standard encounter.
games like RC de Go, Darius Gaiden, or Power Shovel. It was like ;
a pressure valve that prevented them from exploding from the
craptacular force of a thousand BMX XXXs. Acclaim’s redemption
game for 2004 was going to be The Red Star, an old-school
brawler that also incorporated bullet-hell shooter elements. The
demo came out for both Xbox and PS2, and then Acclaim got
eaten alive by bankruptcy mere weeks before The Red Star was
due to hit stands. The situation, to put it bluntly, sucked.

Rating : Teen (Animated Violence, Strong Language)

While the melee attacks are great for handling the hordes of normal enemies, the
guns really start pulling their weight in the numerous boss encounters. These are
where the shooter elements come in, with complex fields of fire making life difficult.
Criss-crossing bullet patterns, webs of lasers, or thick swarms of firepower emanate
from trains, tanks, planes, turrets, and anything else that can have a gun bolted to it.
The lock-on function points your return fire in the right direction, but paying attention
to the gun’s overheat bar while watching out for the occasional enemy soldier keeps
¥/, N things from becoming a “hold down
Assuming you aren’t one of the developers stiffed on pay, however, s : ¥ A\l e ] button and dodge” affair.

the injustice of The Red Star’s death has finally been reversed. : J . T
It’s three years late and doesn’t look quite as spiffy now as it did
in ‘04, but the gameplay rocks hard, there’s a ton of replay value,
and the low price of $20 practically demands that you purchase it
if you’ve ever enjoyed chaining a combo. It also doesn’t hurt that
The Red Star is the best classic-style brawler I’ve ever seen.

There’s even more, of course. The
end-of-level bonuses are put towards
stat increases, an arena mode opens
up once the game is completed the
first time, beating the arenas with an

> F ¥y | , S ) "i. g A rank opens up cheats and an extra-
The action is just ridiculously fun, no matter which of the three =" . 4 /11 s . + ¥ hard difficulty, and there’s even co-op
characters you choose. Light and fast Makita is great for hit and run e =/, 'y = /. == Ul Ak it 9 multiplayer. The fast,
tactics, dashing in and throwing a flurry of hits before swiping the - j B responsive controls make
enemy into the air and smashing them down again. Kyuzo, on the —— e - .- 17 e o — — =T every encounter a blast to
other hand, is the tank, strong and brutal. He’s loaded with grab : NeES——waee T i ‘ Y ——— £ == slice, pound, crush, and
attacks that can clear a room fast, but has the usual slow speed for e S s ! Nespy shoot through, and every
his type. Then there’s Maya, the sorcerer, who’s unlocked once the § = _': B = : al - g\ LR " hit | took felt like my fault
game is beaten the first time. Her strong magic is great for ranged - = , PR TS WO for not playing better.
attacks, either throwing out a force bolt or pulling back the baddies - oL St ' / = - et ‘:.@- ‘ The Red Star is an amazing
for some air juggling, and when used in conjunction with her fast . i : . — ’ game; it’s fast, fun, and
chained melee attacks makes her ridiculously powerful. Each : : g - - loaded with variety. That
controls differently enough that it’s worth playing the game three 3 k7 2 3\ ‘ R it sat unpublished for
times to see what they can do, and trying to transplant the combo L A== R S A . . - three years is unfortunate,
patterns of one into another will just end in pain. =g : S WA LE? - ' B ooy but missing it now that it’s

; . = ' # here would be a crime.

§ | Thesecondopiniont " 1 0.0.8.0.¢

2nd opinion by Sardius e Alternate Rating : 5 of 5
Man, Acclaim Studios Austin sure had a big old boner for Treasure. Incredibly,

though, The Red Star manages to outclass a good majority of Treasure’s library,
and is thus far the best game of 2007. If you don’t buy this, you’re an idiot.

The Red Star is also about some truly
stunning artwork. The cold, utilitarian
machines of the URRS are brought to life
using computer models that are perfectly
incorporated into the Gossett’s fine-line
style. The coloring by Snakebite does

an amazing job with light and shadows,
perfectly justifying the story’s slow pace
due to its many two page panoramas. The
Red Star is a treat to both read and see,
and tracking down the two graphic novel
collections is highly recommended.
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| have a confession to make. Gather around, because I’ll only say
this once; it’s something I’m very sensitive about.

Up until a few days ago... | was a Tomb Raider virgin.

It’s true! | had never known the wonders of Lara Croft. Oh, I’d
hear about her in hushed tones amongst my male colleagues in

my high school computer lab. Apparently, she wore short-shorts,
wielded a pair of guns, and could fit into any passage. Sometimes
I’d even guiltily sneak a peek of her (gasp!) raiding tombs in all of
her hundred-polygon glory as a friend manipulated her model on a
nearby computer. For some reason, though, | held off, declining to
play the game or its sequels, which | would often hear reports of
declining quality with each new release.

Up until a few days ago, | wasn’t sure why | never took the
Tomb Raider plunge like all my friends did. Now | know.
Clearly, | had been saving myself... for this. Is it everything |
ever dreamed of? Just about.

Having worked wonders with Tomb Raider: Legend, which
rebooted the then-convoluted franchise while fixing the
gameplay and themes, Crystal Dynamics’s second outing with
Lara is a heavy remix/re-imagining of the original 1996 classic.
The results are about as good you would expect. The Legend
engine, along with Lara’s new abilities and a complete face-lift
for the levels and puzzles, results in a game that lives up to

— and dare | say, surpasses — the standard set by the original
Tomb Raider all of those years ago.

There’s just so much that this game gets right. You’ve got
Lara’s aura of cool — the twin guns (along with other
assorted weaponry), superbly-animated acrobatics
and well-done voice-acting establish it quite handily.
There’s the feeling of mystery and suspense in
spelunking through ancient ruins in search of
artifacts, and the feeling of complete control you
have over Lara as she runs, climbs, jumps, and
shimmies everywhere she can. There’s the sense of
accomplishment brought about by solving puzzles
that are tough, but not too tough, provided you

look absolutely everywhere. In addition, you’re
forever aware that, as cool as she is, Lara is

human, and thus fragile in the face of bears,
dinosaurs, and heights. Mortality is her greatest
enemy, and her only weapons against it are her

wits, strength and nimbleness. She has a variety

of moves for avoiding death and getting out of
harm’s way, but they’re realistic and full of risk.

All of these things allow whoever plays Anniversary
to see why Lara Croft is one of videogaming’s icons,
even in this late era of electronic entertainment.
The Legend engine also does its part, bringing
some very impressive graphics to the aged PS2
in the form of large, detailed environments, and
animation that brings Lara to life on the screen.
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Some enemy character models fare worse than others, though.

Mind you, there are a few hiccups here and there which keep this game from perfection. The
camera sometimes has issues with not always wanting to point where you want it to point, but
since this is a game involving more methodical adventuring than fast-paced action, it’s easy to take
your time and get your bearings. Of course, when you’re involved in a shootout, that same camera
goes absolutely bonkers.

In fact, the whole combat engine could have used a few extra tweaks before release.
Along with the aforementioned bonkers camera, the Adrenaline techniques (see
sidebar) are cryptic when it comes to executing one properly. The moves and motions
that initiate these techniques are slow and imprecise, even though the rewards are still
worth attempting one. Forget about trying to land one when there’s more than one
enemy in the area, however. The interactive “button-sequence” cutscenes, on the other
hand, get a thumbs-up from me. t

i

In the end, though, it’s a testament to the game’s quality that even in the face of the
imperfect camera and combat, the wonderful adventuring aspects manage to make up
for whatever other shortcomings this game may possess. Having lots of great exploration
mixed with a lesser amount of mediocre combat didn’t stop Prince of Persia: The Sands
of Time from achieving greatness. This is no different. |

If you’ve fallen off of the Lara train after being burned by one too many Tomb Raider:
sequels, this (and reportedly Legend) should be enough to bring you back into the fold.
If you’re entirely new to the series (like me, though I’ll admit we’re a rare breed), this
is the perfect title to start with — especially since now you won’t have to deal with | !
graphics from ten years ago. \

Here’s to you, Lara. You’ve just earned a new convert. | enjoyed myself; let’s do this
again sometime.

