LEAD YOUR COUNTRY :
TO VICTORY

“PLAYSTATION'3 OWNERS: YOU SHOULD =
BE EXCITED
ABOUT VALK YRIA CHRONICLES. “LET'S JUST GET IT OUT OF THE WAY:
END OF STORY. ITwas FANTASTIC. 1T WAS EASILY
-|GH, W IMMER EZBEST STRATEGY GAME {'}NE {_‘}F 'I’HE '1"(}_:[)
THREE TITLES AT THE SHOW"
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As the heroi
e | 1p||: s invading enemy fo
in their ranks, the massive army must be defeated with elaborate strategic maneuvers

and action-packed real-time combat. Real-time Battles Breathtaking Graphics

Legendary Warfare

Arimated Biocd wwwVallvriaChroniclesGame.com
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0 EVERYWHERE JUST GOT BETTER

Whoewer you are, Wherever you play, Whatever you're Into
The PEP® 3000 syslem will get you where you want o go.
Built around an ulira-crisp and super-widescreen display
there's simply no better way to play all the best games and
higgest movies. S0 check out our lineup and grab yourself

a P3P system. Because everywhers just got better,
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money on your alien
costume for the
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Exclusively at Best Buy™, the incredibly affordable Toshiba Qosmio™ X305, Check it out, and let us help
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46 Rumor Mill

you assemble the perfect gaming package with all the right gear and best games under one roof
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earn more at http://wwwbestbuy.com/tashibagaming
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padeasts. {UP.com and message
boards at beards. AUP.¢em.

Cover Story:

WATCHMEN:
THE END IS NIGH

Who reads the Watchmen cover story? Answer: You.
So what are you waiting for? Time's ticking!
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v EDITORIAL

Eye of the Owl

'I'WEEHE ?EARS sqa, | wiasn't writing
for EGH for a 1nlmg fkbt\az wrarking for
Marvel Comics as a freslance illus trator
on some of their little-knowen Marvel
Music comics. That pariod of my life
was like a draam come trus—my
pamr% =il hs.i’&a photocopy n'F"rh_l,;r
first psr!.mhenk mm Marsel, Sﬂjﬁu
probably’mﬂa{q_a the heady biez I

1 wwﬁh mﬁhﬂ issue’s cover story
1 W.:fbhmsn, anin publl#}adi.ﬁ 1EEE°
by Marvals u:'.ruﬂ’tné

n rival, Dﬁihnﬂm
was a landmark evantin comics
history. i¥atchmean uwmimv eyes b
wihat the comics madbﬁt 1::'.:uh:f'tr1.|r5|I
ol its ean

it presentad its cast as mostly middla-
aged crime f@lpmpa@ﬁhmr prime.
Bt as with all great crima novals, the
details spool outin deliberste doses;
and over 12 isusg, writar Alan Maors
and artist Dave %hm car\rpd outa

- maticulausly | ptﬁm’nupmﬁw—

Wstchmﬂiﬂﬁd E\[ﬁram tl:nbl_g

L chen—;gﬁd%mrarly. not marw‘ltﬁught

itd mver become. agame. Buta ga
itis—and it's upmuﬂmnm
Watnhrnsn rﬁam& Ower the couse

; iff.rttusmun'u covar story, we speak

with Watchmen heawaweights like the

misvie's dirctor, Zack Stydet, original
Watchmean artist Gilbans, and praguel

- soripter and unmnﬁuﬁeran Lan¥ain,
. Once
Mﬁd'ﬂ-ﬁﬁm_m my =newed enthusiasm

‘read the atony, 'm o sum

Tor Watchmen. ;
—James "Milkman” Miake,

)
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1UP Family

This manth, we mest
1UP usar Davin Loh

{ i

What's the lengest
gaming session you've
had, and for what game?

I In college, my
friends intmduced mea to
StarCraft (PC), and it awoke
the crazy Korean StarCraft
addiction genes in my DMA,
I | remambear comactly, we
ended up playing for 72
hours straight, stopping
only to eat and use the
bathroom. Good times!

1. What's your faverite
gaming censole?

L: It's adead heat
beteraan Dreamcast and
PlayStation 2.

What are your
favorite games? Why?

My favorite P52 games
ara Hokuto no Kean (Fist of
the Morth Sitar) and Sireat
Fightar Alpha Collection.
Wy favorite Dreamcast
games are Power Stone
and Marvel va. Capcom 2.
I'm a fighting-game fraak!

Trivial lssue

This manth's

EGM question:

In what year dees the
Watchmen game take
plaga?

E-mail the answer to
(subject
head: Trivia: EGAM #2351 for
a chance to win something
potentially awesome.

Far writing this

FE|  month's LOTM,

Dustin gets a
copy of Karaoke
Rewalution, or
sameathing else to
exarcise his vocal

EE_ _._,___1 cords with.
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| ‘

WAy my
have a voice!
—Dustin Pawdson

tin, that they

with the ph
and re
individud

s sharted gatting Irierchy.

with your friend, irst=ad

IF YOU CAN DREAM IT,

BUILD I1.
——

- YOU CAN

I & fles, Hoals, or drives, you can deild
E‘;&H %e if T :J;.ﬂl'rdr! -:F"{:rf FERTRINE slordE.
100 comgede Parts and Sleeprinds give you
Phe Poeisr J:.c: Cregie gh inlisiTed ezrr$
of imenious rew vehicles to tackle  Microsoft
aver 150 differedt challenps. gamedFtudios
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follows aryane, even Ayn Rand, and
nat think for themseahes.
It was a small-minded and m=an-

CONTEST: girited attack that was ssriously out
1UP usar of placs in an cthersizs lighthearted
Justin Yan  ard funny articlke.
ifiacl. 1 UR. —Vieman Linares
com) was the
first reacker to Fharkey replies: "I'm sorrg. You've
comectly  cleary proven that Objectivism
sbmit the  deesn't turn pacple into jerks with
answer an overdevelopad sanse of antitle-
“Watchmen" ment Pleasa, just stop hitting me.”
as our sacrst

Decamber cover.
He zaid “Sundial
= Watch® and

More numbers than fingers
At the start of Shane Bstterhausan's
Castievemwa Crder of Ecclesia mvien

alluded to our  [BESA #234], he mantiors that it's the
"Manhattan-sized  fifth portable “fWetroid-vania” since
annourcament’  Symphony of the Might. But isn't it the
quoteinlast  guih? Circie of the Moan, Hermeny of
month’s Newt  Dizonance, and Ara of Sorow were
Morth page,  al on the GBA, ard then Dewn of
smply stating  Samow amd Portrait of Ruin precedad
*Or Marhattar® iz pewest itk on the OS.
For his troukdes, — Joe Cammiss
Justin hes
won stemal fame | oo we wiite about videogamas
in the arn'a::;'c:f for a living. Do you really axpact us
P=i )

to 2 good at math?

Girl, disgusted

After reading the 1UP Family profile
on Amarisee Sullivan [Letters, EGR
#2ad], | was a litle disappeinted in
youL Thanks to Mimtendo's cute, fuzzy
gamas like Nintendogs and Coaking
fdams, and massively multiplayer
gamas like World of WarCra®, gaming
has become a social nom, and it's
only right to thirk fermales would be
included in the playsr basa.

Amarissa was comect when she
gaid *Girls playing videogames ism't
quits the nowvelty itoncewas.” In
fact, roughly half of the entire gaming
popdation is female! I'm sick of girls
on the games | play acting liks they're
gp=cial and rare, like they should gst
items and gold just for having teo

about Zamh Palin's
resamblance ta the

===

.1I.I:'=2:<.l;d .ﬁJ.T.'I.';I
reman, nal Acksr
Ezrall. Sarry Avram.
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X chromosomes. And it's people
imasthy males) like youwha push that
sterectype and encourage that typs of
behavior. | mys=lfam a gl and play
videogames, but unike soms, | don't
boast about it

| thirk what nesds to be redizsd
hera is that gils ars just part of the
player basss in videogames now.
They're not special, and they' r=not
rare. And mors likely than not, they're
gaming to have fun, not to be ogled.

—Sarsh M.

Welcome to the present
| noticed 538 finaly published a
revisw for a PC game [Soone, EGM
#234). | knswv that print-media sales
wiers falling, bt | never though |
wiolld s2e a PC gams aseed
ina magazinge famous fr conscls
cowerage. lsn't that why I Dawis
has [Games for Windows: The Oificis!
Magszine]? Are sales down, or canwe
anpect a possible consolidation in the
diztant futurs?

—Chriz Day

Um. You may want to sit down for
this, Chris. The "distant futura”
pratty much happenad a few
manths age, when GFA moved
anline and we started covering PC
games. t's a brave new waorld!

Sadness happiness

The Wii, | fel, has enomaous potertial
1o be a hardcors maching, aswell as
acasual systam. But, sadly, it saems
Nimtende doesn't share my opinizn. |
heard of a harmor game a whils back
called Sedness, and it lecked like
samething | could droen my “nat
having Resident Bal 5§ on Wil sarmows
in. But since then, | haven't ssen o
h=ard a mantion that it was even still
being created! Can you tell me what
happened to it?

—&. Papsiain

Sure thing. Sadness droppad off the
radar for a while when developsar
Nibris raninto “artistic differences”
with its publishar in March 2007,
But as of this past July, the game's
back on track, schadulad for
release late naxt year

Worth 1.000 words

I'm a 25-yearald art tsacher, and | uss
videogames aften in my art classss to
connect art to my students on a kel
they can unclerstand. An swample of
this would be my ssrior art class that
did a sci-fi art project awhils back
wher [used Helo to gat the students’
attartion. | then linked Helo to the art
design from the movie Alisns. After
wiatching salect 2censs from bath

Haio ard Afens, the students had to
fazhion a sci-fi image of their cwn
design. | alzodo a mosaic project
where the students nesd to craate
an image using .S-inch-by- S-inch
color=d squares. | obwiously touch
on famous mosaic pisces of artwork,
bk | alsa touchon 8-bit- and 16-
Lit-era videogame sprites. | actually
hawe the Advant Chidian mavie in my
curriculum to watch before [teach the
students about dynamic arbwork. Even
if you don't belisve videcgames can
k= art, then at kast understand that
artistic assthetic does enist in games.
—fdaithew Horton

Good to see you teaching the kids
about the things that really matter
in life. Hopefully, seme of them will
maove on o making games themn-
selves..so we can savagely tear
tham apart. We're such bastands.

You don't say!

If Tenacious Dis "reck, " 50 are Spinal

Tap, Wyld Stalyns, and Vesuvius.
—Triztan A.

Er, GK. But you forgot Limozeen.

The smell of napalm in
the morning
Why don't more games have Vistnam
as a satting? | think it would be fun
with the sadistic booky-traps, snipsrs
out of nowhars, and whole ragiments
dizappeairg inte the undenrground
tunnsling network, whars you can
folloer them for some badass chsee-
cuarters combat. Flaase tel me if
thers are any games in the works that
wou know of anddiorwhy developers da
nat make thess games.

—Robert Russel

Wa're not aware of any currantly

in the works, but the problem

with gamas based on the Viatnam
War i=n't that none exist—it's that
feww are any good. Out of Confifct:
Vietnam, Shellshook: Nam 67, Man
of Valor, Battlefiekd: Viednam, and
Vietcomg 1 and 2, anly Satifefield
anjoys an above-80-parcent agare-
ogate rating on Matacritic. J=
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Comic Miszhed, Lyes,
Mid Sugpostve Thamas,
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TARGET
LIMITED
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ShaunWhite

SNOWBOARDING

Your pass to more game.

Get the full game, plus a whole lot more.
Available November 16th. Only at Target.
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Shaun
White

+ exclusive mountain
+ extra challenges
+ unigque story line
+ the Target Chalet
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» FAR=0UT FAMS

Try Netflix free for t ks.
Beautiful Bounty: ry Netflix free for two weeks N E T F I_ I H

| When videogamea
fang dress up

like: thsir favaorite
charactars, it's
uzually “game
awer” for your
ayas. But nat all
cogplaysrs are cringe-worthy. Just
take a look at Mintendo dress-up lover
Jerni Ballberg. This talented Swedish
dork designer's a pro at trarsfonm-
ing hersslf into every sew-deprived
game fan's fartasy. Bacauss we're so
impressed with her locks—aer, desiom
shiltz, we decided to find cut mors
about her Metroid-rspired duds.

The Ultimate in Social Entertainment.

m
n
m
1]
]
L]
=4
]
A
9

The New Xbox Experience
Get instant streaming®* and watch DVD rentals on your Xbox 360%,
Connect with friends as you share games, photos, and more.

Enjoy the best in entertainment right in your living room.

EGM: What emactly inspired you to
drass up like a chick who dressas up
in robatic ammor?

Jenni Kallberg: Becauss | think
Samus is a pretty cool gd. | mean,
she kills Metroids and isn't afraid of
anything that gets in her way.

EGM: How long did it take you to cre-
ate the classic Varia Suit?

JE: Simmonthe. | didn'twork on it
every day in that pericd, though.

EGHK: Many p=ople thought Samus
was a dude, only to fird oot that she's
a chick at the end of Meroid. So, uh,
woul are agirl, nght?

JHE: Wha tol— Oh, yeah—eure!

EGM: Approwimatsly how mary mar-
riags proposals have you received
from crazy Nimtends fars?

i Crver 9,000,

EGL: Wha's the ssuizst Mintendo

femals? Samus Aran, Princess Peach,
ar Birda?

JE: I'd let Samus Screw-Attack me, if
wiodd knowy what | mean.

XBOXLIVE,
See the New Xbox Experience at xbox.com/nxe.

EGHM: Uh....

B This baurity huniter i 6 good catch
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ARKHAM ASYLUM

Can the Dark Knight finally strike videogame gold?
By Philip Kollar

28+ BECTROMC GEMING MOMTHLY = EGMAUPCOM

Platforms:

9 i bas fed-up Kilar Croc s
A EVer mofe menacing fioa
in Batman: Arkham Asplwm,

PEANBIRC

L Publishar:

T {E‘? Eidos
i, N F [ oy

E reloparn

" __ X Racksteady

- \"' Relaas| I[:h:t-an:
2008

b o chscorer
lin@ literatura.

EARLIER THIS YEAR, rumors
=wired that Pandemic and Electronic
Arts wam working on a Batman
game te caincide with this summers

smash film The Dak Knight. Whethar

it was Electronic Arts, Pandemic,
Wamer Bros., or ancther company
entiely, it's clar that someans

dropped the ball on creating a darker

Batman game based aound the
film—a game that probably would' ve
sokd like crazy. Thankfully, Eidos
is ready and willing to fill that gap.
Though their new stealth-action
brawilar, Batman: Ascham Asylum,
takes its inspiration from the comic
bocks instzad of the movies, it
openly embraces the mor mature
tone of Christopher Molin's take on
the Caped Crusader

To begin with, the game uses
Unreal Engine 3 —akvays a favorite
for gritty subject matter As the

x ‘"

2 r
T

. s

name suggests, the main lacala is
Gotham's famous nuthouse, home
to sorme of Batmans most notorious
foes. From wihat we've saen so

far, wea know that the Joker is the
game’s primary baddie, and a cadre
of lower-grade rapscallions join him,
including Harkey Guinn, Killer Croe,
and...Mr. Zzasz. O, no one really
cares about M. Zsasz, but no matter
howe Z-list the suparvillains get, at
least they have some creepy, gothic
areas in which to weak mayham.

A mental asylum may seam like an
oold satting fora game, but Eides i
employing the talent of writer Paul
Diini {Batman: The Animated Sares)
to dig inte the sordid history of
the Arkham facility. In other words,
don't expect Batman to just roam
small comidors and pace paddead
cells. In the beginning of the game,
Batman goes deap into Arkham's
underground and ends up trappead
in a laboratory-like area, and ha
appears to explore agiant library in
a later mission. Still, London-based
developer Rocksteady (veterans of
PS2/XB first-parson shoctar Ukban
Chaos: Riot Response) wants to
make even central asylum areas
varied and interasting aven though
Batman eventually leaves them to
stalk the rest of Arkham lsland—
hopefully opening up several more
areas of interest. We've already
saan hints of a seemingly inevitable
Batmobile trip of some sort. Mow,
as forwhat Batman does in some of
these coloful locales....

Bat fu

If anyone's wormied that Ak ham
Aspium focusas too heavily on the
stealth side of Batman's abiliies—

ELECTRCMIC GAMMG MONTHLY » EGMIURCOM = 20




brawils feature ksts of punch-punch-
A : punch combos, but the gamea's
experience systern looks like it'll
| lead to unlocking and upgrading new
5 U sigratume moves,

. ﬂ In fact, the stealth portions of
w the game ssem to revolve around

grappling to high, shadowy locations

" I =0 Batman can then swoop down to

] get inan early shot before engaging
foas in hand-to-hand combat. Think
mome along the lines of Metal Gear
like 2008's medioce Batman Beging  Solid 4—whem combat's mostly
game—try notto be too concerned.  encouraged —rather than slower,
Stealth elements are cerainly part of  sneaking-focusad games like the

the equation, but Rocksteady's trying  Splinter Cell saries

to build a fully developad, com plex The investigation saquences
combat systamn. At first glance, pravide more inte msting gameplay

30« B ECTROMC GEMIMNG MOMTHLY = EGM AURCOM

wie won't know whether or not it

ALONE, YOU'RE GREAT.

TOGETHER, YOU’RE
UNSTOP

EH Tl.FI'tI!lE

i
s
INTUVTVENIHE N ¥DOU CANRELY ON, OTHER TH
HEOHETIMER SN DU HAVEREALFT DT
- FTOFERFIAN & EVER COULD ON YDUR O

twists. These play out like something
fram the Condemned games; you

can usa ¥-ray goggles, heat tracing, HIEHLIEHT HEEL* FIECEIFII:I AND EEHT YOUR OWN HIGHLIGHT REEL AND SHARE IT WITH FHIEN I:IE EINIJNE

alcohol sensors, and a numbear PLUS: UPDATED ROSTER, NEW BACKSTAGE AREAS, 100+ MATCH TYPES AND MOBE!
of other tools to scan rooms for
avidance. Vigilant detactives will = ; S . AYAILABLE AT

uncover clues to solve puzzles,
paths to follow to find enemies,
and glimpsas at gmpple-accessible
wvantage points.

