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New features include
Advanced Starts amd
Corpoerations.

Massive increase in
civilizations, leaders, units
and wonders.

Gunpowder-influenced
modern era focus.

Eleven new scenarios =
expect the unexpected!
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Sid Meier’s Civilization |V: Beyond the Sword—Beyond anything you've ever seen.
July 2007 | www.civilization.com

Violence Ga mES @ %
for Windows R FIRAXIS -
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THE FATE OF TWO CIVILIZATIONS IS IN YOUR HANDS.

Take the reins of a battle-trained dragon and ride with the-

Asylians against legions of Mokai soldiers. Fight your way
through this war-torn world using the SIXAXIS™ wireless

controller as you savagely battle across both land and sky.

www.LAIRTHEGAME.com The world is burning. People are dying. And for either civilization

Visit www.esrh.org
for updated rating
information.

to survive, a hero must rise from the ashes.

Lair ©2007 Sony Computer Entertainment America Inc. “PlayStation;’ “PLAYSTATION” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc.
PlayB3yond is a trademark of Sony Computer Entertainment America Inc. SIXAXIS is a trademark of Sony Computer Entertainment Inc.
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Publisher . ! YH, T
. ® Roger Danish Greg Off

Tim Lindquist DJPubba Tim Lindduist . - WolﬁeI&rva
Edito - Ch'ef This month | bought the world’s DJPubba and | are in a neck-and-neck competition to By the time this issue hits the stands my Undead Rogue
rm I biggest Game Boy. | got it cheap acquire all of the long, lost consoles from the past. I’m will have hit 70! Then its all about arena fights. And

Greg Oﬁ because it was broken, but | currently in a mad search for a Pippin @World while Tim is the third season of Top Chef is finally here! So now my
managed to fix it right-quick. | also lookin’ for a GAKKEN. Anyone with either of these systems rogue’s gotta pack his knives and go...

greg@hardcoregamermag.com g ght-q

Art Director got a big pile of really cheap retro should ping us at the mag!
games — like, five or six hundred of

Terry Wolfinger them. God bless Craig’s List!

‘ - Now Playing: Lair, Heavenly Sword, Syphon Filter:
Senior Editor Now playing: a whole lot of retro. Logan’s Shadow, The Darkness Now Playing: World of Warcraft, Full Auto
Thomas Wilde
' Managing Editor - Brothers Mertz
Alicia Ashb Veanderer Thomas Wilde S David Wictloak Tl
Y man, f--k Juggernaut It’s funny, | move to the west coast and get on a southern b Last month, at pretty much a moments notice, | moved to
- s Jo- . 3 ick? 3 3 ) )
Editors LI bl e TR S el Wl Bl el S, Tennessee. Before that, though, | purged myself of most of

Goodie MOb, Ludacris, and Lil Jon do the trick. Is it just me

or is Andre 3000 putting everyone to shame with all these

remixes he’s appearing on? His verses on Walk It Out and

Throw Some D’s alone are some of the sickest I’ve heard all
year. Peace up, A-towns down.

the things that make me “hardcore.” | filled twelve trash
bags with game and anime-related swag that will serve

the Earth better recycled than it will my ego by sitting on
a shelf.

Anthony Mertz Danny Cowan
Dave Hulegaard David Brothers
Geson Hatchett laian Ross

Jason Venter James c"nn-.‘gham Now Playing: Marvel Super Heroes (arcade), X-Men Vs. Now Reading: Jack Kirby’s Fourth World Omnibus vol. 1

Jeremy Peeples Ken Horowitz Street Fighter (arcade), World of Warcraft, Lumines Il Coward: A Criminal Edition, 7 Brothers - Now Playing: Skidsbee
i Steven Kent Thomas Shin

Elizabeth Ellis Lymewra Alicia Ashby James James Cumningham

After playing some Castlevania: Symphony of the Night on
Xbox Live, and anticipating the flood of games to hit the Wii
Virtual Console, I’m now wondering, “Is there still hope for

Did’ja ever have one of those months that served more to
fill up time than anything else? Yeah, me too. On the plus
side, | got to see the entire first season of Dexter over a

What is it ;bout being able to download a game in seconds
that makes you feel a sudden, burning need to play it? |
beat Actraiser when | was twelve and | never liked Pac-