Score: 4 of 5
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Tomb Raider: Anniversary may be based on the
original late-90s classic, but it’s not a 1:1 retread
in the slightest. Anniversary presents brand new
challenges, and thus, Lara herself has evolved
to meet them. Get to know her new abilities,
and you’ll walk off with the Scion in no time.

GRAPPLING HOOK  Lara can use
her grappling hook to hang on at specific points.
From there she can swing or run along walls
where applicable. Unlike many games that
utilize this aspect, the speed of your swing is
controlled entirely by the left analog stick. Lara
can go from stillness to full-swing with the right
back-and-forth timing.

PERCHING lara can use very small
platforms as footholds by jumping onto them.
While she naturally won’t be able to walk on
said platforms afterwards, she can balance pon
them long enough to make another jump.

ADRENALINE This is the biggie, and
what elevates Lara from a firing fool to a graceful
killer. Pump enough bullets into an enemy at a
high enough rate and from a certain range, and
amarker will appear over them. That’s your cue
to move in and use your Adrenaline techniques.
Time will slow temporarily, and twin reticules
will move over your enemy. When they converge
and flash red, fire your gun for a one-hit kill.
It’s especially good against bulky animals, like
those pesky bears that take about two full pistol
clips to defeat and do tons of damage while
they’re alive. It’s also best used during one-
on-one fights. Nothing’s worse than having an
enemy rush you from the side, screwing up your
Adrenaline attempt.

2nd’ Oplmon

2nd opinion by Sardius e Alternate Rating : 4.5 of 5

Wow! So this is what the original Tomb Raider
would’ve been like if it wasn’t so crappy! Those
guys were really on to something!
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Publisher : Atlus
Developer : Vanillaware
Release Date : 5/22/2007
Rating : Teen

Genre(s) : RPG Brawler
Category : Inside A Book
# of players : 1

To like an Atlus game is a challenge. Atlus
seemingly prides itself in publishing
games that | want to like very badly,
but are often flawed in critical

ways that make each a crushing
disappointment. Witness the sad tales
of could-have-beens like Metal Saga, _
Steambot Chronicles, and now Odin |
Sphere, all of which have a world of —
positives in their favor, but are bogged : ‘A /
down by frustrating gameplay that ends / )

up sucking out a lot of potential fun. ""\_

’ ) A ) Even once you learn how to effectively manage your

s items, however, combat is still a repetitive pain in the
ass. More often than not, you’re restricted to using the
same four-hit combo over and over on a series of identical
enemies against a backdrop that rarely changes. Battles are
also where the game’s detailed graphics become its undoing,
as huge sprites fight for screen real estate in what often
becomes a muddled and confusing mess. There’s a few techniques
you can use to mix things up and even the odds, but for the most
part, combat feels oddly braindead and yet overwhelming at the
same time.

Odin Sphere had been content to remain a stylish,
unsophisticated brawler, it might not have turned
out so badly. On-the-fly item management and
farming sound fun in concept, but in reality, trying to

mix ingredients and eat food in the middle of battle

often results in your character getting the crap kicked

out of her. Imagine if Haggar and Cody tried to have

a cookout in the middle of the slums in Final Fight and

you’ll have some idea of what Odin Sphere is like.

| especially wanted to like Odin Sphere,
if just because it’s so damned beautiful.
Large sprites boast impressive amounts of
detail. Backgrounds are flush with color,
yet never seem garish. Characters share
a unique, joint-based animation style
that creates fluid movement throughout.
Odin Sphere is all kinds of gorgeous, even
despite its inconsistent and sometimes
laughable character design.

Odin Sphere’s gameplay seemed even more
promising. Don’t be fooled by its RPG-like trappings:
Odin Sphere is a brawler through and through.
Battles take place within a series of side-scrolling,
interconnected stages, all of which are filled with
enemies to pummel. Effective beatdowns are awarded

with items, which range from edibles to alchemic potions to seeds
that you can plant during battle, which then grow to fruition as
enemies are killed.

For all of Odin Sphere’s innovations, few manage to have a
meaningful impact upon gameplay, and the experience fails to gel
into a cohesive whole as a result. It’s not all bad; rare moments of
gameplay clarity provide short bursts of fun, and the localization
is right up there with Atlus’s best. With a dumb-as-rocks story that
takes itself entirely too seriously and a needlessly complex combat
system, however, Odin Sphere falls far short of expectations.

Rating : 3 of 5
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There’s no way Odin Sphere is a finished product, it plays too much like a demo. Another six months
of polish easily could’ve elevated this into a stellar title.
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Publisher : NIS America Genre(s) : RTS
Developer : Vanillaware + Nippon Ichi Category : Lillet Blan and the
Release Date : 6/26/2007 Philosopher’s Stone

Rating : Everyone 10+ # of players : 1
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Publisher : South Peak

Developer : Artificial Studios/Immersion Games Genre(s) : Action
Release Date : 5/15/2007 Category : ZOMBIES!
Rating : Teen # of players : 1-4

Grim Grimoire is a game with two faces, and one is very beautiful
indeed. Vanillaware seems to have handled the bulk of the
development in its co-production with Nippon Ichi, as the game’s
aesthetic features the same pitch-perfect 2D visual presentation
also seen in this month’s Odin Sphere.

Grim Grimoire’s premise is a simple, thorough ripoff of Harry Potter,
hosed down with the cutesy anime fanservice and lesbian subtext
that now appears to be required by law in Japanese games. Lillet
Blan comes to magic school to improve her skills, but unfortunately
shows up five days before someone resurrects the Archmage Calvaros.
At the end of the fifth day, everyone in the school (including Lillet)

is horribly murdered. Lillet subsequently wakes up from what is
apparently a dream, and seems to find herself repeating her first

five days over again. (It’s kind of like Groundhog Day, but with less
Bill Murray and more devil worship.) Grim Grimoire is essentially the
story of Lillet’s attempts to prevent the complete disaster that awaits
the school at the end of each cycle’s fifth day. Her efforts are funny
and often bittersweet, and allow the plot to reveal itself and its
characters in surprising, engaging ways.

During the cut-scenes that tell the story, the emphasis is on large,
detailed character art that moves a bit like flash animation, complete
with gestures and lipflap. While not as impressive as Odin Sphere’s
large sprites, it’s still a major step up from the cheap still art that
Nippon Ichi and other small-budget Japanese developers traditionally
use. Characters in Grim Grimoire never lack the right expression

for a given moment in the story, and aren’t frozen into incongruous
positions. The English voice acting is far above NIS’s usual standards,
full of lively performances inspired by the voice acting style of
American animation moreso than anime dubbing. Grim Grimoire is
probably NIS’s best overall best localization to date, with a script
that embraces the melodramatic nature of the plot and gives the

actors plenty of nuances to layer into
their performances.

Behind Grim Grimoire’s beautiful face lurks

a second, uglier one: the terribly flawed
gameplay. Grim Grimoire is a true RTS, if a

2D one, easily comparable to Worms or even
Lemmings. Like most attempts at console RTS
games, Grim Grimoire ends up badly crippled by
its own interface before it can even try to present
players with interesting battles. You can’t give
units very complex orders, or give them efficiently
to a large (fifty-unit) army. You can’t even give
orders to more than one unit type at once, and
forget about trying to set waypoints or set

up precise group attack strategies. Goals in
Grim Grimoire’s battles are kept very simple
to compensate, and the result is a strategy
game where strategizing is strictly optional.

Grim Grimoire is an aesthetic masterpiece, and
a good reminder of the storytelling potential
inherent in video games. Even at the price of

its deadly dull gameplay, you really want to
know what happens next. A truly great game, of
course, wouldn’t let the gameplay suffer in the
name of aesthetic fluff, so at the end of the day,
Grim Grimoire can’t be called great, or even
very good. It’s a really interesting misfire,
though, and the vast majority of video
games never even make it that far.