Everything about Akham Asplum
looks cool at the moment, and
cartainly the mixture of stealth and
action suits the Batman mythos well.
But until we actually play the game,

Gamesio

nnnnn LR T Y

does the world's greatest detective
any justice, e
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GAASSHOPPER MANUFACTURE'S
GOICHI SUDA, aka Sudafl, may be the
mind k= hind edgy, viclent, and glesfully
wulgar creations like Kiter? (PS2/GC) and
Mo More Heroes (Will, but he's surpris-
ingly dowen to earth. Meverthelass, ha's
Japan's biggest rising star, riding the suc-
caes of Mo More Heroes and the hyps of
his upcoming collaborations with marques
names like Shinji Mikami (R esident Evil)
and Hideo Kojima iMetal Gaar Solid). We
recantly visited his hip Tokyo office—amead
with only anissue of EGM's Japan-themed
lssue #232—to chat about his inspirations,
approach to game development, and, of
course, the mysterous "Projpct 5.7

duElLE E52Md

EGM: Tell us a bit about the history of
Grasshopper—whers you came from
and your ambitions.

Gaichi Suda: This is Grasshopper's 10th
year. The last title we made was Fatal
Frame iV on Wi, which makes 11 titles in 10
years. The cor group in the company con-
sists of former staff from [Fire Pro Wiesting
davelopar] Human.

EGM: Right. We saw the Fire Pro
Wrestiing bexes in the lebhy.

G5 Yes, and that's whera | started, too.
Anyway, in general, we've baan creating
ariginal titles, although there have been
timas that we've craated animea-licensead
games. Jur goal from the beginning has
Es=an to carefully create each of our ariginal
titles and give them ourall, and this hasn't
changead since we bagan.

EGM: Do you find it difficult to be an
independent develeper with such a dis-
tinetive personality?

G5 Thare have bean difficult imas in the
past, but ['ve akvays concentrated on sim-

ply creating games—I don't dwell on chal-

lenges. They do come up from ime to time
in the course of development, though. | find
that in every case, the bast thingto dois to
simply focus on working through creative

feat 10 yea
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diffic ulties to the best of our ability, and this
approach has helped us gat through them
aveary time.

EGM: Grasshopper's games are very
ambitious, conceptually and visu-
ally—da you think that's essential te a
satisfying game sxperienca?

G5: Graphics and game dasign give the
first impression of a game, so obviously,
thaese things are important. Still, with Ko
Fove Heroes, something | ealized aftar
=aeing its raception in the American and
Eurcpean markets is that peopla have
leamead that thera's more to our games than
these first impressicre—the gameplay and
actionwers praised highly overseas. 5o I'm
happy that people think of Grasshopper
Manufacture as a company that makes cool
gameas that ara fun to play now. [t's a hig
step for our company.

EGHN: The issue of EGM you're flipping
through fecuses heavily on the state of
Japan's gaming industry. We're curious
ta hear your take—how do you think
Japan's develepers are faring in the
current generation compared to their
Western counterparts?

G5: Japanese dev teams have always had
a buddy-buddy relationship—we sea aur-
selves as allies and take cam of one anoth-
ar, but we've never really baan concamed
about those outside our community. But
Grasshopper is a unique company when
you think about it, because we've baen
focused an the overseas market for a long
time. In some ways, we wers one of the first
Japanese developars to really focus an the
outsicle market. What we'd like to do now

i bring oursalves to the paint that wa're

no longer viewed as a Japanese developer
but mther as a worldwide devaloper. I'd

like to bring us to the same level as Bungie
Studios, Valve, Criterion, Harmonix, [and]
Epic—that = where we're headed, and |
think many other Japanese developers are
slowily starting to focus on [the] overssas
[markets] as wall.

EGM: The impressien I've always had of
the Japaness market is that it's largaly

insular, that enly Japanese games really
sell in Japan. Despite this, are you leok-
ing at Western games for inspiration?

GS: Wall, inall honestly, | don't look to
other gamas for irepiration regardless of
their origins. When it comes to games, |
akways want to creats something new and
different. When | start creating games, | find
my=alf inspirad by music, movies, televi-
sion, or pom..

EGHN: We've noticed that the games that
sell well in Japan tend to be established
brands, with Monster Hunter being the
only recent breakout hit. Do you think
Japan is simply a difficult market to
bring new ideas to?

G5: This might be a Japanesa cultural
thing, armaybe aven something genetic,
but brand i= very important to the Japanese
audience—not only for games, but also

for ather things, too. People here seak
comfart in familiar brands, bacause you'ra
promised that it s going to be good since
it's familiar. You feel secure in picking it

up. That's pobably the reason things are
that way hare. But if you ok atitfrom a
different point of view, the first product in
any brand has to be an original title, and it
introduces a new, cor way of thinking. To
make a brand successful, you need to keap
that core while still advancing it. That'swhy
a brand becomes a guarantea, | dafinitely
think creating a brand is important.... If

you look at Dragon Quest or Final Fantasy,
those were ako oniginal creations whean
they ware first introducad. [racon Quest
creator Yuji | Horni created ssveral small
games bafore his big success. People have
to take their necessary steps in orcker to
cmate asuccessful brand and have their
breakthrough. This is my philosophy with
Grasshopper, and our next game is going
to be a huge hit because 've been follow-
ing this rule closealy!

EGM: Yeur games have thematic simi-

larities but ne direct connections.
Do you consider “Grasshopper”
to be your brand, rather than the
individual titles?

GS: Yas, | guess, in asensa,
Grasshopper could be considared
our brand rather than any single
property. But I'm looking foreard to
the day whera | zan create sequek!
I'vie been working with variows dif-
farant publishers—and, of course,
when you beginworking with a new
publisher, they want a new property.
They ask for something neaw.

EGM: Do you approach the
creation of licensed titles tha
same way you do an eriginal
Grasshopper creation?

"y

G5: Mo, Actually, when it comes to
licensas, our first priorty i to sat-
isfy the fans of that property. Many
people before us hawve built those
brands and their audience, so we

try not to impose the Grasshopper
image and uniqueness on them. Qur
responsibility with these games i

to help groer those series and make
our contributions appealing to fans.
With games like this, | always start
as a fan of the seres myself, =ol can
understand their attraction.

EGM: We've also heard rumers of
a Confact sequel. Is that in the
warks?

GS: [Feigned surprise] What? Really?

EGM: Well, we heard this right
after the gams came out in
America, so it's been a while,

GE: Oh, | sae. Yeah, | did hear talk
about this befora as well. The direc-
tor of Contact, Akira Ueda, is an
indeperdent contractar now with
his nl:-mpan]l,.ﬁ.udn. They've just
published Damon Datective Naurm

EGM Extras: ds pou oan dal,
=] Goicty Sudie had s lor fo say
Hand on over fo EGRLIP.com io
ahaon out tha meat of ife indersa

When | start
creating
games, | find

B Mo More Heroas

Nogami, which is based on a Shonan
Jump manga property

EGN: Sa, ha's not with
Grasshepper anymara?

G5 Right. So, for any Contact
saqual to happen, we'd need to talk
about it with him first.

EGM: Sa, what exactly is it that's
keeping you busy these days?

G5 CGurrently, I'm creating a game
with Shinji Mikami [for Electronic
Arts]—he's the producer, and I'm the
diractor an the project.

EGN: Speaking of collaborations,
how's “Project 5, your collabo-
ration with Kojima, geing? Now
that Metal Gear Solid 4's done,
I'm sure Kojima has plenty of free
time to work en it with you.

GE5: [Lavghs] | just had dinne rwith
Kaijima the other night, and it seams
like he's still a bit busy! He has his
followr-up work to take care of, |
guess, But we bath agread that once
things skw dowin a bit, we should
o something. Truthfully, MG54 wes
a vary special game for me. It was
one of the mme games where | felt
like | could sense the passion of tha
craator through the game. It had

an amazing atmosphera—| could
really sea his vision in it. We'r close
friends, and | talked with him often
during the game’s creation. 5ol
have a lot of insight into what Kojima
went through andwhat went into the
game. And Metal Gear Soiid 4 itsalf
really stimed a lot of emaotions inme.
| think Kojima sees in me somaons
wiho shares that same lkevel of pas-
sion for creating videogames, 5o, we
don't know when this will happen—it
coukd be years from now!—but we'll
cefinitaly be collaborating together
[on a project] somaday. o=

)+

myself inspired

by movies,

music, television,

or porn
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Lr game-related vid-
. Er, right here at

‘s all crap, all the time.
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“This is the best video game

about being in the movies
that I’ve ever seen!”

Burt Revnolds, Handsome Actor

l The camera loves me—and now if's
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Your're im the Movies™! But dow't take
my woua for it just becanse D Burd
.i'a'."‘:llullll.-lllliri 'u'l'l.ulIIII.:;l.-Iulllull:I N I|I.I:I .\-"1 e |
beloved fifrm fegerd —|

calivibord bocki {ealc)
HIEOL ||‘I.| i IIL‘:'IInIIluI'.'quI-II AN

Those clips get dropped inlo one of

Comic Mischaf
Mild Languags
Mild Vialonos




]
X

Ludis S53ud

Dving is easy. Comedy is hard By Julian Murcooh
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"HELLD, AND AGAIN, WELCOME
ta the Aparture Science Computer-
Aided Enrichment Centar. We hope
your brief datention in the mlaxation
vault has been a pleasant one. Your
spacimen has baan processad,

and we am now ready to begin the
test proper.” With thosa first few
words, the Gepetic Lifeform and
Cisk Cpamting System (GLaCos)
walcomes players into the world of
last year's surprise hit Porfal. What
could've bean an overooked purzler
bolted anto the back end of Valve's
Crange Box ended up as ane of the
mast original experiences in years,
largaly because it wes funny.

But Portal wouldn't have been
g0 funny if not for the work dona
decades ago by folks like Steve
Meratzky (behind early PG games
Leather Goddesses of Phobos and
The Hitchhiker's Guide to the Galaxy)
and Al Lowe (the Lefsure Swit Lamry
sanes). And it's a fair bat that Erk
Waolpaw, the writer behind GLaDi2S"
haurs-leng psychaotic monolague,
wouldn't have had the chance to
make us laugh if it weren't for one
game: LucasArts’ 1990 PC hit The
Secret of Monkey island.

Monkey [sland was the first ina
sanes of fabled {and funny pimate-
themed adventure games from
Lucasfrs, all basad on the "Script
Craation Lhility for Maniac Mansion”
{or SCUMM). The team behind those
aarly SCLNMNM files served as "root
systam” for game humor, in a sensa.
And that system’s grown most
dimctly from Tim Schafer, one of
the Monkey lsland designers, who's
crafted a half dozen clhssic humor
games since—most recently Double
Fine's Peychonacts in 2005,

“Back then, we made those games
that way becausa that's really all we
knews how to do,” recalls Schafer,
nows the head of Double Fine. *Me
and Dave Grossman and Steve
Purcell, we sat there all day kong try-
ing to entertain each other, and that
just came thiough in the games.” Ha
insists this i=n't the same as talling
jokes. °1 don't know how stand-up
comeadians do it. They get up on

stage and are actually announcing, 'l
am about to Bs funmy. Now!™

But by the end of the cerntury,
though, mllicking adwventure games
started to fade. “Ther was this peri-
od which you could call ‘the darken-
ing,”” says Schafer "Everything weent
dark, bacausa everyona thought that's
what people wanted.” Even Schafers
owrn wiork took a darkar tone—his
criically acclaimad 1998 film noir
skakton adventure, Ghim Fandango
{PC), while lacedwith humaor, was less
lighthearted than eardier SCUKM titles
such as Monkey lsland (PC) or Day of
the Tentacke [PC).

It’s no coincidence that humar
drained from games at pecisely the
same time that graphics, complex-
ity, ard budgets rose across the
industry. Wolpeaw, who connects to
the Monkey Island mafia through
hiswaork on Schafer's Peychonats,
thinks the shift toward voice acting
iswihat killed comady in the dark
years, "It was a pretty dismal era
of nat really hiring very good voice
talent,” he says, “which meant you
tad these spoken words that wermn't
being acted by people who had any
sense of comady. The failure rate
was pretty high.”

And in the game industry, failue's
nat an option. “As an employes, |
want to work on the funny gamas,”
says Wolpaw, "But if [ wers imesting
15 million dollars of my cwn money,
I'm not sum 1'd invest in a funny
gama, aithar”

S0 we enterad the darkening,
bracketad by Schafers attempts
to keep humor alivewith Grim
Fandango in 1998 and Psychonauts
in 2005, That lang, dark, seven-year
siretch was mlisved only by the
casual humor of Nintendo files and
the puerile (but hilarious) Conker’s
Bad Fur Day on the Mintendo 64,
Walpaw has disdain for the era:

"Paople just went back to space
marinas whean they realized how hard
[humor] was.”

The renaissance begins

Faor his part, Monkey lsfand alum
Cave Grssman didn't take it lying
dowen. In 2004, Grossman and other
LucasArts refuges founded Telltale
Games, with a singular focus on get-
ting the fun {and adventursl back
into gamas. "l don't think humor is
risky, actually,” he says. "My opinion
i that humor is less risky than trying
to be serous.” Telltale's put its devel -
opment money behind this thesis,
relaunching the Sam & Mar franc hisa
with episodic content in 2006,

“With humar, you have all the lati-
tude in the word,” says Grossman.
"It really kets you be sloppier with
how you portrmy things. As long as
you're baing funmy, people will give
you a kot of rope.” Of course, it's
aasy to say that when the hangman’s
funny—1UP gave Telltale's Strong
Bad's Cool Game for Attractive
People an A- rating based almost
entirely on the writing.

Gmosaman seems alone in his
belief that funny can be easy, though.
| think humor's a very risky invest-
ment,” says Panny Arcade's Jamy
Holkins. Holkins and partner Milke
Krahulik {better known by thair
webcomic names, Gabe and Tycho)
turned to Hothead to help craft
Panny Arcade Adventures: On the
Rain-Slick Precipice of Darkness,
wihich came with huge axpecta-
ticre—after all, if the game wasn't
funny, itwas going to disappoint a
lot of paople. S0 Hothead brought in
Fonkey fsland boss Ron Gilbert as a
consultant while relkeasing the game
in smalker, cheaper pieces, making it
mare palatable for consumers.

While we expact a Penny Arcade
game to be funmy, Valve's Portal was ¥

FRESS START

They get up on stage and are
actually announcing, ‘| am
going to be funny. Now!’

| 1 !
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Poyohonaits Panny drcade Advantures: On the Rain-Sliok Pracipive of Darinass

—Doutde Fine founder Tim Schafer

Gonker's Bad Fur Day
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a surprise pie in the face. Hired to
bring the comeadic sensa he'd honad
during his time with Schafer, Wolpaw
took aset of clever first-parson puz-
zle mechanics and crafted one of the
first hilarious games in a decada.

*l was able to stack the deck,”
says Wolpaw. “It's a monologue.
[GLaDCE] seems like she's reacting
to you, but she doesn't do alot of
dynamic real-time reaction. So it's
pue monologue,” he says. And the
meneloque format let Wolpaw sneak
in humor when players didn't expect
it. "It weas more deck stacking—a
joke tands towork if it's surprising.”

In the end, Wol paw thinks he just
got lucky. "l was able to sneak in on
the back end of The Crange Box,” ha
says. "I'm sue the moment I'm not
funny anymore, I'm out on my ass,
but | hope | can keep it going for a
few years. But it's a totally differsnt
thing than making Bwita Legand.”

A new lagend

Tim Schafers got a et riding on his
next project, the hard mok-themead
Brital Legand. The gamewias well
inta development when Activision
unexpactadly droppead the property,
putting the pmject in publisher limbo.
Its definitely Schafer's most ambi-
tious concoction to date, featuring

a Jack Black-voiced laad character,
camecs by heavy-metal kgends, and
a headliner soundtrack.

But Schafer seems complataly
urwiarriad about meeting expacta-
tions—he's relying on the inherant
comedy of heawvy metal to camy
the day. "Heavy metal itself is both
supersarious and also kind of ridicu-
lous. | think people who lilke heavy

| ™
Brira' Lagend

metal, actually, are fully aware of
that.” That kind of self-parcdy is
what created the tension and humor
of Spinal Tap and has fusled the
unlikely national tour of Dethklok, the
animated pamdy band from Adult
Swim's Metalocalypse. "Therw's this
wieird way in which heawvy metal
totally encompassas the pamdy

of haawy metalwithin heawvy metal
itself,” =ays Schafer He's counting
on that to resonates with the gaming
population—for the game to be both

funny and seriows at the same time.
lt's a hig bet because humor is hand.
"Humor has a kot of moving parts.
When a joka faik, it's often taken
as a parsonal affront.” says Holkins,
"Humar's a hazardous material.”
And this time, Schafers playing
stand-up comic. He's talling you
right up front that it's time to laugh:
"l can't say when Briital Legand's
going to come out or be done. But
its going to. Them will be awesomea
music, And it'H e funny, too,” e

R
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You know, | could stand to
kill a few more hobos.

—Gabe i Penny Arcade Achentures: On the Rain-
Slick Proc pice of Darkress

It says so right here in your personnel
fite: ‘Unlikable. Liked by no
passing shall not be mourned.’ SHALL

Can you believe a great
bhattle was once fought here,
on the very ground that you
now so peacefully graze?
Many men died. Some did

it for freedom and some for

country. Others did it
just because they
had guns. its a crazy
world, isn't it? Hmm? Don't
you think it's crazy? Hey,

I'm talking to you, cow. It's
hecause of me that you're
not talking French right now.
Shame onh you,
ungrateful cow.

—Razx i Psychonouts
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ON&. A bitter, unlikable loner whose
NOT BE MOURNED. that's '
exactly what it says. Very formal. Very

official. It also says you were adopted.

5o that’s funny, too.