Dangerous Gorgon Breeder
David Silviera

Artist Man much to begin with... now I’m losing damned sleep couple of days, so it wasn’t a total wash. ?D and nitl:I;Ieégavnjes?"l Ig thg meantint':e,ksinlkor?o ﬁjondebis a
- it. un, simplified Virtual-On, but sixty bucks? It should’ve been

Amadeo Garcia Il over i fun, Spplt
Production Director : ;
Brady Ilartel Now Playing: Pac-Man: Championship Edition, Actraiser, Now Playing: Mystery Game That | Can’t Talk About Now Playlr]g: Wartech: Senko no Ronde,
Producti ssts Etrian Odyssey, Grim Grimoire (Xbox), Dungeon Maker: Hunting Ground Castlevania: SOTN

roduction Artis
John McKechnie David Silviera '
Casey Yates Julie Miyamoto HonestGamer Jason Venter Asiura Brady Hartel
T lato ...hee hee. Thomas tried to stop the Juggernaut. However, It’s an awesome time to be a gamer. More games are This is my goddaughter.

ransiator PR et . £ )

- it is quite known that the Juggernaut is, in point of fact, coming out than ever before, and when you run out of Isn’t she cute? She knows

Elizabeth Ellis unstoppable. Don’t you know who he is? new ones you like, there’s a massive library of old classics kung-fu.
Ad sales that are becoming available on new platforms. That isn’t

really news to anyone, but sometimes it’s good to take a
step back and look at how good we really have it.

Burr Hilsabeck
415-412-5685
burr@hardcoregamermag.com
Games Daishi

Martin Gilbert
Customer Service
425-868-2216

Now Playing: Marvel Super Heroes (arcade), X-Men Vs.
Street Fighter (arcade), Tales of the World: RM

(which really, really needed more Chloe Valens. What
gives, Namco?)

Now Playing: Dungeon Maker: Hunting Ground Now Playing:

Senko no Ronde, Fist of the North Star

| |
Hitoslnra laian Ross

My computer needed to have a pile of dust cleaned out
from it. However, | am by no means a mechanical person,
so | sent it to the shop to have it done. That’s more than
can be said for a family friend’s computer which got

so hot that it caught fire. He took it out back and tried
to smother the flames. When that failed, he hit it with
—_a hammer and then shot it. He’s the kind of guy when
asked how he’d like his steak done, would say “dead.”
Now Playing: Persona 3

Daniel Kayser Daniel Kayser

| dreamt that | was in a game and had to board this alien
ship with this dude in a dark suit who kept promoting
Microsoft every time his Halo 3 edition Zune would fall
out of his pocket. We missed the ship.

XBLive Arcade remains my favorite part of gaming’s newest
generation. It allows me to play SotN and then switch over
to Pac-Man: Championship Edition (easily the most fun I’ve
ever had with a Pac-Man game), and I’ve gotten more use
out of it than | have out of normal 360 games. After being
disappointed by the original Xbox’s Live Arcade, I’m still

« amazed at how well-done the 360 rendition is.

Now Playing: Crazy Taxi, WWF No Mercy, Tetris DS,
Geometry Wars: Retro Evolved

Hardcore Gamer® Magazine is published monthly by DoubleJump®
Publishing, Inc. at 21407 NE Union Hill Rd, Redmond, WA 98053.
Periodicals postage paid at Redmond WA and at additional mailing offices.
USPS NO. 024063. ISSN 19362110 POSTMASTER: send address changes to
Hardcore Gamer Magazine, PO Box 146, Redmond, WA 98073. “Hardcore
Gamer” and “DoubleJump” are trademarks or registered trademarks of
DoubleJump Publishing Incorporated. All rights reserved. No part of this
magazine may be reproduced or transmitted in any form or by any means,
electronic or mechanical, including photocopying, recording, or by any
information storage or retrieval system without written permission from
DoubleJump Publishing. DoubleJump Books is a division of DoubleJump
Publishing, Inc.

DoubleJump Publishing and the authors have made every effort to ensure
that the information contained in this magazine is accurate. However, the
publisher makes no warranty, either expressed or implied, as to the accuracy,
effectiveness, or completeness of the material in this magazine; nor does the
publisher assume liability for damages, either incidental or consequential,
that may result from using the information in this magazine. Questions
regarding operation of the game software and hardware should be directed
to the support numbers provided by the game and device manufacturers in
their documentation.