Rating : 3.5 of 5

You know you’ve been gaming for a long time
when up-and-coming, young development
teams are creating games influenced by the
gems from your past. Such is

the case with Monster Madness,
which unabashedly showcases

the developer’s love for the 1993
classic, Zombies Ate My Neighbors.

Essentially, Monster Madness is a hack ‘n’ slasher at its core, but
doesn’t retain all of the usual RPG-influenced attributes such as
leveling up. You’ll collect item drops from fallen enemies, as well
as weapon parts scattered throughout the levels, which can
all be traded later on in the game to create new weapons and
items for even greater fire power.

Where Monster Madness truly shines is in the implementation of
compelling multiplayer game modes. In addition to
being able to play with four players online through
the story mode cooperatively, there are also many
player-versus-player skirmishes to be had as well,
which do wonders for the game’s replay
value. Trust me when | say that you
need to seek out and use the UFO before
your opponents do! There are some great
vehicles to be had in the game, but none
more useful than that one.

Monster Madness is full of goofy
one-liners, occasionally witty dialogue,
pop-culture references and a healthy dose
of product placement. As you can probably
tell by the art style, this game takes you
about as far from survival horror as you
can get. The story, which is unveiled
through slick comic book-style panels,
begins innocently enough as Zack’s
attempt to woo fellow classmate, Carrie,
is continually interrupted by the arrival
of other students ringing his doorbell.
Just when Zack is ready to snap from

all the interruptions, the doorbell rings
again, only this time, it’s a vicious horde of
the undead. The fact that they rang the doorbell
first shows you how much more polite the zombies
are here than the ones of Raccoon City.

As charming as Monster Madness is,
however, there is one fatal flaw that keeps
it from being mentioned in the same breath as
say, Gauntlet: It carries absolutely no value
whatsoever as a single-player experience,
and that’s unfortunate. In essence, it feels
like you’re only getting half of a game. This
would’ve been a great game for $39.99, but
is very hard to recommend at $60. Pick this one up
only if you need a new multiplayer game in your
collection. Otherwise, it’s best to leave the battle
for suburbia to the online community.

Rating : 2.5 of 5

The gameplay is similar to games like Gauntlet,
Baldur’s Gate: Dark Alliance, and Champions of
Norrath. Though it is a tried-and-true gameplay design,
it carries with it the same downfalls as other titles in
the genre. The biggest offender, of course, is repetition.

2nd opinion by Sardius e Alternate Rating : 4.5 of 5

2nd opinion by Lynxara e Alternate Rating : 3.5 of 5

| really dig Grim Grimoire’s simplicity. The interface has its shortcomings,
sure, but there’s an SNES-era gameplay vibe going on here that | like a lot.

Shoe’s being way too hard on this one. So what if the singleplayer is dull? The 360 is all about
multiplayer, and Monster Madness succeeds at being a lot of fun with a good group.

later, he
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| Publisher : D3 Publisher

| Developer : Metia Interactive
| Release Date : 4/24/2007
Rating : Everyone

Genre(s) : Maze Puzzle
Category : 3D Brain Twist
# of players : 1-2

lektra h ‘ L -

Well, you're not much of a poet. But you're cute. Wanna

| make out?

Publisher : Konami
Developer : Backbone Entertainment Category : Not Another Teen Datesim
Release Date : 5/22/2007
Rating : Teen (Sexual Themes, Simulated Gambling, Strong Language)

Genre(s) : Social Simulation

# of players : 1

3D is a tricky thing. We live our lives in it every single day and
yet we still have trouble getting decent 3D camera action in

a game. If half the cleverness shown in Cube’s level design
was put towards solving the camera issue, we’d never have to
worry about it again.

Cube is an appropriately named game consisting of lots and lots
of, well, cubes. Your cube rolls along a maze made of cubes, so
one move of the cube always sends it one unit down the path.
There are several keys on the maze as well as an exit and a clock
that’s slowly counting down. Getting all the keys and clearing the
exit in time gets a gold rank, but it’s still possible to gather most
of the keys at your own pace and not worry about perfection.

It seems simple enough, even with the usual array of obstacles
getting in the way, until you take the 3D design into account.
The maze isn’t a traditional network of walled paths, but rather
a 3D construct floating in space, with no gravity or sense of up,
down, left, or right. Rolling over the edge or onto a wall causes
the entire level to swing around, turning the new surface into
the floor. Keeping track of where the keys and paths are while
the world twists around can be an interesting exercise in spatial
B relationships.

The levels are cleverly designed, too, but this is where the
camera issues start bogging the game down. Because everything is
made of cubes, all angles are 90 degrees. This causes more than a
few deaths by camera, as obstacles over the level’s current edge
turn from things to be carefully avoided into functionally invisible
death traps. Rotating the camera isn’t hard, but it’s impossible to
move in a straight line while adjusting the view at the same time,
and forcing you to stop dead to deal with camera issues while
seconds fall off the clock just isn’t good game design. To Cube’s

credit, the player’s view of his cube is never obstructed by walls
or other obstacles, but being able to see the thing that will kill
you is pretty important.

Other than that one little game-killing issue, Cube is a clever
and almost fun puzzler. True, the graphics are a bit bland, and

a few different enemies outside the endless spiky balls and
quicksand tiles would be nice, but the challenge of sorting out
Cube’s towering, sprawling 3D paths through the sky can be pretty
satisfying. There are one hundred thirty-five regular levels plus
an extra ten bonus mazes, and even a level editor for those who
just can’t get enough, so there’s no shortage of content. All the
clever levels in the world won’t do much good, though, after the
dozenth aggravating death by hidden trap makes you toss the
game aside.

Rating : 3 of 5

On the surface, Brooktown High seems to be the answer for
anyone who didn’t like their high school years. | know it sounds
impossible, but here we are. It’s a school filled with sixteen
kids, a couple of teachers, and an alien hall monitor with a stun
gun. A single class lasts an entire week, and it’s your job, as a
guy or girl, to socially make the most of your senior year via
extracurriculars, chats, dates, and events while also keeping
your grades up and applying to college.

The fun comes in the fact that the student body is bizarre,

in a good way. Everyone’s an overblown parody of basic teen
archetypes. Beeman’s a guy who wears a “pwnzor” shirt and who’s
got the entire school’s gossip network electronically wrapped
around his finger. Jody’s an extreme-sports girl who philosophizes
about the time slow effect that takes place when you take a
header off your bike. |, personally, have managed to get into a
steady dating relationship with Catherine, the computer-art geek
who tells everyone to call her “Chaos.” She has a fantasy-geek
best friend that she’s just a little too close to, to the point of the
entire school knowing it. (I love it when games do my work for
me.) They’re all written well, and well-voiced to boot. There’s
boatloads of humor and charm in this game.

Unfortunately, a few hours of play is all it takes to realize that
while Brooktown High aims for the stars, it never reaches the
clouds. The students ride their quirks and character traits to

a fault, leading to “right-or-wrong” choices that have serious
consequences. Is your “creative vision” better than keeping your
best friend since forever? Chaos would tell you that it is. Trying
to make “safe” or “general” conversation in this game will get
you nowhere fast, as you have to guess at the “allowed” traits
for each character, and play them up to the fullest. However, this

tactic can also backfire, or sometimes have no effect at all. Even
real teenagers aren’t this random.

For playing Personality Musical Chairs, your reward is some
amazingly repetitive conversations at times. I’ve gotten this game
to repeat personal lines of dialogue, students’ lines of dialogue,
entire phone calls, and entire dates. I’ve even managed to put the
game in a friendship/enemy infinite loop because

| was mild friends with someone’s crush. When Vi
characters who are supposed to give the ,
illusion of human emotion suddenly show
the non-traits of your typical Japanese
RPG NPC, something’s wrong.

When it works, Brooktown
High is a fresh, if not

all that new, gaming
experience, and a

social interaction game
that’s actually got tons

of wit and character
behind it is an idea that
easily warrants a sequel.
Unfortunately, in its present
state, it doesn’t work all that
often, but hey, lesson learned. Should
you find this cheap or for rent, though,
it’s still worth checking out for genuine
amusement. Just stay away from Chaos.
She’s my steady.