—Gal0E" final monoivgee in Partal
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WORLD OF WARCRAFTLAND

Blizzard fanatics and cosplayers invade Anaheim

has the
juice to pack a whale convention center
with its adoring fans for two days, each
paying $100 a head for the privilaga—or
540 to watch on pay-perview, “When we
finally got cur websits up,” =ays Blizzard
cofounder Mike Maorhaime, “"the tickets
wiara gona in about 15 minutas.” But then,
for eBay mercenaries, a BlizzCon run can
b= quite lucrative: The BlizzCon-axclusive
orld of WarCraft polar-bear mount was
gaing for amund 5200 last | checkead, and
attendess got a full goodie bag as well.

Eut thatwasn't top of mind for the babies

in Muro suits or babes in EIFf ears and the
hulking man-beasts who oglad them. The
VAW Wrath of the Lich King expansion
announce ment dominated last year's shows,
and while no ex plosive news came out of
this year's BlizzCon, we still got our first
hands-on time with Diablo (! and StarCraft
I's Zerg race, Very little news WOW

info came out of the show—at least not
for hardears fare wha've beean following
rath's development—but the developer
QI8A sassions were a hit, as alvays.

Diaklo 1
Elizzard unveiled the new Wizard class
{joining the previcusly announced Barbarian
and Witch Doctor classes) and showcased
a mughly 40-minute-kang demo dungeon
crawil, which culminated in a tough battle
against a Skeleton King. My Wizard startad
at level & and was up to 8 by the time the
Shkaleton King ¢ maked his sacond death.
Along the way, | picked up more loot than
my fanny pack could hokl, as well as some
new spells—inzluding a handy mimorimage
ahility that | was able to socket with a Rune,
boosting its power. Yep, spells now have
sockets, too—not just items.

As for other news, Diablo Il may not be
exclusive to PC. Nothing's official, but in

By Demian Linn

an interviews with gaming site Shacknews,
Marhaime said, "l think thara's a pratty
good argument to be made that that type of
game might work very weall on cansolas.”

StarCraft Il

The biggest Starfraft news to come out
of the show? SC2 will ba a frilogy. The
first and main game, to be released “when
it's mady,” i tentatively subtitled Wings
of Liberty and will consist of the Terran
campaign fwith 26 to 30 missions) and a
full muttiplayer component, with all three
races playable. Tvo expansions will follow,
with the first, the Zem campaign, Heart

of the Swarm, coming approximately

one to two years later and the Protoss
campaign, Legacy of the Void, after that. Of
courss, the biggest question still remains
urarswerad: How many

Kerrgan cosplayars will

attend BlizzCon 20007 e f

% Ureurprisingly
; s qal riding a lurtls
'_m{. won the Lay
S Mohr-amcazd
costume contest.
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THOUGH WE APPROVE OF TORME
RAIDER'S RECENT RETURN to
form, Crystal Dynamics has yet to
pull off one feat—getting us to care
about the plat behind Lam Croft's
escapades, We're weary of leap-

ing to any precafole conclusions
about how Tomb Raider: Underworid
intends to pull us back inte Croft
farnily lore. But the new intro level
cartainly intiguas us,

The first hint that the story's dif-
farant this ime around comes in the
opening menu, which now includes
a "Prawiously...” option. This choice
teats players to a movie that strings
tagethar important cut-scanas from
all the previous Tomb Raidar games,
anding where Undenworid begins.
And where it bagins is quite a shock.

In the game's opening cut-scana,
Mizs Croft—or someacne who looks
an awful lot like her—stands in

RAIDER:
ERWORLD

Ek 1o herroota...and plows them up By Philip Kollar

frant of CGroft Maner, scowl acmes
her face, as she triggers a massive
axplosion. Inside the fiery halls of

the marsion, the player takes control
of...Lam Croft again, appamnth.

The player's immeadiately forced into
the actian, guiding Lara through the
flaming wreckage to the manor's
ait. Onoe thare, our haraine con-
fronts former allies who no konger
saam to trust her—prasumahly
because of the destructive actions of
her doppe lgEnger.

The showdown ends with a cliff-
hanger, cutting suddenly to four days
prior—the game dossn't really pick
up an that dramatic note until near
its halferay point. We're anxious o
play thraugh that first half and unraw-
&l the mystary of what's happening
in Lara's home, and we hope this is a
sign that the story won't take a back-
saat tothe action. e
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EGM’'S PRESENT
DAY PICKS

s Anyone can recommend a good garme for the halidays (tip: Buy ane that
doesn’t suck), but we here at EGM don't wanna waste your time painting

out the chvious. So instead, we're pointing out 10 maostly game-related

rish random gifts we think are worth wrapping up By Michasl Donahos

Kaodak Pocket Video Camera
3180 » www.kodak.com

Lok sharp with this 1UP Show-
approved pockst vidso camera that
will record all your wacky Rock Band
antizs in high-def.. far better ar worss.

dHdLE SE2 M4
FREZSZ ETART

Tetris Shelves

51,315 » wwwi braves pacedasign.com
Putting things in shelves is oh-so boring.
Unlees your shalves are made ta look liks
Tetris piecss. Then it's fun. Actually, never
mind—it's still boring. Sorry "bout that.

Mazga Man 9 Soundtrack Shooting Watch

£ » v play-asia.com .ﬂ:— 519 » wwav.shopnesk.com

Too bad the Hissful blesps and boops - A 2 4 Most watches just t=ll you time. But
that make L this glonous sounchirack bl this watch? Ch, no. It's mae= than just
don't emanats from a cassatte tape. a time-telling device. It so measures
CCs are 20 19908, your button-pressing rate. Fancy.

Ean Sharman

Space Invaders Shoes
542« wwwamazon.com
Everybocty nesds to wear
shoss (preferably with a shirt)
if you wanna enter a public
place. Sucks, we know, bot
at least you can chey the law

with style by sporting thesa.

Mintends Wall Decals

ATE » wwawowhatisblib.com
Decorating your walls is difficult.
Unlkess you like Nintsndao, ars lazy,
ardd have 575, If we descnbed you, |
thanks for proving us wrong, jerk. |

Tadd Rogers Boxer Shorts

F1E » www.cafeprass.com

Govf champion Todd Fogers is one
talent=d gamer. In order to be the
b=st, though, you've gotta wear the
b=st bower shorts. Liks, say, thesa.

Beats by Dr. Dre

2350+ www beats bydra.com

Cr. Dre dozen't fool arcundwhen it
comes to beats. Cr being a doctor.
So if he approves thess headphones,
you'd bstter belisve they'= dope.

Dankey Kong Jenga

525 & wwwensaopoly.com

Janga's a stupid game. So dumb. Wa'd
naver play it ar recommend it. Especially
in & gft guide. Urleas they mads a Donkey
Kong version. Sigh..if only.... =

Elf Ears

514 = wwow blizzard.com

W= won't make fun of you if you buy thess silly EIf
=ars. Vie promise, But if you do, pleass send us pic-
tres. So we can laugh. Oops. Guess we lisd.

DEVELOPER DESIRES

If you think choosing gifts for your picky friends is

impossible, try pleasing your favorite videogame devel-

opers. [t's not easy, folks. Wait...actually, it is, especially

if you just, y'know, find cut what they want. And that's

exactly what we did—we asked five developers the Sl Blaszinaki Tty Micugahi (anii Eno Helen Mciilliams

obligatary gift-giving question: “What da you want for Lead Designer, Gaars of War 2 B Ert et i Ciclar i aproducar, | ; Preducer, Rock Band 2

the h:::l'rdays.';’-‘" Hera's what thﬂr said. i Eriched -out Segaay” °| want a real spacesuil for Christmas.”  “A& time machine.” “lwanta rew drum satand a Pra Tools  “Tekets kr the A tour, cupzakes

sotup for my makeshift music swdio” with thalwerd confettiin tham and ; E
44 » B ECTROMNC GAMNG MORNTHLY = EGM.IURCOM ﬂ M

pirk frosting ard Jimmy Paga.”
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tha G lat sip plans
E.. for a'Witlare ver-
= zion of Cava Story,
O an indiedarling
>_ Jepanesa PG
advartre gama.

Wl =oore ancther
hit for O Ktann—this
pst-annaunoad
portwil hit by
yax's end Expect
sama fppin’ nes,
onbanced 4800
widescrasn graph-
icx, plus allnew
charscter designs.

THE & FINDE DIRT EVERYWHERE HE GOES.

But trade shows and fan comventions invarisboly
affer the best assorment of locse-lipp=sd industry
bigwigs anel souttlebutt-spsaing booth babes,
Thiz morth, | had eyes, ears, and hands on
full-alert status at kaoth Tolyo Game Show and
BlizzCon—saucy gamirg chitchat surely wasn't
in short supply on sither side of the Pacific.

Big bigger planet

By now, Media Moleculs's LiteSioPlenst has
lkely becoms a full-on cultural phenomenon, but
we'va really only just begunito sas the full scope
of thiz ambitious do-it-yoursslf platformer's

true potential—more cool stuff's definitely on
the way. AL Tokeyo Game Show, publisher Sany
revealed acdorable Sackboy versions of legendary
Fingl Ferdasy Wl villan Sephiroth and grzzled
Fiets! Gagr Solid 4 hero Old Snake. Apparsntly,
these cuddly avatars are mersly teaszes for much
larger dowrlcadable MGS and Final Fantssy
content packs inthe works. Plus, look for the
runors of official Disney LBP content to come
true in 2008 —classic 208 Mickey Mousa vehicle
Stesmboat Wilke coukd be the first animated fea-
tre o get the LitisBig treatment.

The LBP universs will alzo continue to evolvws
rest year with the relzass of the PSP version:
G-Marn hears it's fantastically ambitious and
will further flash out the PE3 LEP experiance.
Andwhat's mewt for Media Molecule? Suitors are
lining up at ther door, and we hear they'd liks
to bring thair mvolutionary concepts to a new
gerre—poasibly orline mle-playing games.

The horror, the horrer

With the 350 masses happily fragging the hali-

days away with Gesrs of War 2 what's nent on
the harizon from s=nies honcho Cliff Bleszinghi?

46« BLECTROMC GEMIMNG MOMTHLY = EGMAURCOM

‘Wird from Epic HG in North Carclina: He's hard
atwork on an all-new survival-homor game that’s
gat to meld grisly, over-the-top camage with a
mizre nuanced, peychological brand of scares.
It's uncl=ar whather or not this new gams will ba
an Xbow 260 exclusive puldished by Microsoft—
Epiz might take this one multiplatform.

It's beadd merevs, bowever, for ancther big-nama-
dewaloper hormor project: Silicon Knights' long-
in-ckvalopment fyet unannounced) Saga titk's
niow locking for & new publisher

The running man

Felaic of Kii mastarminds BottkeRocket have
their hande full trying to gst Namco Bandais
Spistterhowse reboct in presentable shaps it's
currsntly kroking awfully. broan), but that's not
stopping them from crafting a game based an

a certain fleat-footed DC superher. Forging a
complling Fizsh game won't be an sasy task—
we guggest adding Wi Balance Board support
or a Mark Hamill Tnckster woiceowvsr cameo. W

|
*a-TIPS

= After unleashirg trave sties such oz A%in and the
Chipmos, Jumper, and Space Chimps on the world,
publisher Brash Ertertanment sesmes to be historg.

» Capoom appears to be digging back into the
amhives fora PENXELA revival for co-op floating-
dude shooter Forgotien Worlds, Zenmy for everyone!

* Square Enix has quictly canceled Frnal Fantasy:
Crystal Chronicles—The Crystal Bearers Tor Wi
Ireteasd, ok far FFOC —Eohaes of Time for DSOWIL

LAVA GLOW WIRELESS FOR P53 5
2.4 GHz Wireless Controller

« Lava liguid controller handles
= |nternal glowing LEDs
# Requires 3 “"AAR" batteries

(not included)

524%

FReg. $29.99

il f..l

bl

(price valid from 11/5-12/31)

with video game accessories available at participating

_ BLOCKBUSTER

stores

with these great accessories by

- V

TURBOD WHEEL GHARGING DOGK a 8
Racing wheel attachment Dual Shol Charging dock for Wi T
- -
» Rubberized grips * Charges 2 Wil Remaotes
+ Infrared pass-through simultaneously L) ™
» Custam design + Includes 2 rechargeable |
= Compatible with ALL battery packs and AC adapler 5 &
Wil Racing Games = Charges even with the Wil Console
powered OFF i
* LED charge indicatoss
€% B
48 — 2“

144 s29% e/
HOLE-IN-DNE SOFT SPORTS KIT PLAY & DRIVE
4 game enhancing remale golf extensions SOFT SPORTS KIT

4 game enhancing wirebess
= 4 game-enhancing goll extensions remate extensions
» Designed using soft and sale materiai
* Lizar friendly snap-in handle design » User friendly snap-in

— handbe design /_\\
> 4 | oo e TEETE]
& and soft material i i)
= INCLUDES:

Basaball Bat, Termis

Racing Wheel, and Cradle

529%

S Il\g—-',/’
Rachet, Golf Club, i = = e

Oreambear Ancessories are only avaliable at participating BLOCHBLISTER sto

while supplies

Wil Remotas nol included

st. Price and availability subject to chamge, DreamGear Accessories will vary per store,

AR




m
n
m
1]
]
L]
=
]
A
=

» FAMILY SuUY

The problem with
LittleBigPlanet

Few games this y=ar gensrats as
much emcitement as LiteBicFizmet.
I've spent some time with the game,
ard it's clear that it's bsautifly con-
structed and has possibly the most
deeply =atisfying and cormistent ass-
thetic of just about any r=l=ass this
year Everything, from the delightful
protagonist Sackbay himsslf to the
daliciausly pompous Stephen Fry
woiceowsl, displays a level of consis-
terit creativity, wit, and—dars | zay
it—whimay raly sesn in gaming.

So, what's the problem? The
Play Station 2 clearly needs itz genr=
defying, demagraphic-busting block-
buster Somesthing that steps outsicke
the endless procession of shocters
and rmcer=s. Something that wraps its
arms around the broader audience
and gives it a big, fiendy hag and
gays, "Check me out! I'm anly an P53,
and I'm everything you've wished for!”

Hardeore gamers and PlayStation
farb=zys alike think LBP iz exactly the
game that will do this. How could it
not be? Lock at it! I1t's amazing. Put
it in front of someone who's not a
gamer;, though, and the msponssis a
lit= differ=nt. If's nat quits the unbri-
dled enthusiasm that we all fesl. How
do | know? | asked,

“What? lcon't get it.”

“Zo..] have to maks it mys=fE Why
dov | hawe to do that?”

*Can | just play the stuff other peo-
e maks? It looks like a kot of worke.”

“It's cuts bk very waird.”

twould appear that the LEF com-
munity will be divided between givers
and taksrs. Despite the wonderully
produced tutorials and the corstant
Eminders about swprassion, creativity,
and ndividuality, it's perhaps alittks bit
oo complicated for *nomal ™ folk,

The onus is on ws to inspir 1t's on
our creativity and cur willingness to
share. Thiz coud be one of the mast
impartant game relesses of the year—
and it certainly is for P53, If it does
well, it'll change the fubre of games.

| John Davisan, former
| editoral divector of the TUP
sy Meteworn, is the cofounder of
family gaming website What
They Flay fowswhattheyplay.com) and a
regeior guest on the 1UP Yours podoast.
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* MORE DECEMEER RELE

Parsana 4 NCAA Basketball 09
P22 = Ablus FE3/XB350 « EA Sports

Damnation Rygar The Battls of Argus
PS3XEIEWPT Wi * Tecma
= Codemasters

AN cirter o L page are subect 1o hange.
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CDeadly Creatures
Wii = THO

Nancy Drew: The White
‘Welf of lcicle Cresk
Wi = Sega

Modern control
for classic games.

The Wing™ Wireless Conlrolier is & fofally swesome wal o breafhe new life

inio Wi™ Virual Console™ games. Enjoy up fo fen fee! of wireless feedom

= no cord connecion o fhe Wil REemole™ required. Space-age lechnology

delivers up o 30 hours of plauéme on wo AAA balteries = or play inko the _d =
tulure using & LISB cable and anw sfandard rechaigeahile balteries®, II's the Wireless Long
ulimate coniml for e next generalion of gamers. Power g;,”t;g Life

*USE Cable and Rechargeahle balleies not included.

Aveilable al your favorite refailer. Or lum on your personal computer and
go to the World Wide Web: www.nyko.com. Ask your parents for help!

Extreme
Contral
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The end is nigh. Or is it? The revered
Watchmen graphic novel gets a video-
game prequel set in 1972, over a decade f/ )
Rl before the events portrayed in Alan Moore | J | ‘ |
and Dave Gibbons' classic comic. J $

Watchmen: The End Is Nigh

brings pivotal characters Rorschach and
Nite Cwl to life, and EGM went all the
way to Copenhagen, Denmark, 1o see the
game in action, discover how it raises the
bar for license-based games, and, most
importantly, learn why it matters

By James Mielke

sl
I—
B—
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FOR OVER TWO DECADES, Watchmen
has cast a long shadow over the comics
landkscape with its reinvention of the
modarn comic-hook hara, portraying its
protagonists as a Beyond-their-prime
callaction of would-be vigilantas in the
throes of midlife crises instead of the usual
caped or clawed male-fulfill ment fantasies.
Mo, over 22 years since the 12-issue
limited sarias’ incaption, Watchmean—aftan
considerad as the least filmakle comic—is
nearly eady to hitthe big screan, the
latest cinematic effort of 300 director Zack
Snyder. Even more surprising, though, is
the fact that a brand-new addition in the
Yfatchmen u:anu:un'i. uruderu:le.-'elu:upment in
videogame form. Watchmean: The End s
Migh is the product of a bold, three-stage
expariment by Wamer Bros. Entartainmeant.
First, it = a prequel to the original
atchmen. Second, it's a downloadable
game. And third, it's episodic. While thesa
topics are discussion-worthy alone, the
mere existence of a Waichmean game begs
this question: How do you make a game
out of a graphic novel that featuras minimal
action? To gat the arswer, we went to
Copenhagen, Denmark, to visit The End

iz Nigh developer Deadline Games foran
up-close kok, We also spoke to Watchmen

DAVE GIBB(

COVER ETORY

light. The
Orymandias ha:

visionary Zack Snyder to ascertain his rola
in the game’s developmeant, as well as
YFatchmen atist Dave Gibbons to lsam
ahout his cantribution o the-game. Then we
tracked dewen veberan comic-book author
Lan Weain to discuss his approachto writing
the Watchmean praquel.