Printed in the United States of America

Now Playing: Pac-Man CE, MLB 2K7, even more Guitar
Hero, with a dash of DIRT

Sardius Danny
SARDIUS has become famous as the guy who stepped
on poop!

Niads Amadeo Garcia lll

Halfway into the year, and I’m already regretting the
decision to make all my comics full-coloured, including
the weekly ones that go up on the HGM website. Maybe
| can still save myself some time by hiring five-year-olds
to color for me. They won’t do it completely within the
lines, but it will probably be an improvement over my
usual work anyway.

Now Playing: Overlord, Pokemon Pearl, Starcraft:
Brood War, Counterstrike: Condition Zero

VOIUME]3TISSUE/21W 00

ouAidou Bizaheth Bliis
| got sick, again, with the exact same cold that

prevented me from going to E3 last year. Fortunately, |
don’t have any travelling to do this time around, but |
did get hit over the head with work nevertheless.

Even a year later, though, | still love the DS.

Now Playing: Super Secret Xbox Game of Mystery,
Taito Legends 2, Kororinpa, Planet Puzzle League,
Etrian Odyssey

Now Playing: Picross DS, Ouendan 2, Heroes of Mana
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: FREVIENE: SEGA RALLY REMMD
> » FREMIEW: MAHHUNT 2

: FREVIEW: RIZE OF THE ARGOHAUTS
2 FREMIEW: JUICED 2: HOT IMFORT HIGHTS
: PREVIEW: HAZE
: FREVIEW: HARUTD: RIZE OF A HINJA
: FREVVEU: DEMENTIUM: THE WARD
: FREVVIEU: METROID FRIME = CORRUFTION
: PRELVVEUE S0OHIC RUSH ADMVEMTURE

: FREVIEUE S0UL HOMAD

AHD THE WORLD EATERS
: FREVVEW: SFLIMTER CELL: H
: PREVVEW: GUITAR HERD EMCGORE:
ROCKES THE £0-2

: JUHEET JOURHAL IEMASTERS
: COVER FEATUR HELEHOLD
: FEATURE: FOOTEALL: QUT TO SCOUT
: MOEILE

: REVIEW: THE DARKHESS
: REVIEW: SUIORD OF THE HEW WORLD
: REVIEW: FORZA MOTORSFORT 2
: REVIEW: MARID FARTY =

: REVIEW: DRAGOHEER - = ARIA

: REVIEW: DUNGEOH MAKER:

HUNTING GROUHD /
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RADIAHT MYTHOLOGY
: REVIEW: FREESTYLE STREET EASKETEALL #

We’ve got the lowdown on Manhunt 2, a game
you may never get to play, and world
exclusive coverage of the first English build
of NIS America’s upcoming Soul Nomad and

the World Eaters. To round out your preview diet,
try a little Splinter Cell: Conviction, Call of Duty 4,
and Metroid Prime 3. All are rich in vitamin B12
and beta carotene, and can be found on page 12.
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Take a look at what the fine folks at
Codemasters are up to in this month’s
Junket Journal. Then our pal and
yours, Daniel Kayser, gives the Vegas
odds for best football game of 2007.
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: REVIEN: COOKIE AMD CREAM

» RELMEW: WARTECH: SEHED MO RONDE
: REVIEW: DYHASTY WARRIORS GUHDAM
: ARCGADE: THE ACT

: DOINHLOADE

: JAFAN: FIST OF THE HORTH STAR r
i

There’s actually three football
contenders this year,

and you’d be surprised

who the favorite is, too.

It all starts on page 34.

JAFAH: QUEHDAN =
JAFAN: FRINCESS CROWH
GRAVEYARD: STARFIGHTER
SAUAWEED

: FAH ART

: FUNHIES

JTOHN WOO PRESENTS

o IRANGLEHOLD

Woo! John Woo, that is. This month’s cover story
spotlights Stranglehold, a game that comes by its
cinematic legacy honestly. Daniel Kayser gives you
the scoop on all the giant gunfights, Tequila Bombs,
and massive set pieces you can expect to see in
this video game sequel to John Woo’s gun-fu classic
Hard-Boiled. The doves are flying on page 38.
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WANTI ‘_‘,TO GET MORE OUT OF LIFE
IS STRON

“
GETTING T HE MOST OUT OF LIFE
IS ARMY STRONG. ’

| [ T e —
> - There's §tr?hq. fherf'-there’s Army Strong. 5 =
~ " The strength that comes fronﬂ')?pert training in one of over /J
5\ 150 different career fields—as well as money for college. r
‘ , ind out how to get it at goarmy.com/strong. US.ARMY s
A SpeZOperations Chinook Helicopter Crgv Chief prepares the aircraft over a'drop zone before a jump. AR MY STRONGiM

©2007 Paid for bythelnited States Army. All rights reserved!
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MOMERS
SHAKERS2

German developer Crytek, currently working on EA’s
Crysis, is not only opening a new studio in Budapest,
Hungary, but it has also transformed its Kiev, Ukraine
satellite location into a full-blown development house.