Rating: 3 of 5

2nd opinion by HonestGamer o Alternate Rating : 3 of 5

2nd opinion by honestgamer o Alternate Rating : 2 of 5

Cube’s inept camera and sluggish interface mean the game is best enjoyed in small doses, but it’s
still something puzzle fans and great thinkers won’t want to miss.

It’s easy to get behind the game’s concept, but not its trial-and-error gameplay, tedious repetition,
frequent load times and unattractive character models. Yes, that’s shallow, but so is Brooktown High.

60_REVIEW _CUBE

HARDCORE GAMER MAGAZINE VOLUME 3_ISSUE 1_CHICCITAWICCITA

HARDCORE GAMER MAGAZINE VOLUME 3_ISSUE 1_CHICCITAWICCITA

BROOKTOWN HIGH_RE\IIENI 6

1

J iy /



e

Gre(s) : Sports
Category : Tennis
# of players : 1-4

Publisher : Sony
Developer : Klap Hanz
Release Date : 7/17/2007
Rating : Everyone 10+
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Publisher : D3 Publisher
Developer : D3 Publisher
Release Date : 6/14/2007
Rating : Everyone

Genre(s) : Puzzle
Category : Block and Maze
# of players : 1

Hot Shots Tennis obviously resulted from someone looking at
Nintendo’s sports library and saying, “Hey, we can expand from
golf to tennis, too!” Some companies might attempt that and
fail miserably, but Klap Hanz was clearly up to the challenge.
Though it doesn’t revolutionize the genre, Hot Shots Tennis is
one of the most enjoyable tennis games around and proves that
fresh ideas aren’t a requirement for great games.

The game works so well because the developer took it seriously,
right down to visuals and sound. Each tennis player is lovingly
rendered and each distinct tennis court has its own charm. You’ll
witness rushing waterfalls, polished wood floors, a train, Wild
West buildings and more. The sound department also impresses.
Characters brag mercilessly and make appropriate noises as they
dash around the court. The ball really sounds like it’s being
batted about by tennis racquets. Even the soundtrack’s
infectious beats impress. A lot of that may seem optional
and perhaps unimportant on an older console, but it goes a long
way toward making the Hot Shots Tennis experience special.

Similar care was also taken to provide a deep system of volleys
and backhand shots. The analog stick moves your character

and also determines where the ball will head once struck by a
racquet. At least, it usually does. The more your character has

to work to connect with the bouncing target, the less likely he or
she is to line up that shot you had in mind. There also are options
for lobs and low shots, all of which mean that you can really
strategize on the fly and turn the game into something more than
a series of back-and-forth strikes.

The artificial intelligence on display is also quite devious. As you
advance through the different tournaments, you’ll find yourself
pressed harder as you work to unlock new arenas, umpires and

players. Each character has his or her unique play style. You
must learn how each opponent functions if you want to succeed.
A single strategy won’t last you the whole game. You have to
patrol the net sometimes, while other times
opponents will eat you for breakfast if you get
anywhere near it. Later matches grow lengthy
(and sometimes, tedious) as deuces and
out-of-bounds shots impede your quest for
unlockables.

-
b

- T

Perhaps the main area where the

game falls short of its obvious inspiration
is its selection of mini-games. There are
none. Still, how many people will ever
miss hitting balls through rainbow
rings? Hot Shots Tennis knows what
it wants to do and it seldom
falters. If you like tennis games
and you have a PlayStation
2, it belongs in your
gaming library.

Rating : 4.5 of 5

including doors that open and close. The switches
are one block high, though, so they might need to be
arranged as stairs in order to reach the bit where the
doors are. It’s evil, tricky, and can be very satisfying
to solve.

There are lots of puzzles, too. They’re broken up

into several categories, the main one being the 100-
puzzle test, but the shorter five puzzle and themed
puzzle tests are good for quicker blasts of gaming. The
problem is that everything is timed, and that makes no
sense for this kind of game.

There are two ways to look at Practical Intelligent
Quotient 2, one of which makes it a relatively decent
puzzler and the other turns it into an utter waste of
time. All you need to do is completely ignore PIQ2’s
scoring aspect and it turns into a fairly decent, if
somewhat sterile, game of blocks and mazes. It’s

too bad, then, that the scoring is so prominent that
ignoring it involves blowing off the point of the game.

PIQ2 is set up as yet another brain training game, using
a series of 3D block mazes filled with gadgets and
traps. The puzzles are pretty clever, too, involving
lots of block manipulation, lasers that
can’t be walked through,
teleporters, policemen
patrolling a beat, and much,
much more. The faceless avatar
can push, pull, carry, and step up
or down one cube’s height, and figuring
out how to arrange all the items in a level
to ensure a clear path to the end can be a
nice mental workout.

The puzzles are the same each time they’re

played, meaning the only point at which a

timed ranking matters is the first attempt.

After that it’s just a matter of rushing

through the motions to maximize the
score, and the controls are a little flaky

for that. When one second is the difference

between an A or B score, accidentally stepping

on top of a cube instead of stopping in front

of it can invalidate an entire level. PIQ2

is themed around measuring intelligence,

but all it ends up doing is testing rote

memorization and dexterity. Even if

it worked as it should, PIQ2 would

be testing cleverness rather than

intelligence. Ignore that and you’ve got

a pretty decent puzzler, but seeing as

that’s the theme of the whole game it’s

hard to do.

Rating : 3 of 5

Later levels even have you constructing simple
machines. For example, a colored switch will
control all the same color devices in the stage,
including a platform that raises when on and lowers
when off. Set a yellow switch on a yellow platform,
point a laser at it, and it’ll activate. This raises
the switch above the laser’s beam, deactivating it,
causing it to sink back down and reactivate when
the laser hits it again. In the meantime, all yellow
devices in the level are also pulsing on and off,

FINAL SCORE : 2nd opinion by KouAidou e Alternate Rating : 4 of 5

2nd opinion by HonestGamer o Alternate Rating : 2 of 5 FINAL SCORE :

When making a sports game that’ll appeal to casual players, presentation and intuitiveness are the
most important things, and Hot Shots Tennis has them in spades. | liked it.

a4.25

If you’ve always wanted an RPG that eliminates the actual role-playing and just lets you play an endless
wave of the irritating puzzles like those you’ve encountered in countless dungeons, PIQZ2 is your game.
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Publisher : Tecmo

Developer : Team Ninja

Release Date : 7/3/2007
Rating : Mature

Genre(s) : Action Adventure
Category : | Am Ten Ninjas
# of players : 1

Ninja Gaiden Sigma is definitely a feather in the PS3’s
cap. The much-loved (because of the difficulty) and
much-hated (because of the difficulty) Xbox
platformer has gone through two iterations
already. Ninja Gaiden and Ninja Gaiden
Black were both hit titles from the fan-
favorite Team Ninja development team.
Sigma is a remake and revamping of
Black and exclusive to Sony’s PS3.

There are a lot of new things
in Sigma. You’re going to go
up against new enemies, new
bosses, and check out some
new areas in your quest to

defeat Doku. Of particular note

is the ability to play as Rachel, the

demon-slaying, warhammer-wielding

femme fatale from the original game.

She’s fun for a while, though she
isn’t nearly as maneuverable as Ryu.

Half of the appeal of Ninja Gaiden

is to be found in the outrageous

acrobatics you get down to during
battle, so Rachel feels a little
lacking. She’s got a Scorpion-style
grab move and plenty of sweet
moves with her warhammer, so
she is a welcome addition.

The rest of the game is both
familiar and new. Enemies will

ambush you from around the same corners as before, but these
enemies are faster, smarter, and meaner. Black Spider ninja are
no joking matter. The difficulty is still intact, too. | played quite
a bit of Ninja Gaiden, to put it mildly, and there are still a few
surprises to be found. The motorcycle
soldiers in particular are fun to fight.

The new weapons, particularly the dual
katanas, are very, very nice. They both
look cool and dispatch enemies with ease,
but there is something to be said for the
good old-fashioned Dragon Sword.