The first episode of The End s Nigh

will armive as a substantial download an

Play5tation Network, Xbox Live Arcade,
and Steam for PG in March 2008, coinciding

with the release of the film, but the real

challenge for Wamer Bros. isn'tthe game’s
releasa—it's convineing both the curiows
onlookers and hardoore Watchmen fans
alike {a noisy minority of which think

that tuming the book into a movie is
Hasphemous enough] that an unex pected
praquel—af writer Alan Moo and artist
Gibbons' mastenyork—is not only arisk

warth taking but playing as well. After

saeing a handiul of the first downladable
epizoda’s six chapters running on an Xbox
360, we've come away impressadwith
baoth Deadline's ambitious vision and their
exacution of the concept,

The End s Nigh Producer Saren Lund
understands the projects significance. "We
knows that it's a milestone in comic history.
It's something that's remained unalte ed

sipce-its inception,” he-says"The universe
hasn't changad ar anything, so obviouzly,
thara's a lot of obligation that go@s with
that. And beeauss of that, wa've baan vary
faithiul to the comic in that we haven't
overstepped anything that the comic didn’t
state. Cur universe and our locatiors and
our story—they're all based on facts from
the comic.”

fatchmen dirctor Snyder, a gamer
hirmelf, is going out of his way to make
aure that the game'’s up to snuff. Ha's bean
bumed before—like most movie-basad
titlas, the PSP game for his most racent
film, 300, was a poor adaptation. Serving
a5 an adviser, he views The End ls Nigh
a5 a truly complemeantary experience to
the book and maovie, Mot to be mean, but
Pirates of the Carbbean— mean, lat' s just
be real about it fora sscond. Itwias really
a marketing thing,” he says. “But | don't
saa The End Is Nigh as amarketing tool. |
really don't. [want to be able to say, This
iz a movie. This is a videcgame, AndHthis is
a comic book. Allas good as they can be.
Nene of them compromised for the other™

1 agreat fan
he'll e ant to
play the Watchmen game.

all |

Prelude to the '80s ever wanted to do.
Satin {972 New York City ifive years before

the establizhment of the graphic novel's »
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of multiplayer
Hehcld ard puzds

Keena Act, which outlawed adventuring

by costumead herces and vigilantas), Tha
End Iz Nigh explores the peak years of
Rorschach and Nite Crl's patnership as

a crima-fighting dug, flashing out the pre-
VWatchmean mythology briefly touchad upon
in Moore's original plat. Playable as a solo
effort with an &1, parmer or cooperativaly
with a friend in splitscreen format (you can't
play co-ap onling), the game sees you work
your way through six distinct ehapters built
around evants and situations refemncad in
the graphic novel. For example, 2agla-ayed

WHO’S WHO

W atchmen devotess should recognize the
names Jimmy the Gimmick and Underboss,
two characters mentioned in the comic
but now broughtto life and given proper
context. Gamers will also appreciate the
work put inta the B-creation of Mew Yaork
City, with its crisply detailed, necn-lit, min-
soaked anvironments. This game looks

so goodin high-def on a huge S-inch
talevision that you'll easily forget it's a
dowinloadable tifle.

Still, ThaEnd Is Migh is, atits heart, a
brawvilar, and the first keval—a prison—is
the perfect stage for bringing the player
up to spead with the gama's machanios.
Whilke the fundamental controls are pretty
bazic fast attack, heavy attack, throw,
and, depending on the character, block or
evads), the potential combos are layeaed
and deap, and the finishing moves are
brutal—provicled you enter the appropriate
quick-time commands when prompted.
Additionally, the fighting mec hanics are
designed so that button mashing will suffice
for novice gamers, but maore skillful play
offers greater rewards, like Rorschach's
counterattacks. It's also warth mentioning
for those unfamiliar with Watchmen that
feww suparpowers are on display here. Both
Rorschach and Mite Cl are heroes of the

human variety; neither are mutants, and
they're cartainly not from anathar planat.
They're ovemchieving “regular humma—-—r
Rorschach sufferad thraugh
youth, came fram a broken he
gets his adge from the u:trm‘iﬂlm ﬁt‘m
comes with being a borderdine psychopath,
while Nite Crl grew up idalizing the berc
he eventually suaceaded, utilizing Batman-
style gadgats to gaio the upharhand.

The mean streets

Playing througl The End s Nigh as

aither character produces significanty

diff erent resuf&F Rorschach's a faster but
slightly w aakar charac ter—praferring a
faral, stick-and-move, sireetwise styl of
fighting—whao's got no aversion to using
itarns he finds (2 by-4s, pipes, crowbars,
baszaball bats, knives, atc.) as weapons, all
of whic h have different attributes. Bazeball
bat= hawve moe range and durability than
a knife, and each has its cwninishing
move, Mite Cd, on the other hand, can
dizarm his opponents but prefies to
discard the weapons (which Rorsc hach
can pick up and wee). He's a more refined
fighter, using his martial arts expertise to
combat opponents, but he'll use high-tech
wirardry—like a Screecher Grenade—to »

e

Q. EMOTION IN MOTION

IMMET T



LEN WEIN

Alan Moore's mentor takes a stab at authoring
the Watchmen prequel—and lives 1o tell the tale

Photcaph by Lerw, Lavmon

sith ano
finishing

v with the
= during ths

neutralize his foes. Tutorial "posters” are dead end in the first prison stage where we had some limits to the agtual scope to
scattarad thoughout the first leval, and Nite Crvl must uee his elactric-powearad this. Sowe decidad quita sary anto just
upan inspection, they enable the player to suit to lift a prison gate so that Rorschach focus on those two characters.”
leam more moves or taach them how ta can slip under and flip the switch to open it But Deadline’s done moe than just re-
solve puzzles cooperatively with Mite Crl, from the other side, Both charactars have craata characters and logations from the
Both charactars have a meter under thair  different paths through the game at times, graphic nowvel for these praviously unseen
respective health bars (Eoth the menus too, Mite Owel's able to access amas that evants; they' re creating entir by new areas
and the heads-up display are designad Ror=chach can't, using his grappling hook that reflect the visual diversity of the source
in the bald, minimal style of the graphic {the graphic nowvel mentions that Mite Crel material. The sewer stage, for example, AT
nowell, but they represent different abilities.  ewentually gives it to Rorschachj to scala could be an exemcise in redundancy, so the .rl-:..'l-pr-:'l.t:" -
Rorschach's secondary bar indicates his heights that lead him down unique ameas. team made sure that no two areas in the
Rage Meter, which fills as he successfully According to Lund, the game’s OA team sewiars looked alike, There are dry aress,
lanck an attack or when an enemy strikes is basically split down the middle in terms wat areas, areas with different lighting, big 2
him. Triggering his Rage gives Rorschach of wehich of the two chamcters they favor
heightened physical abilities, meaning Paying, and this could help ensure The End
faster, mome powerful moves like the Bull Iz Nigh's replayability.
Rush—it bath darmages and knocks over At the =ame time, some fans may be
enamies—which proves handy when wondaring why thess teo are the focus of
sumaunded by thugs. Nite Owl's secondary the game and questionwhy others, like the with Arthirg
gauge wiorks differently; it indicates the Comedian, wen't take the spotight. We o T a chapter in the
charge level of his armor's electified askad Lund if the team was tempted to go Bt 5
attacks, which he can utilize in the form of beayond making Rorschach and Mite Crd the
lightning bolts or as electrified amnor, This leads, "Oh, yeah—we wanted to make all
Eoth protects him and punishes any enemy  of them,” he says. "Becausa all of them, if
foalish enough to touch him while active, you look at them from a game-mechanics
and unlike Rorschach's, Mite Cwl's gauge point of view, have something special that It e, :
refills automatically over ime. would be mally cool to explore in the game and Nite Owl? Are : The grap

W=yl playbay—
. T painfully shy
just for show—you'll nead both chamctars downloadable tile. We knew that wea had : arlies
to progress through some areas, like at a about a year unfil it had to be releasad, so

igilante on the 3 bt the back-

& Ll i ?Wc GBKITG MORTHLY » ECGMLILRCOM » 5T

The game's cooperative elements aren’t wordd. Butwe knew itwas goingto b= a




rooms, small rooms, and more to make stire
that it's not only a fun area to look at while
playing but that the playerwoulkdn't get lost:
The same goes for the game's Brooklyn
dockyard level as well as the others, whara
you encourter and fight enamias first
established in the graphic novel, like the
Topknats gang. Incidentally, since the fuzz
are also on the lockout for the costimed
vigilantas half of the time, they're tough
opponents, requiring mere skill and effort to
dafaat than run-of-the-mill foas.

And while the combat's fun, without
context it could mduce The End s
Nigh to a basic Streets of Rage bravler
with Rorschach and Mite Cwil skins. 5o
its important that the six chaptars are
prefaced, intedaced, and bookended with
new “motion comic” cut-sceneas—uvhich
stylistically mimor the graphic novel-based
motion comics on iTunes and are portrayed
as entries into Rorschach's jourral in the
game—that provide setup for Rorschach's
and Mite Owd's missions, Watchmen fans
should also appraciate the game’s Mature
rating, allowing for the adult language usad
liberally throughout the cut-scenas and
the bloady violence that punctuates sach
stage. With Rorschach doing most of the
narration (as voiced by Watchmen film star
Jackie Earle Haley, alongside Mite Cwil's
Patrick Wilsonj, you can imagine how frank

; I'_||!.7. s.a;.wamant of each scenario will be,

kgaﬂ‘ﬁ game' s namative dirctly in
atepﬁ‘l h‘a tone of the graphic novel.
S‘paakmg af wehich, Watchmean illustrator
Bave Gibbons reveals to us what influence
he has ower the cut-scenes and the game's
general look. | keep an eye onit, and if |
sae anything | really don't like, | let peaple
knowe,” he says. He also reminds us that
this i=n't the first time that Watchmean's
been made into a game: A long, long
time age, before the days of sophisticatad
computer games, role-playing games—you
kneowe, with dice and paper—were vary
popular and...Alan [Moore] did collaborate
to a great extent, as did |, with a company
callad Mayfair on three VWaichmean gama
madules, which actually seem to cover
similar ground, although in a differant

wiay, to that which is baing coverad by the

[upcoming] videogame.”

In geod hands

Caspite their location in the bitter cold

of Scandinavia, Deadline consists of a
more talented and intamational crews than
you might imagine. While the team has
about 60 members, they only neadad
four to ceate the game’s lush, detailad
environments. One membserof the team
is Junichi Yamada, a level designer for
The End Is Nigh whe originally hails

from Sagaas a level desigrer on Sega's
Super Monkey Ball games, as wall as

on Shanmue and the Sega/Nintenda
collaboration F-Zero GX for GameGube,
Cither members are from places as far
awray as South America and the Unitad
States. Regardless of where they come
fram, though, the one thing they all shara
iz a deep appreciation for Watchmean. The
gamea's details ame so on point that
Rorschach’s mask constantly marphs into
an aver-ayalving pattem of Rorschach-
test inkblots.

What we've seen of The End s Nigh has
us e cited. While much of the remaining
wark lies in tweaking and polishing
the game's cut-scanes, the fluidity of
the charactar animations, the camfully
considered combat, and the beauty of the
axpansive environmeants has us pining for
more, We'll all ba able to get our hands on
the first =alvo in the nevs Waichmen canon
in just a few months’ time, and based on
the participation of the core creative group
involved—and their eager enthusiasm to
make sure the project is handled right—it
can't come fast anough. e

EGHM Extras: Want more? Alead the it-imngth

mtenvews with Zaow Snpdler, Dave Gibbons,
and Len Wain on EGRL IURC oy, whes vl havs
an evtine month's worth of Watohmesn conrer.
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e The holiday season is an 1 S o "‘} 3“ ‘ ; J 3 “ s L)

L) interesting, crazy time for % 3 | : - S - . - T H IS M ONT H S

Eg videogames, what with F 3 . T i 4 L e W . R EVI EW CHEW
e zome pretty big expos (like g | m iq ; : . ’ ‘

o] Tokyo Game Show and L 3 ey = { . )

) ElizzCon) and a substantial . - ‘ : ; SCK QL all 2o )
percentage of the year's
gamea mleases com prassed
inte a maddening five-
weak time period. Whao
has time for all thess
games, amuway? How do
you decide what makes
the cut in the end-of-year
game pile? Let us know at

1

o

ears. and boy

—Ryan Scott
Executive Editor, Reviews
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JENHIFER

EXCELLENT

The Gaod: Culiurally
aditying

Customezable abum
covers and videos

4 JEMMIFER: Shocher! W Music
gets this whole fake-music thing right!
Using the Wi Remots and Munchuk to
mimic paying red instruments works
amazingly wel. Take time to lzam the
basic motions (drums, guitar, homes,
ancl vialin], and you'll b= mwarded—
krizwing haer to play makes the cnr
cial differsnce betaesn a stupid-silly
and a fulfilling swperence.

The minigames challengs youin
l=gitimats ways—they're based just
anzugh in classicd theory that actud
musizal training helps. And when you
get a band togsther for a custom jam
[perscralizing musicd styls, instn
ments, ete.), the game offers surpris-
ing depth and flexbility. 1t's mostly
aggy to play, and the way it fills in the

rotes gives an astonishing sensation
of parforming a r=al sorg.

Wi Music's biggest downfall, oddly,
i= its music. With a few exceptions,
it Eligs too much on publiz-doman
pabulun Do Re Mi"—ugh).. and the
be=at minigameas, sadly, have just five
songs each

 RAY: WA Music's more of a toy

than any rhythm game, and I'm fine
with that—but not satisfied. The song
sakction's definitaly wack (I'd hawve
liked meny more Nintends tunes), and
some of the “instruments,” like the
rapper woice, ans difficult to use sffec-
tively—at least the Balancs Board
ackls adrum kit that ends up as the
most accurats instrument in the whole

Wii

Wil MUSIC

M Publisher: Nintenda B Developar: Minbendo
B Plagars: 1-4 B ESRE: Everyana

package. And since it teaches enough
basic theory to spark an inkerest in
kicls, and because you can endessly

arrarge the Supsr Mario theme, well, it

can't b= all bad.

¢ TIM A W BMusic's rmally about free-
form experimentation. Unlike other
music games, this one dosen't try to
turn you ivto a rock star—the only
measure of success is how sar-pleas-
ing your creativity is. The thing is,
that's boving as hall Improvising beats
is fun for a lith= whils, bt it's uii-
mataly devoid of forsard progress or
lang-term satisfaction. Jen's assartion
that Wi Music offers “depth and flaw-
ikility” i a positive way of saying “ro
direction or incentive to dowsll.”

art, avan bathar
saundirck

The Bad: frchaic
design, slappy
combat

Can Wa Plaass

Gat: A high-dal, FEaf
WE260 sequal?®

Spores and bores

+ MICHK: Mushvoom Man: The Spore

Wars is what it i=—an assthetically
imaginative action-platformer onthe

Wi developed by a new studio—andd

bears the markings and scars of thess
associations. Uniquely snvisioned it
rmay ke, but such a fully malized world
desarves a more cobesive enscution.
Musfiroom dMen's gallery of concept
art is the b=st placs to enjoy the
purity of the art design—the crespy-
crawly hordas of anthropomorphic
furgi and their dim subtsmansan
haunts summon volumes of potential
adventurss at a glance. Clearly a
crEative vision, the sarthy creatres
and environments make their way
it the game world itself with fair
success Bveryday chiects serve as

gpranding terrain for hero Pak—aazing
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Wii

MUSHROOM MEN:
THE SPORE WARS

M Publisher: Gamecock B Developer: Red Fly

M Playars: 1-2 B EZRE: Everyone 10+

awver agrungy kitchen from atop a
refrigeratar irspires ssploration.

The rich presentation fills out its
half of the game just fine—aided by a
fantastically mocody soundirack— but
the core mechanics and =gressive
design simply can't back it up. In the
end, Mirshnoom fen breaks down
wvizually intriguing ervironments inta
straightforeard jumping and ssitch
flipping puezies, faling right alongsids
a forgotten swath of P51 platfonmers.

Sarving as the primary motivation
for iterm-collecting, a forge systam
allows Pax to turn houzshald objects
irto news weapors, such a2 a shard
of glass stuck to a pencil with gum
aor a scEwdriver wiapped in a spiky
dog callar. The resuting weapons
are certarly inventive, but they

ultimately ack little to the expenancs.
Sure, flailing the Wi Remots r=sults
in different attacks for =sach, but
the effect's the same; broken
down, combat’s simply a mattsr of
int=rmuting ensmy animations by
hittirg them before they hit you.

I Musfiroom Men's mindess
combat and touchy platfomming
dicl any justice to its artistry and
arrbitions, we'd have samsthing
special. Instsad, we're left with
a somewhat archaic, unpoished
Hatfomer belied by a novel pramiss
and saemingly inters=sting warkd to
enplore. | enjoysd it encugh as an
intreduction to a very cool, deliberate
aesthetic, but it's tough not to desire
a Mushroom Men game that swecutes
its ideas more skilfully.

HICK

-
EXCELLENT
G-II.'-'LN-:.'-'LI.:iL::l i

i:--: Puking: Try
Bregfidown on Xbow

W FMICHE: Innovation is risk, and
Kdirror's Edge puts everything on the
linz. t's a first- perzon adventurs like
i ather, whene the world's viswed
as mare than a shooting gallery or a
tactile means o an end.

fou defly maneuver main gal Faith
with the game's sublimely simple
control schame. Cne button govems
all “up” actiors and one governs dl
“down” actions. This dlows the level
design to take center stage, &= the
strikinghly monochromatic world suothy
furneEls you down exhilarating paths
acroas moftope and though office
buildings, eswers, and subways.