Both studios are currently working on new titles using the

CryENGINE 2 technology and are expanding the number
of genres for which they are developing products,
meaning some non-FPS titles are on the horizon.

Some of Relic’s top people, known for THQ’s Company of
Heroes, have departed and formed a new development
studio, Smoking Gun Interactive Inc., which will focus

on creating innovative, cross-platform games based on
original or company-owned intellectual properties.

Former Human Head CEO Timothy Gerritsen, Art Director
Rowan Atalla, Animation Director Jeff Dewitt, and
former Midway Technical Director Jason Blochowiak have
formed a new development studio, Big Rooster. Its goal
is to create games that “delight, inspire, enlighten and
entertain.”

Independent developer Foundation 9 Entertainment has
spun off its Prince Edward Island, Canada-based studio,
known for Konami’s recent Xbox Live Arcade version of
Castlevania: Symphony of the Night. It will henceforth be
known as Other Ocean Interactive.

MANHUNT 2
BEING SHOT DO

Rockstar and Take-Two have
been responsible for some
of the most controversial
titles in video game history,
but this time, they might
have bitten off more than
they can chew. Manhunt

2 became the first title

in over ten years to be
officially banned by the
BBFC, which prevents it
from being sold anywhere
in the UK. It has also

been outlawed in Italy

and Ireland, so a negative
result was expected from
much stricter countries like

WHO ORDERED THE
GAME-MOVIE PULATTER?

Transformers producer Tom
DeSanto, who was also the
executive producer of the first
two X-Men movies, has obtained
the movie and TV rights for
the City of Heroes MMORPG.
DeSanto states that he sees
CoH as “the next big superhero
franchise.” City of Heroes is
about superheroes teaming up
to defend Paragon City from a
catastrophic alien invasion and
the supervillains of sister game
City of Villains.

Ubisoft is working on another movie-licensed title, Beowulf, to be developed by
4HEAD and 3D-I0. It will be and based on Paramount’s upcoming remake with
Angelina Jolie, John Malkovich and Anthony Hopkins, which is due in theaters
November 2007.

Red Mile Entertainment has signed a multi-year, worldwide license agreement
to create and publish video games based on the Sin City graphic novel series by
writer, artist and film director Frank Miller.

20th Century Fox has gained the movie rights to EA’s life simulation game, The
Sims. Brian Lynch (Scary Movie 3) will script, while John Davis (Norbit, Eragon)
will oversee the live-action project. Sims studio head Rod Humble will manage
the use of the property for EA. Details on possible actors or plot are still
unknown.

WN

Hidden in a Warner Brothers Pictures announcement about
post-apocalyptic Western The Book of Eli was a mention of
scriptwriter Gary Whitta working on Diablo for Legendary
Pictures and Blizzard Entertainment. The project has

not been confirmed, but Legendary
Pictures’s web site briefly listed Diablo
as a project in development, only
to have it mysteriously disappear
shortly thereafter.

In our June issue, we mentioned
that 300 producer Thomas Tull
formed Brash Entertainment to
specifically create games based
on movie licenses, promising sixty
to a hundred titles over the next
five years. Having acquired no
less than $400 million in funding,
the publisher currently has
twelve games in development

Australia and New Zealand.

To top it all off, Manhunt 2 received an “AO” (Adults Only)
rating from the ESRB, which prompted Sony and Nintendo
to issue a statement about their policy of not publishing AO
titles on any of their consoles. Manhunt 2 was originally set
for release in early July, but Take-Two has decided to put
the launch on hold to “further explore its options.”

and another forty already
scheduled, with the first two
games based on the Saw film
series and the 300 movie. Brash’s
300 titles are not to be confused
with Eidos’s PSP title based on
the same property.
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BRAVE STORY

games,
brimming with amazing 3D environments, personality,
and exclusive content unique to this US. version.

filled with many unforgettable characters, unique abilities,
and one young hero’s quest to save what matters most.