The graphics are great, mostly. Some

of the pre-rendered cinemas look fairly
low-res and blocky in hi-def, almost as
if they were ripped straight from the
Xbox version without being upgraded.
The textures and animations, though,
are nuts. There is running water, floating
leaves, and all the detailed concrete and
rocks you can shake a fist at.

Sigma, gameplay-wise, is just as good as
its sister titles. It is fast-paced, hard on a
level rarely seen these days, and can be
poetry in motion if you’re experienced.
On the downside, the graphics dip and
dive in cinemas, there are a few too many
mid-stage (and mid-battle, which is inexcusable) loading times,
and, well, it’s hard as crap. It’s a great game and worth a try if
you’re brave and/or a masochist.

Rating: 4.5 of 5
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The original PlayStation release of Hoshigami was ignored by
many due to a notoriously steep learning curve and a classic
case of bad timing. It came out in 2001, after many had gone
on to the PS2, and long after Final Fantasy Tactics had briefly
reinvigorated the SRPG on consoles. Roughly six years later,
it’s finally seeing daylight on a viable modern-day platform,
with two easier difficulty levels to lessen the learning curve,
and some DS-specific enhancements (like new missions,

a new character, reworked character art, and
those new difficulty levels) give existing Hoshigami
players a reason to pick up the remake.

Like many other SRPGs, it suffers from a
lackluster plot that exists only to get it and

its main characters from point A to B. This one

has a bland war-based plot full of one-dimensional
characters and far too many plot twists, as the story
quickly becomes too convoluted for its own good. It does
have some branching paths, though, which keeps it from
being totally stale.

Luckily, the battle system is the most important part of
the game. It’s centered around the RAP gauge, which
limits how much you can move your party and forces
you to carefully think about how far you move each
party member. Going over the bar’s limits by moving
your characters around too much gives your enemies an
advantage, as you’ll be left open to attack for a longer
period of time. Generally, going with short movements

S

MR UINI

Publisher : Aksys Games
Developer : Arc System Works
Release Date : 6/18/2007
Rating : Everyone

Genre(s) : Strategy RPG
Category : Remake
# of players : 1

and allowing your foes to come to you works best, as it prevents
you from being vulnerable for extended periods of times and
allows you to quickly position your troops around a single foe to
pick him/her off quickly.

There’s also an attack power bar system in place that allows you
to charge up a blow and send opponents flying, and possibly kill
them within one turn by either combining a few lesser-powered
attacks, or landing one huge sweeping blow that maxes out the
bar. The former rewards wise strategic movements, while the
latter rewards a sharp eye and fast reflexes. Both add a great
deal of depth to Hoshigami Remix and can aid you to defeat the
normally unrelenting Al if used correctly.

_ Visually, Hoshigami Remix is a blend of rich, colorful
) backgrounds and colorful, but bland sparsely-
b detailed sprites. Repeat character graphics are
annoying and can lead to problems due to
B small size of the battle screen as characters

® and similarly-colored background elements
blend into each other. Also, like other portable
SRPGs, it would benefit from allowing you to
3 skip through the lengthy spell animations,
since they end up wasting battery life and the
animations themselves don’t benefit the player in
any way.

Hoshigami Remix ends up being a frustrating but

incredible rewarding experience thanks to its deep
gameplay and sadistic Al. Any gluttons for punishment or
those with an open mind for SRPGs should enjoy it.

Rating : 3 of 5

2nd opinion by Roger Danish » Alternate Rating : 4.5 of 5

2nd opinion by Zippy * Alternate Rating : 3.5 of 5

already played before, but a second ride to ninja town is worth the price of admission.

It’s fast, it looks amazing in HD, and the gameplay is spot-on. Sure, it’s more or less what you’ve

FINAL SCORE :
HR isn’t the be all, end all of SRPGs, but what you do have is a solid, accessible game (thanks to 3 25
-

the selectable difficulty levels) with lots of hours of gaming and a fairly entertaining story.
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Developer: Se6a AM2
Publisher: Seca

Players: 1-2

Genre: LIGHTGUN

Category: BuG BLASTING
Release Date: MarcH 15, 2007

’iss' ARCADE LET'S GO JUNGLE! )

Review by Shaggy of arcadeheroes.com

Gamers who frequented the arcades of the
‘90s probably remember one of the few cockpit
games of that time, based on the ever popular

Jurassic Park movies. That game still can be

found in plenty arcades today, but now it has a
spiritual successor that looks to replace those

aging Jurassic Park cabs. That new game is
Let’s Go Jungle.

The heroes of the story are Ben and Norah, who

have made a cheap trip to an unnamed jungle

island that seems peaceful at first. Things soon

turn deadly when their tour group is attacked
by giant mutant spiders and hornets. At

the player takes control.

experience for the players, placing
them in a large cockpit cabinet that
houses a 62” DLP screen, surround

of the cabinet so you can completely
block out the surrounding environment
while you play. Awindow in the back
lets potential players watch the action
as they wait.

Let’s Go Jungle features six different
stages of bug blasting mayhem, but the

that point, all they can do is shoot first
and ask questions later. This is where

Let’s Go Jungle provides a theater-like

sound, cushy seating and two large guns
that are mounted on the cabinet. There
are even curtains installed on each side

player will only venture through five of
them. One point in the game forces you to
choose between two different paths to take.
Reloading is not a worry in this game, as you
get unlimited ammo. There are a couple of
times where you lose your guns, and must
temporarily wield either a slingshot or an
oar, depending on which path you take.

The guns are a little heavier than they
appear. Using them is manageable, but it
can be a little difficult to quickly move
the gun to the other side of the screen if
you’re dealing with fast-moving enemies.
It’s especially troublesome in single player
mode, as Sega made the bittersweet
decision to design Let’s Go Jungle primarily
around two player co-op. That includes
bonus points for joint shots, as well as
participating in action sequences together.
There are three types of action sequences:
one where you both point your guns in

a certain direction at the same time, a
second that has both players tap their
action button as fast as possible, and a
final one that has both players tap buttons
in unison to avoid danger. If you happen
to play Let’s Go Jungle solo, you’re only
getting half the experience.

The boss battles are as good as could be
expected from a Sega arcade game. The
bosses include a tarantula, a mantis, a
frog, a Venus flytrap and a butterfly. During
a boss battle, you have to target and shoot
certain points on the boss quickly, or you’ll
take damage.

Graphically, Let’s Go Jungle is one of the
best-looking and most colorful games you
can find in a modern arcade. The high-
resolution screen brings out the game’s
great contrast and textures, thanks to the
PC-based Lindbergh hardware. Character
models are highly detailed, and the game
is capable to throwing a huge number of
enemies on the screen without any slowdown.

Let’s Go Jungle is a fun game that attracts
a lot of attention, and it is not difficult to
learn how to play or enjoy. The single player
experience isn’t much fun compared to co-
op, but can still be enjoyable.

0 PLAY HALF THE GAMES

T R e e e e e b A G T T

IN

THIS MAG

AZINE.



http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.theeca.com

Developer: Big Huge + Platform: Xbox 360
Genre: Board Game + Category: Sheepbrick

Developer: Incog Inc./Sony « Platform: PS3
Genre: Car Combat « Category: Green MPH « # of Players: 1-4
Price: $3.99 « Get it at: PlayStation Store

Calling All Cars is a must-have. That’s my review. Go
download it comma the end. | could tell you about
the great and cartoony graphics, but c’mon, the
gameplay is impeccable. You play a bounty hunter
] that’s scooping up escaped convicts and delivering
them back to prison. Rival hunters will try to get them
P before you do, but you can use a number of weapons
to pop the prisoners out of their cars and then drive
over them to pick them up yourself.

The action is fast and never really slows

down. It’s a constant game of both tug-
of-war and chicken, with you trying to
keep other cars away from your prisoner
while you’re trying to jack prisoners yourself. Once you
grab a prisoner, taking them back is a matter of driving
through a few gates, each of which gives you a certain
amount of points. The person with the most points at
the end of the game wins.