‘When Faith slows down, the s2ams
show—retries break the illusion, and
anamy encounters frustrate fwhen
they're not avoidable]. Still, as an

O

swperience steeped in immediacy,
Miror's Bdoe is an absoluts must-
play despits its idiceyncrasies.

A GIANCARLD: Aftar some bumbling,

you exp=riance a moment of clanty
in Maror’s Edge whers everything
just clicks. Faith's maovement fesls
ratural, and combining ber agility
with handd-to-hand combat—ahile
usually inslegant in emecution—deliv-
&rs a s=nse of satisfaction that guns
chon't offer. Still, as Nick said, &iror's
Edge iz at its best when it motivates
you to mowe quickly and udly—this
iz sxactly why the time-trial mode's
g0 conzuming and addictive. Slowsr
moments anly exaggerats issues liks
cheap enemy Al and a sense of d&ja
wu in same levals.

R'S EDGE

f Faith .
SRE: T:

+ ANDREW P: Mirors Edge is all
about first-person navigation F=ars
about mowing fluidly through an
chetacle course of a city are quickly
aszuaged by a natural contral scheme
and kvel design that cleverly funnels
you in the comect disction, making
you b=lieve that you figured it cut
yoursell. The outstarcing music and
the tension of pursut make this a first-
pereon expanisncs like e others. But
| lo=t faith in Faith when that pursuit
got jammed up by clumey hand-
to-hand encournters with the brutal
Bluaz—a reminder that I'd much
rather be runing than gunning. ek

. EGM Extraz: Loowing for thass broden
—1 messenger baga? Aun, hordle, and lean
o EGRL AU c o for oor hejpd! SupesnGuds.
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PS3/XB360

FAR CRY 2

B Publ

er: Lbisoft Montreal B Play

of malaria

medics

:1-15 B ESRB: Mature
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that you mowia trivia
lung-fu master.




The Good: Great
visuals, thal Meed for
Spacd “feal”

The Bad: Grinding
inaracing gama? No
thanks

The Aggrassive
The oop Al i ju
nuis

A mashup of the franchise’s

- JOHM: In a lot of ways, Mesd for
Speed: Undercover is like a “greatest
hita" package of idsas and concepts
that we've sesn the framchise play
arourd with since Undergroundt [t's
gat the cars of Carbon and the cop-
fusled gameplay of Moz Wasted On
paper, it 2eams liks a slam dunk.
Structurally, the game sharss a lat
in comman with Most Wented. Whils
the city of Pam Harbor offers you the
freedom to cnass around horting for
evants, you can instantly hap from
race to racs without wasting any time
crasing around if you don't want ta.
Newi to the franchise is a fly trans-
parent leveling” system that bormows
heavily from rele-playing games jand
even World of WarCraft). Successful

""e\;l'-r.

ﬁ W Playors: 1-0m ESRE: Taan

last five years

completion of "missions” boosts stats;
thess stats, in umy, allow you to level
up yaur driving skills. The higher your
lewel, the more cars you can dive and
the more upgrackes you can access.
Ewen if you have sncugh in-game
cash ta buy that GT-R, if you're not
sufficiently leveled up, you car't buy
it yat. Urless, of courss, you want to
by it with res! monesy. Sae? Nat only
is this a Nead for Speed with soms
thing that's esssntialy grinding, but it
alza has micrctransactions for *cheat-
irg,” too

While thes=s may sound like what
could ke Undercover's greatest cimes
against fun, the real offenders ars yst
to come. Anyons that worked their
wiay to the end of the "Blacklist” in

XB360 {also on P53)

=& NEED FOR SPEED:
- UNDERCOVER

M Publishar: B4 Games B Devalopar: EA Black Box

fdost Wentad will recall that the cop
chazes got a litle sogressive toward
the end. In Undsrcover, the difficulty
ramps in even move unfriendly ways.
Though things start off very easy, by
the time you've become just a kv
5 driver, bath the opponents and the
cop Al are so obnosicusly agges-
sive that they border on the absurd.
From that poirt on, it just dossn't let
up—ard it can b= a detarent to prog-
ress in the game.

Az a mashup of Carbon and Mozt
Wanted, Ungercowver's fairly suc-
caszeful. For many, though, in a post-
Sumout: Peradise world, the question
b=comes “What doss this give me
that Peradise doesn't?” The ansawerto
that is “cops and robbers.”

JUSTIM

MIKE M.

C-
AVERAGE

ANTHOMY

C+
AVERAGE

gommands that work
The Bad:

Mioomanaging your
mindkss =oldiars
Th T|I|II'| “ali ng
it your |
doss not |1'nkc ,s:!u a
real ganaral

Aclventures in babysitting

S JUETIN: Civilistion: Revolution
took a histarically PC-orly game and
mack it work on conscles; EndiVar
attampts a similar conscls =al-time-
etrateqy coup—with mediocrs reults.
Instead of dealing with the gerre's
typical rescunce-management and
unit-building tropes, you command a
battalion through emal-scale skirmish-
28, USINg an impressive voice-r=cogni-
tion systam.

EBuit Endliar's biggest flaw? Insane
micromanagemsnt. If an ensmy tark
flanks your infantry while they'r= on
the miowe, your men just walk on by
without doing arything int=lligent.
And unit specid akilities are equally
armzying. What's the pointin
deploying SAM-equipped tarks if
youl have to tell "sm when to fis?

68+ BLECTROMC GEMIMNG MOMTHLY = EGMAURCOM

It's a shame, since maoving ancund
the battlefisld and launching attacks
wiorhs ssamlessly. Voics commands
almoset aways register the first time,
and they fesl matural . But Endiiar just
doesn't have enough substancs to
sway the hardcore crowd away from
superiar alternatives.

S MIKE M: The point of stratecy is
managing units on a tactica plane.
The near-flawless voics-command
system's great for this, but Enchiar
irsists on a rock-paperscissors
appmach to every unit’s strength and
weakness. Thoss "nies” ars thrown
ot the window when I'm allows 1o
stzamml my opponents with a flest
of tarks. Such imbalances hinder any
inter=sting tactical prospects. The

PS3/XB260

ENDWAR

B Publisher: Ubisclt B Developer: Ubisoft Shanghai
M Players: 1-4 B E5AB: Teon

tethered unit cameara that limits vs-
ikility on the batlefield dossn't help,
either—mor doss the lack of a detailsd
owerhaad view.

HANTHONY: Justin's definitaly right
about Enciar's fantastic woice-rec-
cgnition contrals. Mot orly do they
work almast svery time, but they dso
allow you o issus complex orders ata
spe=d that other conscle ATS games
simply can't follow. Unfortunatsly,

the voizs mechanics got attached to
a tactically drab game with comlbat
situations that fael mars like math
probdems and less lke opportunitiss
for strategic genius. Multiplayer's a lot
kester, &= human cpponeants are much
less predictable—but that dosan't
zawe sngle-player from mediconty.

DEMIAN

EXCELLENT
2COOTER

bugs II|.'|r Ohivon

Tha Bad: Inventary
sysiem &3 pain
Timwe: Expect ta
spand upta 40 hawrs
on this ana

«if

..H"'T
Iﬂi’lii.i]_!““

L

s
| .

* DEMIAN: Faffout 5 begins with your
charactsr's literal birth, and it ends
with. .well, that's up to you. What hap-
pens in betavesn in this action-moke-
playing game, from your formative
years inthe shelter of Vault 101 and
well bayond your eventud escape iro
the imadiated, postapocalyptic Wild
West outside, evolves via a nice mim
af guided narmative and player choics.
Butt whatever path you take, be it
do-gooder or night-walking cannikal,
awhale lot of mutants ars gonna
die. Falowt 3’2V AT.S. combat sy=-
tem—pause fime, target specific body
parts—is fun and warks well. Rad-
tme first-person shocting fesls less
polished (and skip third-person, which
i= ruined by both camera poblems
arid hamific charactsr animation).

Bethesda fined levaling izsues that
plagued ite previcus game, The Elder
Sorols IV Oblvian, but Falout 3=
cocasional quirks and glitches some-
times affer an umwantsd pesk behind

the curtain. Still, it's the kind of hugely

ambitiouz game that dossn't come
arcund wery oftsn.

SCOOTER: | enplord the
Wastsland as a complets sociopath,
but a few down notes popgssd up
curing my marally dark joumey: The
mowe o first-person makss the game
almost too bl=ak at times, and the
rumemnus subway dungeons ars a bit
too copy-and-pasts for my liking. 'm
alzo 2ad aver the loss oflittke Fallowt
touches, like low Int=lligenc= resulting
inidict diakgue options. Still, it's a

graat APG—even if it's not the seque
cie-hard Fatout fans wantsd.

“ PHILIP: Leveling issuas aren't the
only thing Bsthesda's addressed;
Fallowt 3 is dso corsiderably mors
engaging—ifanly for the much mos
interesting world that it takes placs

in. Stumnbding onta various national
manuments 2avaged by nuckar Blasts
gave me a fesling of aws and dread
unmatched by even the most mov-
ing gensnc fantasy APGs. Add in the
emciting combat systsm Demian men-
tioned, and you have my clear choice
for the must-hawe game of the fall. e

g | EGM Extros: Mutants getting you
1=| sown? ow SuperGuide & EGH.1UP.

com will fedp pow den' with tham,
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KORGDS:10

Music Creation Software for your Nintendo DS

KORG, maker of some of the world's finest musical instraments, 1akes their legendary MS-10 synthesizer, adids tons
of modern features, and combines it with the accessibility of the Nintendo DS Touch Sereen. Meet DS-10 - the
awesomely portable and powerful, yet incredibly sasy to use, music creation software for your Nintende DS.

DS-10 offers two dual oscillator synth parts and four synth/drum parts to accommodate your hit. Sculpt your own

sounds with expansive on-screen controls, or start from a preset template and get straight to writing, Create synth

and drum lines using D5-10's on-screen touch keyboard and drum pads, or engage the alegant 16-step sequencer.

Employ KOREG's KAOSS technology to add astonishing custom modulations to your tracks in real-time. Tighten the

mix with DS-10s tull featured mixer, then polish that next big groove with multiple effects. Chain patierns to create
complete songs and save it all right on the spat.

Got even bigger aspirations? Wirelessly connect and play up to eight units simultaneously for options no single
synthesizer could ever match,

hearn more ab weass korgdsillsyntheszer.com

I

-h-\.'\. T—
P S (—=
amazoncom E':'_,-E-E G.QJI:ES L_Elﬂg_gia b 0
— ot LA

s Dendgn Same Syabeey and Qare Enging by covia ng. Symivmiir Dorkgn and Sund Erglo by MORE IMC. Mintwnda O b 4
ok ol Winkeroe. £ 00 Mntwda The ralags i b 4 reistarad Dusiemuri ol [y Eviriainn et Setmas Ak atiation v sesd games.eam

15 3008 KORIE b, A rights ronarand, 1 1000 PRSCYSN STUND E. LTI A1 Fghds sesarved. 3 3000 42 NFERASTIE N seeD
N]NTEND[D:]DS“ : " 1D A ik ; ] e




REVIENS

ETha F‘upit cursor ties you bo
sk cted objscis—a brilliant touch,

"'"J-‘-M" ﬁ,ﬁ. i

4’1'_@ -
While you can play online with up
to three friends through countless
playermade stages fght now, you
oan only oneate your own levels

togetter from the same couch. ..
forthe moment. Expect a patch

&' The world in your hands b s

December. Sa get wour best idess
L i P ’ D
mwmcsts B Publisher: Sony CEA B Developer: Media Molacule B Players: 1-4 B ESRE: Everyone Emipo g b e e

(e again
. The hip

MILKMAN

A

EXCELLENT
FHILIP

A

EXCELLENT

than the la
combined. This i
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TYLER

The Gacd: Nane al
the frusirating bits af
Grand Thalt Auto

The Bad: Mane af
the style, ither

The Fugly: A flax-
ibke character croatar
alows fior abominabke
avatars

F#TYLER: Gamers considered the
first Sainte Row a Grand Theit Aufo
clone —buk compared to the PS2-era
entrias in that senss, Samnis Row 2=
actually more GTA than GTAS is.
Unexpected chigctvas boost
othereviss boilerplats missions in
this apan-world crima game (in one
ok, you svict homeless peopls from
their shantytowns), they' r= play-
able in online co-op, and they foous
on action—no anroying tailgating
saquencss, awlward stealth s=g-
ments, o ndiculously unfar races.
Sants 2's dso extraordinanly forgi-
ing, whether it's the gerercus health
bar ar the liksral uss of checkpaints
throughout mutistage missions. My
fawvarits Saints 2 addition: The vehicles
gt cruise control!

But as much as it nvds GTA's
action, Saints 2 do=sn't match GTA's
sivle. The characters are baral, the
city's uninspired and washed out (this
is dizappainting, snce GTA's cities
are charactars themeslves], and the
satirical radic bantsr isn't clever—it's
just pedestrian and annoying.

S MIKE M: Tyler, the warkl of Sainis
is hardy urinspirsd—it's ons that
recesgtates the usa of unabashed
violenze and celiberats sawizm. The
game raquirss you to cast your moral-
ity aside, and I'm sure the intended
audiencs (you krnow who wou are] will
raligh this calebration of depravity.
Etill, Sanis 2 svolves the gane with
its character creator and the ability
1o play the entire games coopearatively

PS3/XB260

SAINTS
ROW 2

M Publisher: THO B Dewelopar: Volition
B Plagars: 1-12 B ESAE: Matura

cnline. Additiond cnline modes—fak-
ing inLriss for cash, for exarmple—
z2rve to pleass the mascchists in us,
awen if the graphics can't.

4 G FORD: Tykr's nght—Saints 2
derives much of its spirit from last
gen's GTAs. s packed with so mary
sicke activiies and callectibles that I'm
still emp=cting to come across San
Andress’ hidden jetpack as | crnise

to the sxcelant, Vice Ciy-swoking
‘B0 radio station. Hi, flattary! And
damned ifit isn't enjoyable o just
enplors this world; | can't help but get
puled in like | dicl with thoss classics.
Stil, the gerenc stary and characters
ne=d upgrades, and despite the solid
shooting system, I'd love a decent
cover sclution during big shootouts.

MICHAEL

-
EXCELLENT

The Gacd:
CompdIng siordines,
WWE Highlght Real
mods

Tha Bad: Can anly
choosa Fom saven
Suparstars n Road 1o
¥irestiobana mada
Dasorves His Cam
Careor Starg:
Sartno Marala

The champ is here

+ MICHAEL: Smackdown va. Rzw
2008 versus TS impact! is a total
eqash: THO s annual graplsr makes
Michway's debut compstitar lock like
a curtairejgrk jobber. The win's well
desarved, too—51R02 is by far the
best game inthe senes. OK | know,
that should be as cbvicus as a screw-
up from Rew Generd Manager Mike
Adamle, but it s well known that
THZ s besn slow to fin the nagging
compdaints that tore up Smackdown's
tights: piss-break-long koad fimes,
worky animations, and ho-bum stary
iz, Well, this year THO patched
up dl of the problems o create an
awesome packags any fan wil aurely
want to grak.

The first thing you'll notics when
booting up SVROL is the surprising
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PS3/XB360

WWE SMACKDOWN
VS. RAW 2009

M Publisher: THO® Developar: Yuke's
M Playars: 14 B ESRE: Teen

lack of load times. Past games in
thie zaries were plhgued with waits
so painfully long that it felt like you
were watching a Great Khali Inon Man
matzh Thankfully, things are a iof
quicker now.

Along with faster load times and
smzather animation comes the
best improvement: the mvampad
stary maode, entitizd *Aoad to
WrestieMania.” Last year's carssr
mede—while ambitious—was a
complets mess. So develaper Yike's
opbed to focus on a few popular
Superstars. Whils it's a burmmer that
only seven fan-favorite grapplars
madea the cLk, the storylines for the
top-carckers are aimost WWE quality.

Gameplaywizs, SYRES hasn't
changed much from last year's game.

And that's a good thing, becauss the
previous iteration was a great in-ring
p=rformer. The irtuitive, fick-the-ana-
log-stick grapple system works so
wel that it's hard to imagine a wres-
tling game that dossn't utilize it.

If wou're stil not sold, then you'll
arely mark out for thess innovative
new features: Create-a-Finisher and
the WWWE Highlight Resl. The fonmer's
salf-emplamatary, while the lattar lets
you recard n-game clips and cut 'em
up far all of your fiends to s=a.

To all of the Smackdonn haters cut
ther= I you're gonna jumnp back in the
ring, this is the y=ar to do it. Both of
thesa swciting new additions—alang
with the aforementionsd improve-
ments—maks SRS this year's

grapfle-game champ.




MOTORSTORM:
PACIFIC RIFT

B Publisher: Scry CEA B Developer: Evolution B Pla

EXCELLENT

EXCELLENT
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YOU H&VF MONSTER TALEN’T.
"CRN IT LOOSH. 1

This artwork was created by & graduate with monster talent.
joe Thiel, Game Art & Design, 2007 Graduate, The Art Institute of Portland

Video games are all about objectives. If yours is to be the next industry giant, or at least to pl"ay gl:blg
role in creating the next generation of games, then you need to arm yourself with the right edlcation.
Andthat starts and ends at The Art Institutes. More good news: We're here to help you every step
of the way, including financial aid for those who qualify and job search assistance.

We offer master's, bachelor’s, and associate’s degrees in these areas of interest:

MThe Art Institutes*

America’s Leader in Creative Education

Contact us today to tumn it loose.

A system of over 4o schools. Log en to find a school near you. Degree and program offerings vary by Location.