. seeD.

www.xseedgames.com

www.bravestorynewtraveler.com

ERYONE
Language
Mild Fantasy Violence
Suggestive Themes

ESRB CONTENT RATING

© 2006 Fuji TV/GONZO/Warner Bros./Dentsu/SKY PerfecTV! © 2007
Sony Computer Entertainment Inc. “PlayStation”, “PS” Family logo, and
“PSP” are registered trademarks of Sony Computer Entertainment Inc.
Memory Stick Duo™ may be required (sold separately). The ratings icon
is a trademark of the Entertainment Software Association.

o T

PlayStation Portable ®

www.esth.org


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

PLATFORM

i
!ﬁ

Aw, another World War Il game— oh. Call of Duty 4 doesn’t take place
in World War 11? It’s set in the modern day and ties into current events?
Call of Duty 4: Modern Warfare? Well, color me interested.

CoD4 is the third entry in the series developed by Infinity Ward, after the
original and CoD2. The WWII setting is dropped in favor of an unnamed
country in the Middle East and a modern-day setting with modern-day
tech. You aren’t going to be firing an old-school Garand anymore. Long-
range sniper missions, up-close infiltration, and running battles are the
order of the day.

CoD4 features an impressive graphics engine. The devs we spoke with
made a joke about having “stream” technology, and then showed us
a stream of water coming out of a pipe that was just as realistically
modeled and rendered as everything else in the game.

A ton of little details are thrown into your face throughout the game to
make the experience just that much more real. The loading screens are
overhead maps of the zone you’re dropping into. When the loading is
done, the map zooms in down to ground level and you’re immediately
in the action. Every little thing counts. Soldiers use the same hand
signals and back touches that real soldiers use. They watch each other’s
back, call out locations, and will even spot for you while you snipe.

Keep an eye out for Call of Duty 4. It’s a break from the usual setting of

Publisher: Activision
Developer: Infinity Ward
Release Date: November 2007
Genre: FPS

Category: Not WWII

# of Players: TBA
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you cast is the shado

ARTCDN.

Micresoft
gameX(studios:

MISTWALKER

B DRACON

Crude Humor " e-style RPG, forged from the
Fantasy Violence . g q
Mild Language vision of Hironobu Sakaguchi,

Mild Suggestive Themes iyama, and Nobuo Uematsu,
ESRB CONTENT RATING  www.esrh.org

: s B . ) | LIS - exclusively for Xbox 360.™
the series, but it s.g91ng to have that same level of quahty you've come l 1"': © 2007 Microsoft Corporation. All rights reserved.ﬁs'of't, the Microsoft Games Stu ogo, Mistwalker, Blue
to expect from Infinity Ward. Fd Dragon, Artoon, Xbox 360, the Xbox logos, and Xbox Live are registered trademarks of the Microsoft group of companies. xbox.com/bluedragon
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Sega Rally Championship in subsequent laps. In a long race with eight cars tearing up the track,
players will have to constantly adjust their lines from lap to lap to

compensate for the damage.

B PP mdeBED WA wes BaR 4

Sega Rally 2006

g Rally Revo uses the same vibrant colors and arcade-style

they

will come.
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2 el handling of the classic Sega arcade titles. The exotic backgrounds

have realistically detailed, but are just a little too beautiful to be
real places. The thirty-four available rally cars show damage as a race
goes on, getting dented or dirty, but never losing their performance
potential and never failing to be gorgeous.

Create elaborate custom dungeons to draw the most powerful

UK-based developer Sega Racing Studios has studied the original [and vﬂu:h]:} monsters :waﬁ from the m::rl:l}r town.

arcade games and hopes to bring its gameplay sensibility
into the next generation with . Right now, the game they’ve
built is impressive both as a next-gen racing title and as a modern

Vol The only thing on home consoles even close to the brightly-colored,

was the original off-road racing title that featured drifting larger-than-life racers that Sega filled arcades with in the ‘90s is the EVERYONE 10+
and tight head-to-head action. builds on this, with a incredibly stagnant series. With , Sega — ™
next-gen track physics.engine that lets cars deform the track terrain has the chance to bring the real feel of arcade racing back home to Fantasy Violence SeeD
realistically as they pass over it. Treads in mud, packed snow, or consoles while still offering players something new. Here’s hoping Mild Suggestive Themes GAMES
exposed puddles then become hazards for cars that pass over the area  Sega Racing Studios can deliver the goods this fall. U © Global A Entertainment, Inc. “PlayStation”, “PS” Family logo, and “PSP” are registered trademarks
ESRB CUNTENT HAT'NG WWW.BS[h.I]fg of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately).
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www.xseedgames.com