Calling All Cars harkens back to a simpler time where
games did one thing and did it very, very well. There
are a limited number of maps, but the fun factor
obliterates that minor complaint. This is Twisted Metal
all over again. Calling All Cars is to the PS3 what Hexic
HD was to the Xbox 360.
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# of Players: 1-4 « Price: 800 points ($10.00)
Get It at: Xbox Live Arcade

Catan is a classic board game
about settling a hexagonal map
while building settlements, cities,
and roads. Each hexagon that
makes up the larger hexagonal
board is a resource with a number
attached, and when that number
comes up on any player’s die roll
you get to harvest the goodies it

contains, if
you’ve got a
settlement
next to it. Resources allow
building, and that leads to sweet,
sweet victory.

What makes Catan work is that
it’s a social game of strategy,
involving both working with and
screwing over the other players.
The relatively simple rules can be
picked up with a quick round of
the helpful tutorial, and then it’s
time to start playing online against
real people. Catan is strategic,
fun, and lets you screw over your
friends, making it a perfect online
party game. _ gm
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Developer: lan Mcleod « Platform: PC/MAC/Linux

Genre: Asteroids Clone + Category: VisOvrid!
# of Players: 1-2 « Price: $10.00
Get it at: www.spheresofchaos.com

Spheres of Chaos has been out for
a few years now, but it’s still the
single best Asteroids clone ever.

SeanHsy L 4 £

Dozens of enemy types, each making
its own ambient sound when shot,
couples with a visual overload to
create an oddly peaceful barrage of
pure mayhem. Enemies that chase,
shoot, mine, or merely clutter up
the screen combine in swarms to
make life as difficult as possible,
but a huge variety of powerups
helps with thinning the herd. They
only last for a limited time, but
the powerups’ effects range from
nearly useless to screen-clearingly
deadly, and they can be combined
for some insane effects as well. Toss
in a huge variety of tweakable game
parameters, covering everything
from powerup appearance odds to
activating gravity, and you’ve got a
game that can be played for years
after the initial addiction wears off.
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Developer: Konami « Platform: Wi
Genre: Adventure + Category: Goofy

# of Players: 1-2 « Price: 800 points ($8.00)
Get it at: Wi Virtual Console

It was a pleasant surprise to get
a Goemon game on the SNES, and
despite a few name changes there
was no Americanizing the incredibly
Japanese Legend of the Mystical
Ninja. It’s a hodgepodge of game
styles, with the standard 2D side-
scrolling levels being connected by
towns and wilderness played in a
head-on isometric view. Caricatures

M,

of feudal
Japanese
citizens
wander the
towns while
ghosts and goofy monsters inhabit
the levels, but they’re all enemies
no matter how innocent they look.
Kid Ying (as Goemon is called in this
game) wanders from town to town
following the pleasantly bizarre plot,
smacking everything in his path, and
playing a large variety of minigames
that even include the first level of
Gradius. Mystical Ninja is a decent
bit of silly fun, and Konami is more
than welcome to bring the series
back whenever it wants.

.':'El'.'J\"-‘ =

Developer: Konami « Platform: XBOX 360
Genre: Shooter « Category: Dizzying

# of Players: 1-2 « Price: 400 points ($5.00)

Get it at: Xbox Live Arcade

Gyruss never managed to attain
the popularity of other shooters
of the time such as Galaga, but it
deserved better. It has the classic
level structure, with enemies
attacking from a central formation,
but the player ship rotates around
the outside of the screen while
the enemies swarm from the
center. The ship’s ability to travel
the entire circumference of the
circle means it’s impossible to be
trapped in a corner, but that also
means there are 360 degrees of
threats as well. Enemy ships fly
out fast and shoot faster, backed

L %)
.

up by indestructible asteroids and
pods that cast force fields. The
one odd thing about Gyruss’s new
lease on life is that, while the shiny
new graphic upgrade looks good,
the original graphic set is clearer
and more playable. A quick menu
change back to the classic style
shows that Gyruss is still a great
single-screen shooter.

SCORE:10F S
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PROFESSOR LAYTON AND THE MYSTERIOUS VILLAGE

essor Layton’s Mysterious Village is part of a very small, select kind
ame that existed very briefly in the US in the mid-"90s, and then all
died out. Games of this sort, which include such once-revered titles
he Castle of Dr. Brain and The Seventh Guest, center around the

g of classic puzzles and riddles, which are strung together by a

arrative. Solving puzzles successfully opens new pathways

and unlocks clues to the larger mystery.

ayton and his student, Luke, are heading out towards an
to investigate the death of one of its most wealthy
yton’s good friend, Mr. Leinford. When they arrive, they

e people of this village love nothing more than a good riddle,

s that, in order to get any information from anyone, they’ll
age the townsfolk in continuous battles of wits. Fortunately,
lyton is an expert at this kind of thing, and he and Luke are

p to the task.

at Layton and Luke travel through is a wonderful, whimsical one,
and feels like a cross between Miyazaki, Tezuka, and The Triplets
of Belleville. The

occasional

cutscenes

are done in full 2D

animation,

complete

with voice acting, and
the scenes you travel
through are also drawn
in classic style. You’l
interact with these
scenes using the stylus,
which you tap anywhere
onthescreenyouwant to
vestigate. In ti ay,

The promotional documents for Layton make a
big deal out of its two lead actors, You Ooizumi
and Maki Horikita, the voices of Layton and Luke
respectively, though neither name probably rings
a bell for American audiences at all. Who are
they, and what are they doing here? All mysteries
will be solved!

You Ooizumi: Ooizumi is an established dramatic
actor, singer, and radio personality. Layton is
perhaps his first major foray into voice acting,
though he has had a few minor roles in Studio

70 JAPAN PROFESSOR LAYTON AND THE MYSTERIOUS VILLAGE

talk to e,

Ghibli’s most recent films (Spirited Away, Howl’s
Moving Castle, The Cat Returns) as well as the
animated movie Brave Story.

Maki Horikita: Horikita is a promising young talent
who recently entered the world of dramatic
acting, who began her acting career in 2003
and won the Japanese Academy Award for Best
Newcomer in 2006 for her role in the film Always:
Sanchome no Yube. She has also appeared in
numerous dramas.

—

rofessor Layton’s
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Publisher: Level-5 « Developer:

To g Category Level-5 « Release Date: 2/28/2007

Logic & Riddles « # of Players 1

umerical answers, or take notes

e screen while you’re thinking. Most
of this could have been done well enough
using a D-Pad interface, and the DS scree
doesn’t really provide sufficient room
take good notes, but this interface add
slightly more personable touch to a'ga
that’s all about personality:

Each puzzle has a certain maxi
number of points you can receive
solving it, according to that puz
difficulty. If you answer incorrect
can try the puzzle again later, but
time, the amount of points you
will decrease (naturally, getting
points in the game unlocks so

special). If you get frustrated,

also use a hint medal (whic e f
througout the world) to unlock a hint, but whether or not the
actually useful is sometimes questionable. It’s a bit frustrating
your medals to hear something you’d already figured out.

The actual puzzles that you’ll need to solve are of the
puzzle. You’ll be pouring a lot of water into different

a lot of matchsticks, and arranging brothers who fe
organized ways around a dinner table. Some of these a
puzzles you probably heard when you were younge
game a certain nostalgic charm. With about one hunc
in the game, though, it’s unlikely that you’ve heard
the riddles based around Japanese kanji), so even the c
aficionado should find a few things to enjoy.

You’ll also spend a lot of time collecting items for the game
You’ll need to collect pieces to a jigsaw puzzle, parts of
and furniture for Layton and Luke’s hotel roon i

a puzzle, too: you need to find
out what characteristics each of
the two like in their furniture,
and arrange the rooms such that
both parties ultimately have
everything they want.