QETNE by Tha Art iestiutes imicmaional LLCE: O7ES 9008




' Can't break t

wi e B Publisher: Microsoft Game Studios B Developer: Epic B Players: 1-10 B ESRAB: Mature

G. FORD

EXCELLENT

MICHAEL

A+
EXCELLENT

EXCELLENT

Tha Good: Basfed-
up campaign ard
mukplayer

Tha Bad: Cowar sys-
tem has mnor prob-
kerms, fumat sections
Shelin'; Cowboy hats

WG FORD: After the first hour
afour three-day off-site Gears of
War 2 review marathon, my initial
imprassions had me thinking "Gears
1.5.7 This third-parson shooter's
unmistakable cover-basad combat
instantly feels familiar—it even brings
ower the same minor problems, like
occasionally “sticking” you to the
wrang object or wall. The visuals
once again stun (but haven't they
alerays7), and the campaign pro-
ceadings open in a dreary hospital
with beely Delta Squad mem bers
Marcus and Dom falling into their
light-on-talk, big-gunsways Butit's
when you start hacking into the meat
of this epic-expectations sequel that
you appreciate what a more in-depth
story, juiced-up multiplayer, and new

T8+ BLECTROMC GEMING MOMTHLY = EGM A UPCOM

enemies, modes, and weapors can
add to what still stands as one of
this generation's best core gameplay
systamns (not to mention the akways-
satisfying active-raload mechanic)
This time through, the humans
struggle against the Locust focuses
on the fate of the last human strong-
hold of Jacinto, The 1 0-ta-1 &-hour
joumey is farmore diverse this time,
with varied backdmops (from a snowy
outpost to a scene that drops you
into the midst of a razorhail stom];
not-aker ay s enjoyable turet-based
and Reaver-riding sections; a sur-
prisingly entartaining platformer-like
stage, of all things; and some memao-
rable showdowns, Cne, for example,
has you taking on a gigantic, lum-
bering Brumak wiith the powe rful

hese chains of gore

new mortar at your disposal. (The
Seorcher flamethrower and poison-
gas-sp=wing ink grenades ame also
great ordnance additions.) The stary,
mearwihile, l2ans on ample action-
maovie clichés, but it adds some
charactar to the characters and
should pigque your interast enough to
keep you moving at a gallop through
the end. Maturally, the action’'s even
bettar if you play co-op with a friend.
Cince again, a cohart can join or
leave a game at will, with the iffy
computer Al taking over as neadead.
And while | don't have mom her
to debve deeply into multiplayer, | can
say that | lovewhat it offers. From
the excellnt and tense two-per-team
Wingman matches to the addictive
and strategic co-op Horde mode,

what falt like a hugely entertaining
afterthought in the first Gears now
easily stands shoulder-to-shoulder
with the single-player campaign.

F*MICHAEL: Tearing into Gears 2

iz a treat—this blocd-soaked sacuel
offers a smorgasbord of sadistically
entertaining content. it doasn't take
long to rev up, sither: Cnece you start
the =ingle-player campaign, it's hard
to stop and wipe your drool-coverad
rmouth. Trust me—I blazed my way
through the entire solo adventurs in
one 1 5-hour sprint {not by chaoice,
mind youl), but | newver got bored. In
fact, | still wanna play mome, becausa
playing through Gears 2 all by your
lonesome ( like | did) just dossn't
compare to the joy of dismembering

Locust limbs with a tigger-happy
chap. But whather you Rambo it salo
or not dossn't mattar; what matters
is that the new additions {outside of
the irsanealy varied campaign that
Geg aleady noted) really make this
a true sequel. Even the little things—
like the helpful pop-up Achievernant
trackars—show the shine that a cou-
ple of years of polish can create.

- DAVID: | totally agreawith you
guys on the single-player cam-
paign; Gears 2 does things that 've
never seanina shooter, One of my
favorites is a platforming ssquence
that could've come straight out of
a Super Mario game. OF course,
the real action takes place in the
chain saw-wielding, curb-stomping

» GEARED LUF

We debarted, fought, ard
resrven] some chain sows 1o
oome Lp with & list of cur
feworite new things:

Martar

Easyto use, this new heawy
woapon is ahvays a cou-

ple of chckity-clicks e

away from big
boorm-

boormns. #':. "

Bwalanc b

s

o

Thi= map szems like an deal
sertting for a team-owild-
ing hmury retroat...umtil a
midgame wall of snow elimi-
nates half of your squad.

Baomishisld

Lzeful when it
ﬁ tomes to probection
M from rezorhail, this
" deployable cover is of
uimcet help for setting
up choke poirts in the urre-
kerting Horde mode.

Wingman

Surs, the Executicn,
rewamped Snrea, and
Guardian matches are good,
but this two-marrper-team
multiplayer mode is aces.

multiplayer arena ifull disclsure:

Al of our multiplayer sassions weara
conducted via LAN rather than real
Intemeat connactions), and although

| noticed occasional recurmences of
classic Gears shenanigans—chain
saws slicing their way through
meleeas and gunfire—the "host
advantage” from the first game

wias thankfully MI&. The five-player
Horde co-op mode is a big high-
light: Fighting through wawes of
encroaching enamias while trying

to protect your squadmates is both
rerve-wracking and exhilarating, and
survival requires constant tearmwork.
Mo other univerze offars the samea
primeval plasure as Gears 2, and |
plan on practically living init for the
fomeseeable future. e
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EmMEInE

Xhox 360

FABLE |

MILEMAN

EXCELLENT

GIANCARLD

EXCELLENT

JEMNIFER

EXCELLENT

MILKMAN: The first Febis,
with its fin theory) world-altering
consequances and maoral
choices—which, intumn, affscted the
appeaance of your charactsr and
the populace’s reactions to him or
her—was one of my favarits action-
le-pElaying gamss in recent years.
Febiz "= ewen bettar, This isn't just
beca s of the major visual averhad;
charactsrs aren't nearly as iWallsce &
Gromit-y anymaore, and the detailed
garma world is full of pollen, butterfliss,
rippling weater, and ish green forests,
Combat's so vastly improved—and
g0 much battsr than what's found in
mest third-parson action games—that
hawing an RPG attached to the action
almest feals like a bonus.

| attrioute this to the initially
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studios B Deve

The story of the moral

B Publisher: Microsoft

&r: Lionhead B Players:

awkward—but evertually slegant—
five-tier “Will" fread: magc) system
that lets you cast up to five changed
types af spels in battle. How you
arrange ther is up to you; for
srampls, my tier 1 Will would = Time
Contral, a quickly sxecuted spell

that skows down all snemy attacks,
allowing me to st up a higher-tisr
area-cf-effect whoppsr of a spell or

a meles aszault or buy time and uss
a heding potion. The akility to teeak
your weapons with bonus-granting
Augments is just the tip of the spic
icabang. The moral choicss at game's
end carry sven mars impact than ever
{=specidly when itcomes to your
dog, wha's an amazing adventring
partnar, which made Fabie ¥ eeonate
with me far more than its preclecessar

2 @ ESRBE: Maturs

evar did.

Butwhat Fabiz & adds, it alzo takes
away. It has fewer Demon Doors and
digtinct amor types and saddles you
with a sluggish, poorty designed menu
systemn and no cverhead minimap—
which you'll have to Fve with unless
Micreoft lsasss another Lost
Chapters-as0ue expansion.

4 GIAMCARLD: Fable N is The Elder
Scrafiz IV Obilivion for folks who hated
{and likesd, too) the latter. Bath share
miara guandaries and that go-ary-
whers, da-anything sensikility, and
though the world of Albion isn't quite
as sprawling fmost areas have main
paths with s=veral branching paths
attached), Fable {'s other mechanics
are far more focuzed and enjoyakbls

in just abouk svery respect. The main
quest nat orly progesses at a brisk
pace (if yourewant it to), but it's also
engaging and oftan quits furry. The
dozers upon dozers of sids quests
often share the same traits, mak-

ing them worthwhile and not just
throweasvays. But the one thing that

impreesad me the most iz the combat.

It affers an astounding kevel of lexwbil-
ity and strategy tharks to the fact that
the individud combat mechanice—
meles, long-range, and magic—wark
sovwellwith each other

S JENMIFER: | didn't kove the first
Fabiz; itwasn't deep encugh as an
RAPG. S| approached this ore warly,
a bit rmar inured to creator Peter
Malynew's wanderful hyperbole. But

charmcter.
trarelate that well imo
the same olaustrophobic

e as a patoh), but tao
ng all th

n't really
ers share

out the aid of

the overthe-shoulder camema. Litimately co-op serves i purpose as a method for saming somes
ick cash (much like the other jobs in the game) as opposed to a full experionce.

ay=e bt eombat i
“orwe afthe best things obout Fabls i,

this time, Fable dalivers! It = thor-
aughly engaging—richer than ardinary
action-RPGs, yet simpler and mans
slegant than many hardoors onas. |
rzally enjoyed meandaring akout and
discovering charactsrs, quests, and
minigames purdly by accident. And
the game's clock—ryou have a dis-
crete period of time to finish quests,
arvd loading new asas takes in-world

tirme—h=pt me immarssd in this beau-
tifuly imagined world rather than just
acting as a gmmick to hide the joften
genuingly slow] koading. The near-
complats lack of cut-scense helps,
too And any game that brings out

the degenerats gambler | didn't even
know 1 had inme is daing something
wery righit—aor wrong. But isn't that
what Fabig's all about? s

5 EGM Extras:
=] Hewing

trouble geding
thmough these
Damar Doors or
finding a speoifio
quaest idem 7 Vour
dog can't dz
evevytinng for
Vou, 50 ahech out

EGMAUR.cam for

tips on thass n our
SuperGuioe.
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PlayStation 3

VALKYRIA
CHRONICLES

B Publizhar: Seqa B Devaloper: Saga WiOW
M Plagers: 18 ESAB: Teen

Tactical action goes action-tacular

=+ ERIC: Liks most of you, ewear my sochks fimly ensconesd within
a pair of sneakers, which ars themsslves strapped fightly to my
fest with strong, comdike shoelaces, Imagine my dissppaintment in
my footwear-sscuring preparations, then, when Valyriz Chronicies
knoched thoss same socks clean off my feet. This is, without ques-
tian, the best tactics game on the PlayStation 3, and it's ona of

the best games on PS3, pericd. Evenif it's forcing me to purchase
some new foot condaorms.

Taking placs in an dtermnats Europe around the 19308, Vakyria
Chroniciss tracks the sxploits of a group of wouths as they fight
to defend their homeland, Galia, from the invading forces of the
Empire. Yes, “the Empirz.” Blah. Fortunately, Chroniciss has enough
Flot twists to kesp things from getting too hackneyed.

What it doesn't have, though, is the akility to t=ll its stary without
gobs of expository cut-scenss. Look, |ike anime as much as the
newt guy, and Chronicles’ beautiful artaark will kesp you enthraled
langer than most games would, but even Ctaku MeLolicon, PhO,
woulkd bak at the amount of talking-head watching here.

When you're contralling the action, though, you get an innovative
BHend af strat=gy, tactics, okeplaying, and action that rocks harder
than Metallica. Whils the core of Chromicles mimors the rock-papsr-
scissors dynamic of games like Mintendo's brilliant strategy senss
Fire Ermblem, the manmer inwhich you access that core is radically
different. You select your units via an averhead map, but once you
pick a unit, Chronicles drops you irnto a third-persan action-gams
interface in which you mows, aim, and shoat with the thumbsticks.
It's not swactly r=al time, though: Every active character's limited by
an action bar that depletes with any movernent, and typicaly, weap-
ons can only ke fred oncs per activation.

Cither than that, combat’s freer and mos visceral than in any
tactice game I've ever played. The only mal complaint’s that, like
miast tactics games, Chronicies rEliss on numernical acvantage and
presxisting conditiors to provide most of the challengs, becauss
the enemy computsr Al's dbout as clever as a soup sandwich. But,

haonestly, Chonicles is such an innovative ard

_ polished game that if you pass it up, the real

LRI TR 15 WO
A-
EXCELLENT The Good: Swaeet sirmtagyw th pretly visusls

The Bad: Too much jibbar-phbar, weak anemy AL
_ by Froak-out Warning Lewal: Chartreusa
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PlayStation 2

NARUTO:
ULTIMATE
NINJA STORM

B Publisher: Nameo Bardai B Developar: CybeiConnect2
B Playars: 1-2 @ ESRE: Tean

A beautiful, yet imperfect, storm

+ RICHARD: Sometimes brilliant but oftertimes maddening,
Nanto: Wiimete Niyae Storm (bassd on the wikdly popuar Nanito
anime s=es) B agame of conflicting ideas that leverages its anly
key strength its visuals, Gorgeous character animations, carefuly
constructsd cut-scenes, and consummately dirscted choreography
gve Ninja Storm plenty of style—but what about substance? Farcy
graphics can provide immediate enjoyment, but without meaningful
game design, the flashiness i=n't sustainable.

Beyord the bombastic—yst srtertaining—cut-scenas, UNS wants
1o be tero differsrt thimgs: 1) a ssrious fightar and 2] an adventurs
game. Meither of the tevo Eceves enceptiond enscution, though
the fighting partion shows some promise. Combat’s sat in third-
parzon with 25 characters, emaggeratsd special attacks, supporting
characters that temporarily assist the fight, and battle mechanics
amphasizing meter-management and spatial planning. Sombs
attacks intially apy==ar long and impressive, but that's a decaplion—
thie gystam's shockingly devoid of complexity. By mashing a single
button epeatedly, you, too, can bang out 20-plus-hit combos!

Surg, accessibility's a commeon preblam in many fighting games,
but emscuting combos should invalve a hint of skill and timing;
atherwize, simplicity just devaues the effort. Evenworss, the
substitutizn jutsu—a delErsive abiity that telsponts the defender
b=hind the attacker after a blochked attack—is a potentially harmiul
axploit that's parformed with little rigk, which makes offensa
dangerous and deters any momentum gainsd by attacking. Fights
can be rewarding, kot you'll have to put upwith a lok of nonsenss,

The adverturs portion's dubsbed *LHtimate Mission mods,” but it
dosan't n=arly live up to that tile. Set from the anime 2enes’ Chunin
Exam arc 1o the Chasing Sasuks arc, the adventure lasts akbout 14
hiours...and that's if you Bast through the games without complsting
all of the side mizsions. The trouble is that the mission objectives
ry to acclimate you to specific shills, but the chisctives repeaat
throughout the mods with lithe variation, other than incresssd
difficulty. Repetition kads to bumou, bt if wou mamage to trudge

through it all, you're rewardsd with awesoms
_ beoams fights that ars as incredble to play as

D they are towatch.
B-
GOon Tha Good: Sweat visuals, engaging boss ights

Tha Bad: Tring, boring mission dopatives
_ dapanese Diaksgue: Torn it on—you'll thenk us

Kbox 360

BANJO-KAZOOIE:
NUTS & BOLTS

B Publisher: Microsoft Game Studios B Developer: Rare B Players: 1-5 B ESRB: Everyone 10+

ANTHONY

A-

EXCELLENT

AVERAGE

Tha Good: fwesoma
wahick: creation, graat
muliplwear mode

The Bad: Timed cla-
mels @e repstilious
Doad Rising 2.0:
Nea-HOTV owrirs
are in for some san-
ous fstration here

Make your awn fun

S ANTHONY: Rars's done mans than |
coud've imagined with Banjo-Kazooe:
Muts & Softs, crafting a genns-bend-
ing platiormer that no one should
overlook. Evenything that mack the
franchiza famaous back inthe Mintendo
64 days iz etill present, facilitated by
highly customizabls, ussr-created
vehicles and etrings of small chal-
lenges (ranging from straight-up races
to fetch quests, and bayond) rather
than open-world exploration.

Theonly part | didn't enjoy: Every
tazk in the game’s ezsantidly timed,
which makss for a lot of repetition
whien confrontsd with a challenge that
you just can't pass. The single-player
and muliplaysr ars both acdictive—
ard a heckuwva kot of fun. If you anjoy
the piecemed wehicle-creation pro-

cess, you can easily get lost in Muls &
EBalis. This is ane game that everyona
showld be playing long after it comes

auit, bath onling and off.

S JLUETIM: With the vehick systam,
Rare successfdly drives ths fran-
chiss in a compledaly new dirsction.

It takes some time, but once you gat
the hang of craating and controlling
thess sometimes urmialdy wehiclas,
you'll find a surprising level of depth.
Getting youwr character to lock an toa
specific itern is a ksson in frustration,
and the innumerable minichalenges
get repstitive pretty quickly. Buk taken
in emall dazes, it's r=ally enjoyakle.
Crafting vehicles, n particdar, gets
mare complex in a good way] as you
urloch rew parts and accessarnies.

REVIENS

= . B Good luck gatling Geico
5 to insure that ona.

It's not the game that | ewpected, but
that's definitely not a kad thing.

< BYAM: This gamea is in dirs nesd of
a ront e rerass; (F'8 practically impos-
silde to r=ad the fuzzy dialogus when
PHaying on a standand-clef TV, Mssion
chjective rundowns flew by before |
hardy had the chance to squint, and
the wacky characters p=ak ininaudi-
ble jibksr-jaober, which meams—asz 'm
nat part of the mincrity that's shelled
cut for an HOTV—my single-player
Banjo s==sions amounted ta little
bayond high-tsch guessing games.
The mutiplayer mode offers a substan-
tial amray of options (culed from single-
Payer), and it's fun—though the default
wehides suck. |just wish Nuts & Bolts
didn't carry such a st=ep buy-in, e

ELECTROMIC GAMMNG MONTHLY = ESM.1UBCOM « B3
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ANDREW P.

EXCELLENT

The Gocd: Siedar
sound gualiy

Tha Bad: Azakzing =
saqual prabably wan't
happen

Dzzia: In a picke!

Timeless

S ANDREW P: Toward the end of high
gchool, my fiend propossd a tempo-
rary trade: his copy of Ainal Fantasy

Wi twiell, W at the time) for my copy of
Chrone Trigger—ones of Squars’s most
beloved RPGs, it's a 1995 all-star
collabomation of Jeaparess develop-
ars that revolves around a group of
time-traveling advertrers, Bafans we
could return the games to their ight-
ful owners, graduation day came, and
life had already placed us on saparats
paths —| suddenly coulkdn't play ans
of my favorite gamas of all time. The
evantual Chrono Trigoer FlayStation
rerelesss fand other. less savory
methods of playing) mlled around,

but those enperisnces were decidedly
imferior to the red thing.

Chromo Trigger for the OS is differ-
ent, too—but in a supsnior way, Most
of it's familiar: the charactsr desigrs,
thee digtinet and colorful backdrops
of each era, the spic soundirack, the
teamwork-bassd Tech systam—all
of the fun and charm of the origina
Supsr NES Chrono THgger is pre-
sarved, with cartain aspects improved.
Sopare Enin took the anime cut-
scanes included inthe aforsmentionad
P31 rmrelease and folded tham back
intz the game, and the locaization
team polished up the scnpt a bit—
with mew names for iteme and techs
and mare dramatic readings of the
mare ssfious moments. The touch-
scEen funclions are convenient but
utimately inesesentid, simply becauss

Ds

CHRONO
TRIGGER

M Publishar: Square Erix B Devaloper: Squane Ennc
B Players: 1-2 8 ESAB: Bvoryore 104

the game wasn't made with them in
mirl. What's nice is that the dud-
soresn ssfup creates breathing room
in the battefield for text boxes and
gpall effects, while it also improves
inwertory and party management.

Thiz mmake dso includes teo new
dungeon areas—though it's always
nice to have mors contsrt, thess
also s=em inessertial. Smilarly, the
mansterraising game's a clever idea...
bk having towalt for thess beasts
to rsturn from training shters the
gams's mamsntum.

Far fans, the reason to pick up
Chrono Trioger is simply b=cause it's
available, intact, and enhanced. For
newcomers, it's becauss the gams
has easity withstood the test of imes.

GIAMCARLD

C+

AVERAGE

stabbing music
neads to go
Diovsen, Sat, Cut:
Gaaty, py-nducing

cul-scanes

Soal-line fumble

S TODD: The moment | tumed on
Tecmio Bowd: Kickod, | was flushwith
santimeantdity. But while Iwanted it to
ke the geatest comeback n sports-
garning history, the joy and simpliz-

ity didn't overcome Kideofs mary
frustrating fumbles. For starters, the
passing'’s dated, as you've gotta scroll
from receiver to receiver, which lsads
o mary misthrows. And if you do
connect on a keng kombs, forget about
high-steppin’ your way to an 80-yard
soore; aver the course of an entire
g2as0n, my biggsst gain was a measky
38 yards—the ekphant-hberd defeness
caght up and chazed me down svery
time. The game's gr=at gitt is defenss,
asyou can shut down offensss with
anzugh effort, but it's a bear to scars
inmultiplayer. Expect an "85 Chicago

84 « BLECTROMC GEMIMNG MOMTHLY = EGMAURCOM

E=ars va. "00 Balimore Ravers-typs
struggle (o of the greatest NFL
defenzes of all ima), where one
touchdown wins it al.

S GIANCARLC: This latest incama-
tion of Tecmo Bow! has kots o liks,
specifically that it feels and plays
almaet like the 16-kit versions of
Tecmo Supsr Bow!. And even some of
the stuff that's new to the ssrisse—Iliks
skillfully ebding praviously insscap-
able Blitzes and the accasional power-
up-induced play —is cool. But Kickoff
carrigs plenty of annoying charac-
teristics, too, Stats can be a litle

hard to read, especially those shown
during games, and while multiplayer
matches ar= often defensive strugges,
single-player games ars usually Blow-

TECMO
BOWL.:
KICKOFF

B Publisher: Tecmo B Dawslopar: Polygon Magic
M Plagars: 1-2 B ESRE: Everyone

cuts—the unusudly high number of
intsrceptions and furmbles n some
games only makes it that much sasiar
to run up the score.

S DAVIDE Tecmao Bowls a game that
we cld-timers fordly mmember, as it
was simple to pick up and play—even
for norspaorts gamers. For bstter and
wores, this version perfectly captures
the arcade etyks of the criginal. I'm not
ouite sure what game Todd was play-
ing, bt | certainky bad my fair shars of
long-bormb touchdowns, IF anything,
it's foo sasy to score; if yourwant a
red chdlenge, multiplaysr's definitely
the way to go. Kidoolf doss a great
jolz of satiating my hunger for ald-
school videcgame football—a y=am-
ing | didn't even know | had.

KORG DS-10
SYNTHESIZER

B Publizhar: XSEECi @ Diovelopar: AD
M Players: 18 ESAB: Everyore

Music-making that anyone can afford

+ MILENAN: Korg DS5-10 Synthesizer is an interssting beast. It's
rat ouite a videogame.. yet if's alzo the ultmates intsractive swperi-
enze. It's infinitely repdayable (inthat give-a-monksy-a-typenriter
andl-etamity way], primarily becauss it's an actual musical irstna-
ment, and its limits aren't defined by the software but by the user—
ar, | ehould say, musician. Essentially a superpowered, professional
Kiarg keyboard—stripped of itz plastic knoks and dials and sliders
and distiled into a OS cartnidge—D5-18 is almast surr=al in its exs
cution. It doesrm't come at youwith a bunch of wacky cartoony forts
avl ore-touch feabras aimed at the "conzumer market™—instaad,
it offers an almast inimidating, matter-of-fact, bars-bones interfacs
mockelad aftar the vintage Kaorg MS-10 keybaard,

Baottomn line: To extract the most accomplshed resuts cut of
D5-10, you shoud probably be musically inclined—ard, in the
best-casze scenano, somsthing of a planc player. Howsver, the
music-curicus can stil find enjoyment futzing around with the keys.
Whike the game offers a somswhat small-butoned, gray-on-black,
minimalist interfacs, its cartainly more usar-fendly than sswing
together sight MES sound chips. In fact, D5-10 boasts two ana-
log synthesizers, four drum machines, and an insanely tweakakls
bank of sourds, and you can reshape, remodsl, and rEinvent svery
tore and tune via a vast aray of knobs, faders, and wiree—all of
which are adjustable via the touch scresn. You can hear the sounds
that you're creatirg in r=al ime, tap them into 05-10' adjustakles
sequencer [don't like the houss-music spesds you're working in?
Simply bring it doen to hip-hop temps), and then edit on the iy,
Even nonmusicians can create professiond-souncing tunes with
soime effart.

Of courss, the truly devoted can link up multipls DE- 10 for near
amrhestral levels of musical complenity, with each daisy-chainsd 0G
hardirg a specific mle, For such atiny OS card to patentidly da
=0 mich is nothing short of astounding. You won't sound ke the
nest Cakenfold or Tigsto without a decent amount of practics, but
the more fime you irvest, the more surprissd you'll be at exactly

what you can accormplish with this innovative,
— greurcbreaking pisce of software. Keyboard?
SRR LU tool? Game? It's al of thess things.

EXCELLENT The Gioxel: A trua musis synthasrer for 8 handhald spstem

Tha Bad: Lika real synthesiars, i1's tough to masbar
_ You Could Ba: & Flook of Seagulls

NINJATOWN

H Publisher: SouthPeak® Desvelopar: Veran/Cashmens
B Playars: 1-2 B ESAE: Everyone

100% less blood than Ninja Gaiden

S JUSTIM: Fact: Ninjas ars bad mothers—just lock at Niys
Gaidan's Ryu Hayabusa, stacked Soulcalbur ighter Taki, or even
the Te=nage Mutant Minja Turtles. It's commean knowlecge that
rirjas are akwvayzs on the venge of flipping out and chopping off
heads. Soit's too bad that Mrjatown's fluffy, fiendly assthetic—the
brainchild of ex-EGM staffer Shawn Smith, now frmly ensconced in
his cuddly, collectible Shawnimas plushis line—may turn off some
gamers from a very sold strategy title,

Mijatown's standard toewer-deferss play style (buil towers o
stop waves of ansmiss from getting from one side of the stage to
the ather) intuitively usss both DS scresns for moritoning your units,
keeping an eye on enemies, and finding your way ta the action. But
the limited stage arsa and restrictions on unit placemeant create the
sansga that orly ore or two possible setupe—with lit= am far
improvisation—can effectively stymis waves of enamies. Ctherwiss,
the lkaming cures acras the 36 stages B socthingly gradual.

Wihik it's nowhers near as chalenging as the unforgiving PieslJunk
Monsters, the steady, messured pace starts out sasy and presents a
satisfying challenge toward the end.

After clearing sach level, you'rs graded on your performance,
which provides some extra incertive to return to previous levels to
improwve your ranking; your grack decrsasas as moE enamiss maks
it all the way across the playing fisld. Tharkduly, though, you merely
rnead to pass a particular level to progress—you're not forced to
achieve a certain grack in order to move the story foreard and
urilock the next stage. The multiplayer mode adds some cutthoat
fun and longswity; you challenge a friend to ses wha can fight off
wawes of appmaching snamies the fastest. Unfortunately, Ninjatown
lacks co-op, but with the excellent pick-up-and-play single-playsr
swperience, that certainly doesn't feel lke an overwhelming koes.

Ninjatown's layered ina coating of sickly savestness that no
amount of scrubbing will ever nub o of your OS slot—but this
obvicusly wasn't a game rushed out just to peddle Shawnimals
merchandiz=. If you can get past the saccharine coating of the

Ninjstown wiorld, you'll find a surprisingly swest
[——— towver defenza—style filing hidden inzide of that
T hard candy shell.

B+

GooD The (Geod: Intuitive command and deploymant optiors
Tha Bad: Too cuts, even by Tekstubbias standards
_ Tha Feal Uhtimate Power: Kick-ass cuddly blab ninpes

ELECTROMIC GOMMNG MONTHLY = ESM.1UBCOM « BE
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CALL OF DUTY:
WORLD AT WAR

W Publisher: Aclivisdon® ES

RESISTANCE 2

W Publisher: Sony CEA m ESRE: 'lﬂ:l.l.l\ﬂ':: !
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SOCOM: MORTAL KOMBAT
CGNFHDNTATIDN LEFT = DEAD VS.DC UNIVEHSE

M Publish ¥ H Valve ® ESRE: c M Publisher: Midway ®

THE LEGENDARY PC GAME REBORN. SeeD

NEW GODS, DEMONMNS 8 MIRACLES. GAMES
Mid Sugaestive Thmes | ]
Miuum:m:' : DESTROY OPPOMNENTS WITH DIVINE WRATH. . ssasdganisd.cam
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Wil
ANIMAL CROSSING:
CITY FOLK

M Publizher: Ninlendo B ESRE: Everyone

Az the basics go, City Folt's not much dif-
ferant from its predecessors. You still ows

a substantial debt to Tom Mook, and your
days are largely sp=nt collecting bugs, frut,
shells, and furnibure. But Sige Folk adds a few
new things: namely, a naw city arsa where
woud can find characters that previcusly orly

visitedl towns oncs in awhile, a3 well as new
stores and an auction housa,

Bestbom Line: Sy Folk evolees a profound
s=ree of dgja v but the new city arsa and
Wil'CS interaction capabiliiss help erhance
the community aspects.

PS3/XB360/PC

COMMAND
& CONQUER:
RED ALERT 3

W Publisher: EA Gamcs B ESRE: Tacn

Red Alert 3 continues the seriss’ commit-
ment to full-motion sicdeo and fast-paced
strategic action. Featring the dramatic
stdings of M Suu, Karl Hungus, and Miss
Ootoker 1923, RA3s single-playsr cam-
paigns put you in a world whers the Soviets
control Europs and the Japanese Ermpirs

iz a majar military powsr. Toits crecdit, EA
didm't simply slap a differ=nt plot onthe
CE&C3 engine—new Eatures include co-opin
single-playsr campaigns and true differsnces
in the way factions play.

Eiottom Line: If you're a GEC fan or just
enjoy strategizing, you'll dig RAZ.

PSA/XB360

PRO EVOLUTION
SOCCER 2009

M Publishar: Kormmi® ESRE: Evaryons

0n the fiekd, Fro Evolution Soccer's ever-
improving organic gameplay iz king—though
that margin of victary's thinning. But it's off
the pitch whers this title flops: FIRA 09 fea-
tures are thought-cut and focused, whilke PES
2002's additions feel liks last-second tape-
on jobs—particulary the Become a Legend
made, embarmassingy poor comparsd o
FiF&'s B= a Pro. And what's with the lack of
Master League progress? That maode's gone
shametully stale.

Bettam Line: PES falls by a namosw margin
of victory to itz glitzier, Ubaricensed compsti-
tian. Mare effart nesds to bs put into the off-
field emperiencs.

88 + BLECTROMC GEMIMNG MOMTHLY = EGMAURCOM

CASTLEVANIA:
JUDGMENT

B Publisher: Eonami B ESRE: Tecn

Cestlevaniar Judgment culs notable franchise
figures in a 20 fightng game, staming Trevor
and Simon Belmont, Alucard, and Dracula.
With an urviglcy camera, difficult cortrols,
BHand visuds, and turgid combat, dedgment's
a muted attempt at a weapons-bassd fightsr
whoss ewecution nesds a lot more palish.
Let's not beat around the bushe Don't expect
Judgment to dethrone Soulcalibur—or even
come choss to challenging it.

Beotbom Line: & missksp in 30 fighting,
Cestlevaniar Judomend's hard to lock at. .
and even harder to play. We're sheptical that
Keonami can pul this off without hurting the
Balmont legacy.

GUITAR HERO:
WORLD TOUR

W Publishar: Actiision B ESRE: Teen

With Rock Ravolution and Rock Bend 2
alracky =leazad this year, Guitsr Hero
arrives fashionably late to the music party—
but the wait's worth it. The cartoony, owver-
the-top style's tored down a litle, but it's
still & game with huge-rmouthed rock avatars
and ridiculously elaborate stages. The big-
gest addition: a song creator that lets you
make playable fracks and shars tham with
your friends onling!

Bottom Line: In our limited playtimes with
World Towr, the game shows an amazing
lewel of polish. And the GH dum peripheral
can't be beat. Can you maks mam for teo
plastic drum kits?

2> THE SALES CHART

Amazon.com’s Top 20 for Sept./Oc

o

Wii Fit

Demand ramains

TR high for axercise
- aquipment you
¥ C4N USE orce...
z - — and than disocreatly
shona i your
-

Star Wars: The Force Unlzashed

Mario Kart Wii sith Wi Wheel

Rock Band 2

Star Wars: The Force Unleashed

Finball Hall of Fame: The Williams Collection

Guitar Hero: ©n Tour

a % |

] ‘Whan mocking out
& al home alanain
your uridarsear
pet Bt enough

Ztar Wars: The Force Unleashed
Active Life: Qutdoor Ghallengs
Lego Batman: The Videogame
Mario Kart DS

FRock Band: Special Edition
Lego Batman: The Videogame
Mystery Case Files: MillionHsir
We ki

Lego Batman: The Videogame

God of War Il

‘Wia think sales
are up bacause
college mytholoogy
courses ane add-
g Kralos to the
cumicubrm.

Irfinite Undiscowsry
Super Mario 64 DS

Mario Super Sluggers

LB3E0

Wii

HB3IG0

Wii

D3

P52

Wi

D3

Wi

P52

DS

KB2E0

PS2

xB2E0

bs

B+ B B
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c c B-
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& A- A

B- jon A UP.com)
& fon AUP.com)

L4 fon AUP.com|

A fon AUP.comi)
C jon {UP.com
A A A
B B Cs
B+ B+ A
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If You Purchased A Defective Nvko

Intercooler 360 From March 2006

To August 2007, Please Read This
MNotice Carefully

You Mav Be Entitled To An Extended
Warranty On Your Nvke Intercooler.

Myko Technalagies. Inc., seller of the Intercooler 360
prochuct for use with the Micrasoft Xbox 5640, has
cntered inta o proposed seitlement with Plaintiff in the
lowsuat Coles v, Myke Techaokogies, Inc., LLA.LC,,
CL0, Call, Case o, 2:07-cxw-0397T-FAMC-RCx {the
“Artion®), under which you may be entitled 1o hove the
warranty on your Intercooler 360 product extended to
threaz years fraom your originad date of purchase,

What |s the Lawsuli Aboae?

Plaimtiff alleged ihat the Isercooler 360 was defective
andl thai Wyko mefused to bonor wamaniy claims Sor
defactive Interecaler 3608 m vialation of its warramty
abligations and consumer lows, and engaged in unfair
competition by misrepresenting the abilisy of the
Intemconler 364 to redure the Xbox 368's operating
lemperniures. Myks denies oll of PhintifTs daims in
the Action. However, tr awoid the uncertainty and
cexpense of ligation, Nyko and plaintaff have reached o
proposed settlemenl

What are the Terms of the Settlement?

Nyko has agreed to extend the warranty on version |
and version 2 of the Imeroooler 360 from 90 days to
\berese vears, end will provide eoch eriginal purchiser of
a dafective version | or versien 2 Intercoolier 360 who
makes a warrsnty clamm within the extended warmanty
periad with a new Intercoaler 36 or ather Nylo
procduct of sgual or lesser value.

Whe Can Bemefit From the Settbement?