Though he end, La
gamep breaks
rathe t!

fa

Normally this game wouldn’t be worth recommending to anyone
who wasn’t fluent in Japanese, due to the fact that the entirety
of the gameplay is based on reading. Fortunately, there is a very
nice, spoiler-free translation FAQ up on GameFAQs. If riddles and
logic puzzles are your thing, it’s definitely worth an import given how
badly these games have fallen out of style on our side of the ocean.
Just don’t be expecting the kind of awesome hundred-hour RPG epic
that Level-5 is usually known for. This is a sweet, gentle, silly game
for people who are still in touch with their inner nerdy child.
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Publisher: Banpresto Genre(s): SRPG
Developer: Banpresto Category: Chicks Still Dig Giant Robots
Release Date: 3/1/2007 # of Players: 1

The original Super Robot Wars game in 1991 was  comes from the series roster, which contains
a cheapo joint for the original spinach-screened  the first appearance of the Super Robot most

Game Boy. Sequels immediately moved on to Americans love most, Go Lion (aka Voltron).
console hardware, and the portable SRW titles Now, before a die-hard Voltron fan runs out to
have been caught in their shadow ever since. play this game just for Go Lion’s sake, bear in
Either they’re experimental games meant to mind that while Voltron was cool, Go Lion was a
test out new features (like the Wonderswan’s very different (and crappier) show despite using
Compact 2), or disastrous shovelware the same animation. You won’t hear Voltron’s
programmed by encephalitic monkeys (like the heroic march when Go Lion goes to attack;

Wonderswan’s Compact 3). Even the GBA games  you’ll hear Go Lion’s chirpy polka, which the
tended to suffer from poor balance and uneven robot appears to dance to during certain demo
writing. OG and OG2, which Atlus localized, are animations. The Go Lion cast are also very
really the best of the lot. different characters, and, well, a Voltron fan

This makes W all the more surprising, because is probably going to leave W disappointed.

it’s probably the first portable SRW that can Don’t say we didn’t warn you.

measure up to the console titles in every major Otherwise, though, W is more worth your

way. The interface has gotten a much-needed time than basically any other licensed
overhaul, aside from the obvious changes to SRW portable. The gameplay is sometimes
accommodate the dual screens. Now you spend distressingly easy, but the pace of the

a lot less time wading through sub-menus to scenarios is usually quick enough to make this
find just the right part or spirit command. forgivable, and you can alter the difficulty level
The sprite-based attack demo animations are on replays. The worst you can really say about
complex and fluid, and even incorporate some W is that the game balance from series to series
flashy features like Dynamic Kills (which grant is a bit bizarre (Astray Red Frame outdamages
a special animation when you kill an enemy Genesic GaoGaiGar? Bwuh?), but even a very
unit with an attack). The post-game content finicky fan like me can only take this as the

is dramatically enriched with bonus difficulty picking of giant titanium nits.

levels, additional scenarios that appear on W is a very pleasant exercise

replays, and even an alternate ending. Playing in light SRPG fare, and that’s

W is as much fun as SRW ever was, but the something SRW does better

whole experience is just more fine-tuned than than any of its competitors.

ever before. Even the stylus controls work
unusually well, although most players will
probably find themselves defaulting to the
buttons and d-pad out of habit.

As far as most Americans are concerned,
though, W’s more subtle enhancements are
just icing on the cake. W’s real selling point

WORTH IMPORTING?

Sure. W’s plot and interface are well-documented for folks who can’t read Japanese, and you’d
have to suck extraordinarily (or have ridiculous expectations) to get frustrated with it. Just don’t
pick it up because you think Voltron is cool, and don’t hold your breath for a localized version.
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armor and accessories
are more support-
oriented. Not every o F
piece of equipment

has an ability bound

to it, and it’s often worth going with a slightly weaker weapon to

get that extra punch when it’s needed. Combat is generally not too
tough, and magic is plentiful later in the game, but the IP abilities are
lifesavers early on and against tough bosses.

The Capsule Monsters, which are hidden throughout the world, are also
a big help. These are Al-driven monsters that, once found, will fight
by the party’s side. They take care of themselves in battle, attacking
a random monster with abilities ranging from weak to insta-kill, and
can do great things to speed up combat. They gain experience just

: : like normal party
members, and go up
in level in the usual
way, but also have
several evolutionary
stages to grow
through. They get
new forms by eating,
and absolutely
love the taste
of expensive
magical weapons
and armor.
Evolving them can
be pricey, but they
get new and stronger skills in their new forms, plus it’s fun having a
giant vicious beast fighting by your side.

HOFKINE, WE MEET AGAIM!

The other half of Lufia II’s gameplay is the puzzle dungeons. The
caverns and towers are practically labyrinths, with hidden areas and
tile puzzles scattered througout. Switches, pressure tiles, hidden
passages, and more block Maxim’s progress at every turn, and solving
them complements the monster smacking nicely. If there’s a pressure
switch that requires a monster to stand on it, a quick room reset puts
gs back to how they should be. New tools acquired in certain
geons open up new areas, such as bombs for blowing through

- e B L

normally found in action RPGs such
as Alundra, but Lufia Il shows

how they can work just as well

in the turn-based genre,
eliminating the tedium

that can set in after
the thousandth
enemy encounter

in a row.

While Lufia Il

is an excellent

game, it’s still got a few issues

to deal with. The Submarine Shrine in
particular is totally screwed, being nothing
more than visual garbage on the screen. You
can beat it, but such an obvious mistake in an
otherwise amazing game is is mind-boggling.
There are some strange text issues in the menus

as well, but thankfully they’re easily blown off and
don’t affect the story.

Despite some technical issues, Lufia Il still stands as a great RPG. The 1
fast battles, clever puzzles, and enjoyable story come together to

make a game that can stand with the best Squaresoft could provide at

the time. RPGs have changed a good bit since the SNES days, with the

heroes getting ever younger and more emotionally dumb, and playing

through a story with mature characters makes for a refreshing change.

It’s easy to look back at the 16-bit RPGs with the pleasant haze of

memory making them all seem wonderful, but finding something that

stands up to modern scrutiny is significantly harder. Lufia Il is as good

now than it was back then, and a wonderfully uncluttered
counterbalance to today’s more
complicated games.




Here, here!

SEXCLUDED (55
has something

to say to the

The Electronic Entertainment Expo was originally created as a reaction to the video masses!
game industry being treated as a second-class citizen. Continually relegated to
the dark corners of the Consumer Electronics Show, our industry.stood up to the
establishment and let them know that if we weren’t going to be seen as an equal
then we were going to go our own way. The organizers of CES refused to give video
games their rightful place, so we stuck to our guns and.formed our own event.

—_————
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In Transformers, the Earth is caught in the middle of an intergalactic
war between the Autobots and the Decepticons, both of whom are
racing to find the Allspark, the ultimate source of Cybertronian power.

Users play as Optimus Prime through this adventure as he fights the
Decepticons, both in robot and vehicle form. In some instances, he
enlists the help of other fellow Autobots, including Ironhide, Jazz
and Ratchet, to accomplish certain tasks. You don’t get to control
them, just call them into action to handle things like breaking down
reinforced walls, but it’s still nice to see them in the mix.

In the years that E3 was around, it grew from a risky experiment to a grand showcase,
the Mecca that all gamers aspired to make their yearly pilgrimage. If a developer
had a game, it was essentially a given that they would have an opportunity to have it
somewhere around E3. With every publisher being there, hotel spaces all around, and
the outside-the-main-show spaces, journalists and industry folk got a peek at virtually
every game in development.