I v purchased a deleciive new [ntercooler 360
versdom 1 ar werdian 2 between March 200 2006 il
August 25, 2007, you coald be o member of 1he
sellloment class. 10 the senbement 18 approved, vou ey
maks o warmanty cham if you ase i this group by
requesting shpping aullorizalion from Myko and
sercling vout defectave Inicreoaler 260 i Mgk, who
will pay stamdard domestic L8, skipping costs related
I hi wxchangs

What are My Legal Hights™
I o wigh b remin & member of the scitbement ¢lass
a0l necd wo lake sy action. I the coan

Ym0
approves e seplbement, vou wall mo) be alde o file any
legal cliims or Bvwswits chit you bave agamst Myko
rélating b the condact alleged by Plainail in the
Acthiem, Personal mpury ¢lsims ané noll releasod by ths
sefilement |I'3-.||| chix Mo Wkl 16 Femasn

ibe sertlement eliss, 3 st el g w e
exclude yowmel My Janesry 19, 2009, 0 D
le{Fer, Mangels, Hatler £ Marmaro LLFP. 19 &
of the Stars, Tth foor. Los Angpeles, Calilorme Y0067,

A fimal hearing on the proposed acitlemnent wall be held

o Fehy % 2, S an D00l aom, @ Caurmpocan 750 of
e Honomble Florence-Mare Cooper ar e |

Staces Dhsrrict Coum, Cemtral Dis af Califor
Westemn Divigion, 253 Eosn Temple St., Los Angeles,

Californe, I you pre o settlement class member and
wish 1o obdect 10 the setilement, you must take the steps
plete Mai s Betn e neent
. Copdes of the Senfement

detailed in 1t
anuary 19
Agresment and ocher relased decumenantion, ineluding
& foqen for requesting exckasion from the settlensent, are
avnilable For doamlosd of www ayke, com'seitlament,

or may be requesied from Nyko ot the sddress,
ielsphone mumber and enmail helow

qogsl

I'his is Omly a Summary, For Complete
Information and o Copy of the Notice of Proposed
Settlement:

Call: 1-Bbh-333-6741 ar

Email: settlement@myliog
Visit: www.mvko.comselflement
Or Write: Nylio Technolozics, Ing,
1990 Westwood Blvil, Pesthouse Suite
Los Angeles, Colifornia 25
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DESPITE COMMON SENSE TELLING US OTHER-
WISE, comics are difficult to adapt inta movies: and

games. Someawhera on the joumey from comic book
to Mintendo, suparheroes pass through some kind of
wuss ray. Like the one Superman usad in Superiman
I, ar the one George CGlooney used when he installed Seanbaby may het be
nipples on his body armor. Of course, there were A Reaer it

. us hava specl”
reasons for those two: Supermman wanted to fruly live ahilities. Lika tha cna
as a human, and Batman wantad you to milk him. that abows hemta
Bt unlike those cases, devalopers have no reason to recits evary [na fam

the mowie Gpmkata

make any superheroes weak,
5o this month, we're locking at powers lost in adap- _

tation. First, we'll look at the hercas’ abilities in their

comic books. Thanwe'll see how very badly thosa

powers ara epresentad in each game. We'll rate this

on a scale of 1 to 10 on the Super Nerf scale, with 1

being a slight difference and 10 being significant. For

example, if youmake a Hulk game and Hulk kosas to

a out-of-reach ladge, you get a 10. And if you make a

Blaculza game and Blacula loses to The Man's instib-

tionalized racism, you gat a 7. And =0 on.

er Surfer albeurd pe
panets

wishy, it we
. Instmad, they st made it
iz fish
nly afish to the head that k

moresn My

braggirg. lwasn't ex

by it
ir board brushes up agairstfish. Kt
e him suficoate i
e o ek it b make this trash?

r'.-' to put all these abi

him in fight= near metal spikes
im omeate an impenetrable ma

tiore to the writing team onal Battle Phrases

not make it past stardan

r SEAMEBAEY'S REST OF THE CRAF

SUPER ADAPTATION

(zames that madle superheroes into supernpansies

(SNES) = Buper Nerf: -
things shoud happen. First,
. And then the
Acpaman?t D
n largumge

lernein rmy waitin m” Weal, in Justice Leagos: Tasy Foros, it's no
like that at all. Thene, nting the hybrid martial art of Breastsir
and Fishcallireg

cal fast— prothy ]
in his firet appearanc e Mirberd
heal, arcd he cl. That garme had a+
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> OLD—SCHOOL EGM

10 Years Ago...

G 10 8

an tha cover:

48 Hours in Hyrule

A feev lucky EGM ditors spent two
days explonng the world of Hyrule

far the first time in 30, The 16-page
Blowout on Ceanine of Time detaled
fartastical visits to the Tample of
Times and Death Mountain—and pretty
muzh cemeanted the hype for what's
still one of the best games ever mads.

Billiard battla
Whik Metal Gear
Solid raked in some
high praize this
morth, the r=al

T Reviews sxcitsmeant
was the battle for billiards dominance
Estevssn Pool Hustler and Bechsirest
Bilfards. Pool! Hustisr won by a noss
thanks to an sxtra point for visuals.

2008 MARKS THE 30TH ANNIVER-
SARY OF SPACE INVADERS—an
impressive landmark for the industry,
invaders' iconic, cephalopod-liks alien
attackers ars a cultural mainstay that
show up evenywhers, fom Futurama
1o angry poliical artwork to the pages
of BEGA. The arcade classic marked
Japan's debut as a creative juggsr-
raut of game design, too.

invaders’ publisher, Taito, has
marked the azcasion in fins style.
The company's ubigquitous Japaness
arcades gport a bold new look that
amphasizes white-on-manoon invedsr
characters; even inthe neon glare of
Takyo, they' = an eps-catching sight.
The s=nies’ slick new portable entry,
Spaca Invaders Exrems, has nettad
wriverzal acclaim, hailing it as a fresh
reinwention of an aging franchiza. The
episodic Spece invaders Get Even
recently hit WiilWare in apan, marry-
ing Extrame’s stylish look with a cocl
concaptual twist: This time, players

In short, feveders’ 30th anniversary
is a far cry from its pitifd celebra-
tion five years ago; back then, all
wa gotwas a simple repackaging of
the arcads gamez—which, despits
its breadth of optiors, manly sarved
to demonstrats just how long inthe
tocth the 1978 masterpi=ce had
grown aver the y=ars. If the saries’
3ath binhday celebration is an
enfravagant surprise party, its 25th
was anight alone with t=ars, a bottle,
and & gun.

It's all a positive tum of svents for
one of gaming’s most influentid fran-
chisse—mast of all becales it mirors
its creator's own changes in fortunes.
Taito's bean developing videogamess
for nearly as long as the medium’s
b=an arcurd, but the cormpany faded
from relevance mors than a decads
ago. Gamers utimatsly have none
cther than Squars Erix to thank for
Taito's mimvigorated fortunes.

“When Square Enix and Taito

RETUR
THE INVAD

Haowy former arcadle powerhouse Taito is reinventing itself

* RETREOMNAUTE FEEESENTES

OF
RS

for the modern gaming market

It's fitting, then, that Spsce
invaders Extreme stands as tha herald
of Tato's new development philosc-
phy, since the orignal invades was
the publisher's breakot hit—litsrally,
as inweders combined the stucturs
of Atar’s Breskout with the gpace-
shooter genrs, creating an addictive
chall=rgs highlighted by slick, memo-
rable graphics and hypnctic scund.
irvaders sparksd a creative renais-
gance. It was quickly followed by hits
like Jdeingie Hunt, Qix, and Elsvator
Action, which bult toward Taito's
incredlible mid-'80s pinnacle.

It wrasn't until the traditional arcade
faded from pramirence during the
PlayStation ara that Taito's output
kegan to lose steam. "W realized
that arcade and conscle hamhwars
had becoms mars or lezs on par with
one ancther,” says Kawakami. “Home
gystems wera catching up, so it madke
g=nsa to shift over to thoss”

The company didn't entily aban-
don the arcadas; its Japanssa game
centers remain profitable even now
whilk competitors like S=ga hemor-
rhage money. “We'r= one of the
largest arcade-game providers in
Japan, and our sales [in Japan] ars
gome of the highest in the nation as
wel" claims Kawakami. But arcades
ghifted in focug fiom traditiona
games to more specidized, pay-for
Hay forme—redamption machines,

card titles, casino games, and a
amdl selection of networleed fighting
games; Taito produces a number of
them, but these games don't translats
well to corsoles. “One of the big-
gest trends in Japan's acades ars
card-basad games,” says Kawakami.
“Vie've put a kot of thought into how
to bring that over to the corsoles.”
Admittedly, change was afoct sven
befors the Squars Eniw merger; sarly
2005 saw the release of the spectacu-
lar PSP puizzle platfonmer Exi, one of
the kest onginal creations Taito hadl
praduced in roughly a decads. Avyear
later came Cooking dama, an dl-
aggs 05 game that b=came a surpriss
int=rmational hit. But Space inveders

Extrame encapsulates Sguare Eniw's
wision far its subsidiary, a success
achoed in the recantly =leased The
Legend of Kage 2 for OGS,

While Kawakami won't say which
other franchisas Taito plans on =vi-
talizing in the near futurs, he admits
that the compary's payirg carsful
attertion to retro r=vivals and the per-
formance of Taito's kack catalog an
Mirtenda's Virtud Canscls

"Wz [need] to make sure that
the people whe played the orginal
game will =njoy the new version even
mara,” he says. “That m=ans bringng
new graphics and new technologies
to enhance the enpeisnce, and that's
something we'nre always doing.”

Space Invaders' 25th
anniversary was a night alone
with tears, a bottle, and a gun.

Howe-to: contral the alien armada and komb merged, one of the main chjectives E
Modeing your systam e human cities. Taito's even reslzas- far Square Eniw Business Manager ’ p— P —— i
Wi showed you how to risk brasking R ing a limited run of clazsic arcade Shinji Hashimata was to focus an Al
your expensive gams systam whila L\;:': f.rf machingz inwhich the bonus saucer's  restaring the Taito brands,” =ays Exit i '!L"E-'
woiding the warmanty o you coulkd i:ﬂmr?i b==n replaced with a likeness of Producer Seiji Kawakami. “Up urtil i i AE
Play the cool games the LLS.A didn't 25 st retro-gamie warrior Shinya Anino (of then, we'd been licensing out a lot of .,I_-.'-«.:'-_. g
gat. It was a small prics to pay for the —— cult Japaness TV show GameCender our propsties, and as a =sult, the L m E
ability to play hot imparts like Sin and crmaticns, CX famael. Taito image wasn't very positive.” SR e
Punishrment or Rediant Silvergun.
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D-nrk th Y
Publi : Neww Line
-!.5 a purveyar
l:-f gn:rlhlc sci-fi flicks
with darkar-than-
Star Wers level grist,
dirsctor Alsw Proyas
has made a name for himself aza
visionary auter, crafting films like
Tha Crow. But thus far, his greatest
affart is 1988's Dark Sigy. Bomowing
the shadowy owvertones of Frilz Lang's

Hetropoliz to conjure up a pre-Metrix

r=al/not-rzal wodd, Proyas does a
fantastic job of creating a believakl=
city that's at once edgy and unnarving.
You'rs akways aware that samsthing's
nat right, bk it's not until the fim's
chocking finas that he fuly ifts the
wveil. The &atix revealed that element
=ativaly early in the film, as it was
that dyramic that s=t the stege for

itz two s=qels. In Desk City, it's the
paycff in ard of itsslf. AL every turn,
protagonist John Murdech, aman

with no memones, finds himeslf on the

run from the pdlice, from his wife, and
from the pake humancids known as
the Strangers, who transfonm the city,
literally, once an evening in onder to
detsrmine what gives buman bs=ings
their souls. It sounds pompous, but
it's so iventive that the minutes fly
Lby. A stellar cast (baming a sniveling,
pre-24 Kiskr Sutherland) Hits all of the
nqht notes in thie sci-ii mastarpisce.
Miract Ale; Proyas

-_,d, snus Material; A

::-tlnmt H|r1f_|-'
Ful < Fow
Seamhllght Picturas
[Catails: Streat Kings,
as parformed by
Hellyevczd thespian
Keanu Reswes, E
cumbles under the weight of

-0MPNG MCRTHLY = EGMI LB COR

repaated viewings tharks to some
trite dialogue and a cast of cockie-
cutter wllains. But this dossn't stop
thig first runtbncugh from bsing an
enargetic blast of hard-baoiled fun.
Directed by Trainng Day scribe David
Byper, Strest Kings sats anti-hero Tom
Ludboey {Reeves) up ina doming
effect of tens= “whio's screwing who"
sceranos, from the opening, pulse-
pourding firefight with 2ome Korean
thugs to the film's final blood-zcaked
showdown. What adds gravity to
Luclke's character is that he'z a
hard-drinking, hard-hitting copwho
frequently crosses sthica boundaries,
an urdemrcover brotherwho ignores
thie s but always gets the bad
auye. He's a cop superstar, but he's
alzo in the croeshairs of an intemal-
affairs captain. Strest Kings featras
encugh plot twists, double-crossss,
cameo app=arances [say hello,
Common), and fake Brooklyn accents
1o kesp the tempo brisk. But despits
a mostly solid parfarmancs by an
ewver-improving Resves, the flick falls
short of achisving film rair. it's mosty
entartaining the first tims ancund, but
to mary shakey plot devices pravent
it from =aching the upper echelon of
E|ES:EI: crims dramas.

lit :Da l.-1d .Ifl.'ye'l
E-' Material: B

* e LIEE TO WATCH

BLU-
BUNGALOW

Cities, kingcoms, and kings

RAY

TI 12 Ferbidden Kingdom
1l ar: Licnsgate e

i The
Forbiddan Kingdom
somahow riges above
the potentidl disaster
that miscast directar
King, Stwart Lithi=) might have wrought
and emenges as a mildy entertaining
kung fu farce. Attibute the credt to
the world's mast barkable kung fu
actors, Jackis Chan ara Jet Li. Sesing
Li junp around the screen s a delight,
and the ageless Chan's a wonder

to behold as he revizits the famous
"drunken mastsr” persona that first
brought him Heng Kong fame, The
alectricity of this dua, alongeide the
Lrilliant cinematography of Peter Pau
{Crocching Tiger, Hiddan Dragon] and
the combat charscgraphy of Yuen

Woo-Fing (ron Monkey, Kil Bilt),

makes for an auciovisual showcass,

With some clunky dements—liks

the ham-fistec fransformation of a

walflower to an ovamight martid-arts

seraation—Fovbiddan Kingdom was
nevar destined for geatness, but
tharks to the imspressible charizma
of Chan and Li, it's much mars

watchable than swpeactsd.

r: Rob Minkaff
1 G+ Bonus Material: B+ o6

B 'Kid, you are this close te completely
F**“ing this movia up. You nead ta shutit”

Lyrics

Iild Cartoon Vidence
Siggeste Themes
Use of Tobacoo
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THE GAMES OF 2003 L iy E

So long, 2008! You wer great, really, but now it's time to shift our atten- "

tion to the anticipated games that should maks 2000 shine. And there's y -

a lot, including a new kook at a familiar face. So next month (year?), we 2 :

sugoest grabbin’ some shades, 'cause the future’s laokin® mighty bright. - t"

Nead some examples, bub? Here's one: Come on back in 20 for anath-

ar look at the PS2s shockingly gritty action game inFamous. Oh, what's

that? You want another esam ple? So pushy Fine, here’s a second one:

We'll alsa:u.l:ua giving nevi details on the PC-onby (for now) magavely multi- B Resistance 2 (PS3)

player online role-plying game Star Wars: The Ofd Repubidic. B Animal Crossing: Gity Falk i)

Thgf.l.rtur&‘s ot aur only fc-lzus. though—we still nead to play some B Mot Kom bat va. DG Univarse

rernaining heavy hiters from '08. S0 be sum to retum to sea how we (P52 KA

grade Resistance 2, Left 4 Dead, and Prince of Persia. B Tamb Aeider Urdsvord

{48 planred’ edvfonal cadant = subyect to clanga ) (PSEEBAE0)
* ADVERTISER INDEX
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..haz a
long, staried, cokrful,
checkemd past. She's
corpulent and has per-
farmed innumerable
sexual favors for little
compensation. In the
casa of your opponents,
she's done so for no
reason other than the joy
of bearing their children.
Which leads to No. 8,
except in the casa of
Mo, 4.

> EGM'E TOF TEWM

10 THINGS WE’VE
LEARNED FROM OUR
XBOX LIVE HEADSET

Online culture at its finest By Scott Sharkey

LWEE
bom many years
befor you. Anyone
you encoun ter on Xho
Live may well bain
possassion of a tima
machine, and his shrill,
preadaolescent insults
should be eceived
with appropriate
respect, Filial piety
damands that you let
him take your head off
with a neadlegun.

Full keyboard
for full expression.

With a slide-out keyboard, now it's easier to text exactly how you'd say it.
Introducing the Samsung Propel and Pantech Matrix. Only from AT&T.

..should not be camped. Daing =0 is
unsportsmanlike and only enrages thoss who are
hanarably attempting to captue it. Cne should
alvays behave as though one's own flag is the
freshly opanad Ark of the Covenant and must
newer make the mistake of gazing upon it orits
surround ings. Upon kaming of the capture of
one's flag, one must count 10 Mississippis before

..igin Arkans=as, judging from the
peculiar combinations of slang and accent you'll
probably encountar. The district is known for geo-
graphic fickleness, though, and may sccasionally
surface amywhere from the fabled Ganadas to the

giving chasa.

flowiaring kingdoms of the Crient.

..do not mquire
maintenance. They may
scream ceasealassly in the
background of your con-
versations with Arkanzas
gangstas, but given the
inestha e fible multitude of
children who've plagued
you—and will continue to
do =0 over the years—it's
apparant that their fead-
ing and ather upkesp is

w.ame the future, and their
distorted voices may be incompra-
hensible to you, but you must allow
them to shoot you in your imaginary
videcgame brain. All the while thank-
ing your weak, human gods that your
future masters prsantly ocou py
themsalves playing Halo rather than
crushing the multitudes of simpering
fleshlings beneath their stealy tread.

antirly optional. EErh ol
¥ op ~may b vocally indistinguishable

from A2-year-old boys. Mistaking the for-
mer for the latter and accosting them wver-
bally will make you feel bad about yoursalf.
At least, until you malize that the possas-
sion of ovaries does not make anyone any
lesz of an idiat.

...ig a delicious

wEist to provide opportunity | w15 within all of us. Cur sereaming,
for your teammates to blockade you {1 0-yearcld daddy said so. Its presence is made more
within while they giggle at your pre- appament by our inability to recognize the tnuths present-
dicament. Allsw them to do so until | | @d in the above list—and complamentead by its occa-
pmvicle it on demand—you have you cescand into pure animal rage. 1 SiBnal com panions: femininity and low |Cs. Take thesa
anly to shriek to her of your nead It i right to inclulge them in this, for lessons to hear, for they will completely and utterdy fail
for it. they are your friends and allies. I tamake you a better person. e

neatarn, and you should newver
ceasa your pursuit of it. Your
obess, promiscucus mother will
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