Battles take place in three areas around the globe, like the Hoover
Dam and the Arctic, and each has sub-levels to clear. In each area,
you move the Autobot shield to various points that represent a level
where you can fight Decepticons, gather intelligence, or warp. At some point, Decepticon
shields also wander the map randomly. If they cross with yours, be prepared for a fight. Losing
these random battles, or having to continue a stage if failed, sets you back in the race for the
Allspark. Race progress is gauged by a meter at the bottom of the screen.
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By the very nature of our business, we’re a competitive lot. Naturally, we all started to
use E3 as a chance to one-up each other. Booths got bigger, lights got brighter, babes got
hotter, and sound systems got louder to the point where everyone suddenly realized this

Optimus has a unique system that enables him to fight in close combat or at farther ranges without ¥y .k ' e spectacle we’d created was getting out of control! The money required to even have a
having to switch weapons or fighting styles. When Optimus is in close range, he’ll use his fists, while at o “ | presence there was exorbitant, and the whole reason for even having the show — a place
farther ranges he will automatically switch to weapons. This is engaged with only the press of the action : Y where all the people in the video game industry could meet, show their wares, and discuss
button and disengages with one more press. Blocking is automatic when combat is toggled off. This ! business — was getting lost in all the razzle and dazzle. .
makes for a simple control scheme but at times it it F¥¥¥ Alas, it was time to kill the bloated beast. “But don’t worry,” we were told. “Anew E3 will réplace the

can be a bit confusing if you’re used to pressing [ : : 1 old. This new E3 won’t make the same mistakes, and will stay true to the original vision.”

the button more than once to strike an enemy. 3) What a loxt ot |
1 at a load of crap!
Most enemies can be dealt with using fists,

weapons, or both, but they will attempt to block
your attacks. You’ll have to figure out the right
approach to take care of them, like waiting to
counterattack or dashing in to stun them before
unleashing a super punch. Of course, you can
always just choose to mow down enemies by
transforming into truck form.

The Entertainment Software Association’s new E3 is the equivalent of a kick in the groin to 75%
of the video game industry. Only the largest publishers will be given floor space, and only those
deemed worthy by the ESA will be allowed to attend. Beyond all belief, in just over a decade the
video game industry has completely forgotten its vision, and is now choosing to treat many of
its own as second-class citizens. Independent developers and publishers are being pushed to the
wayside to keep the spotlight only on companies that have stock traded on Wall Street. How does
the ESA expect there to be innovation without experimentation and fresh ideas?

, , , Countless publishers and developers used the massive foot traffic that E3 generated as their shot
This type of fighting action keeps Transformers to get their game discovered. To allow only the biggest companies entry at our annual gaming
from becoming monotonous in battles and the . _ y SV s showcase sends the message that if you’re not on the New York Stock Exchange, then you can’t
game as a whole is nicely polished for the mobile % N LT\ y, ] possibly create a game worth anyone’s time. In all reality, could this be any further from the
experience. It’s got great visuals, pretty good _ . : )] truth? | mean, let’s be realistic here. Some of the most critically acclaimed games of the last
sound and even alternate endings. The game ; _ At few years have been independently developed and published. This strikes us as a low point in the
could have used a little variety \ \ 3 s industry’s histo

in the type of action, but it . y i
still delivers a fun enough
time to warrant a download.

There are hordes of tech-heads sitting in their self-funded offices, programming away to make
the next-great something. If it’s fun and plays well, who is to say they shouldn’t be given an
opportunity to show their goods? It is a catch-22: the industry needs people to hear about the
games to want them, but they aren’t allowing that venue to exist.
Shouldn’t a game’s entertainment value be put ahead of who funds it?

Our industry has had to continually battle the world to survive. We’ve
had to overcome being seen as a bar novelty, fight our way into family’s
living rooms, work through crashes in‘the marketplace, strive to be
seen as something other than kids’ fare, and face political and social
controversy again and again. Now we have to fight against ourselves?

Gamecock isn’t going to let this happen without putting up our dukes and
providing a solution. We’ve got a better idea. One that we hope every
other publisher and developer that didn’t get the ESA’s golden ticket will
steal. We’re going to throw a little party at the same time as E3 where
we’ll allow our independent developers to showcase their awesome titles,
Genre: Action and we’re going to invite everyone. Come on by to hang out and play some

+ NI I e i S g g

Publisher: Glu Mobile

- ‘ Developer: Glu Mobile Category: Adventure games with us. Help us bring a sense of community, and an appreciation, ¥ '{ . : ﬁ»’l
=] p—p— =1 Release Date: July 2007 # of Players: 1 for the talented artists that work so hard to create entertainment for us, . . g
N (= = = = s o e ) P———————————— back to the industry. . GAM Ecoc K

We’re just sayin’... . MEDIA GROUP
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Persona™ 3

Everything is here. Create every
Persona, establish every Social
Link, learn to say the right
things to the right people, learn
how to finish all of Elizabeth’s
requests on time, find all of the
treasure chests on every floor
of Tartarus, refer to our detailed
besitary, and more.
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Rogue Galaxy™

Miss nothing. Learn everything.
This comprehensive guide is
packed full of extreme detail about
every inch of the game.

» Complete maps of every planet

¢ Every weapon identified

o Lists of every enemy’s stats

o Every secret revealed

@ 0000600000000 0000000000000 00

SMT: Devil Summoner™
Learn the terrible secrets of the
Soulless Army!

e Crush every opponent

e Find every secret

e Collect every demon

Beat them at their own game, in
their own world.

Disgaea™2:

Cursed Memories

640 pages jam-packed with
extreme detail. If you've ever seen
our Monster Size™ guides, you
know they’re fat. This one is our
fattest ever. We went a little nuts.

e e 00 0000000000000 0000 00 00

Castlevania®: Dawn

of Sorrow™

Set one year after the events

of 2003's Castlevania®: Aria of
Sorrow™, this sequel follows the
protagonist Soma Cruz into a new
castle, and a new adventure.

Disgaea: Hour of
Darkness™

Secrets, techniques for capturing
monsters, all the item ranks, job
evolutions, class prerequisites and
much, much more.

— oubleJumpGuides.com,

Rogue Galaxy is a trademark of Sony Computer Entertainment Inc. Created and developed by
t - . Level 5. © 2006 Sony Computer Entertainment Inc. SMT, Shin Megami Tensei, Persona and
b . g Devil Summoner are trademarks or registered trademarks of Atlus USA. Disgaea ©NIPPON

ICHI SOFTWARE INC. ©NIS America, Inc. Castlevania: Dawn of Sorrow © 1986-2005
. KONAMI. “KONAMI” and “CASTLEVANIA” are registered trademarks of KONAMI CORPORATION.
¢ - “CASTLEVANIA Dawn of Sorrow” is a trademark of KONAMI CORPORATION. DoubleJump and

“ . \ ‘: Monster Size are trademarks or registered trademarks of DoubleJump Publishing, Inc.
. '
')
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Fan art is all about giving exposure to aspiring artists
who might not otherwise have a way to get their artsie
parts seen. If you are one such artist, point your web
browser toward www.hardcoregamer.com and check
out the Fan Art section of our message boards. That is
where you can post your arts to get them considered for
this section. If your entry is picked to print in the magazine,
we’ll give you an extra 100 points to spend on swag in our online
store. If your entry is the pick of the issue, we’ll give you an
extra 500! You may also email submissions to
fart@hardcoregamer.com.

A few things to keep in mind: There is no deadline for
submissions because we’ll be doing this every issue. Keep it video
game related, please. Only post drawings which you drewed
yourownself. Don’t expect drawings of nekkid people or any
adults-only type stuff to make the cut. Keep it rated “Teen” or
below. You are the copyright owner of your artwork as soon as
you draw it whether you make note of that fact or not. However,
in submitting your artwork to us, you give us permission to
reprint your art and make fun of it if necessary.

Title : GooGoo of War
Artist : Timmy Nguyen
Age : 18

Location : Fall River, MA

Title : Untitled

Artist : Miguel Chan

Age : Undisclosed
Location : Tallahassee, FL

Title : Balrog from Street Fighter
Artist : Jay Ogden

Age : 26

Location : Woonsocket, Rl

Title :

Artist : Javier Bravo

Age :

Location : Fontana, CA

Title : Kratos tribute
Artist : Liviu Matei
Age : 21

Location : Romania

Title : Untitled

Artist : Shuvro Hossain
Age : Undisclosed
Location : Levittown, NY
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We love games. In fact, we were going to call the magazine “We
really like games allot, monthly,” but that was kinda dumb. Plus,
it's supposed to be “a lot,” not allot. Anyway, if you love games
like us, then you should subscribe and get this thing stuffed into
your mailbox every so often. You can fill out this card and drop it
in a mailbox and we’'ll start sending your issues and bill you later
or just get on the horn and order at 800-478-1132. You could
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