Battle the fiends attracted to your dungeon using weapons,
magic and advice obtained from the townsfolk.

www.dungeonmakerhuntingground.com

1 A

PlayStation Portable

LI

The ratings icon is a registered trademark of the Entertainment Software Association. ©
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Publisher: Rockstar Games
Developer: Rockstar Toronto/London
Release Date: This should be interesting.

Genre: Action
Category: Stick a Needle In Your Eye
# of Players: 1

| Qthletter

Murder death kill; that’s Manhunt 2 in a nutshell. The grisly snuff film story of
the first game is gone, but the feel is still there. This time around, you’re an
escapee from a mental hospital. You don’t have all of your memories, but what
you do remember... well, it ain’t pretty, let’s just leave it at that, okay?

You need to find out what happened, but there are people who want to stop
you cold, as in “six feet under” cold. There’s some good news, though. You play
Daniel, a former scientist, and you’re assisted by Leo, another patient. You’re
going to tear a bloody path through the people that stand in your way.

Just in case you hadn’t heard, this brutal game is coming to the Nintendo
Wii. Every single thought that flashed through your mind when you read that

- k.
B i WA
— « g s gy —

sentence is true, believe me. If you want to stick a pen in someone’s eye to !
take them out, get ready to jab your remote at the TV. Got an axe and some ’ . "
time to kill? Sneak up on a hunter and make him go to pieces with a few deft 'z. § )y
swipes of the remote and nunchuck. All the movements you make with the . -
remote and nunchuck are intuitive, i.e., cutting a throat is done with a slicing V“:‘ . 'it
motion, hacking is done with a sharp downward motion, and stabs are thrusts. ; *hf,.
Just keep it all in the game, all right? "".E; '

i
As we’re going to press, word is that Manhunt 2 is going to sport a not-so- i :&,'

coveted AO rating. Sony and Nintendo do not allow Adults Only games on their

systems, nor does Blockbuster rent them. There’s a pretty good chance that all . 3\ @3@@@
this wonderfully gory action is going to get the proverbial axe before you get a ;qfr’ -
chance to check it out. Time will tell how RockStar manages to finesse this one. - v Y o
We don’t exactly want a Thrill Kill 2, do we? s e 2
al.!__ip.._ "H.’-_-;(. ~ % f'}
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RISE OF THE
ARGONAUTS

L/ - -
"I'F Previe Athletter

Rise of the Argonauts mixes fiction and, er, fiction to put a new spin on “
Greek mythology. You’ve most likely heard of Ray Harryhausen’s “Jason
and the Argonauts.” If not, go see it, or check out the actual myth about

the golden fleece. This is something different.

=
=
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=
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These Argonauts are kind of the X-Men of the Greek world. An all-star cast,
including Jason, Hercules, Atalanta, take to the islands of Greece on an
epic quest. This game features a deft mix of RPG and action elements,
mixing and blending the two in an organic way.

Publisher: Codemasters Genre(s): Action
Developer: Liquid Entertainment Category: Overt Action Team
Release Date: Pending # of Players: Pending

Each island has its own story that must be completed, and perhaps even
~ a lesson for certain characters. After all, angering the gods tends to have
ertain consequences, doesn’t it? Just ask Odysseus.

e version of Rise of the Argonauts we saw was very early, but promising.
e action seemed reminiscent of a mix between X-Men Legends

1 God of War, which are definitely good standards
pire to. With the gods giving you favor for
leting certain actions and sprawling

lands with inventive battles, Rise of
the Argonauts could be

quite a ride.
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:'-' Publlsher THQ Genre(s): Racing Release Date: 9/18/2007 - . —— - hf:rf blood ﬂf the ()I‘(Ig’ﬂﬂ...
Developer Juice Games Category: Glam  # of Players: TBA - . S : {

Picture this: you’re screaming down a straightaway, pushing 150, and feeling

fine. There is only one problem; the guy in front of you is hogging the road. If

this were Gran Turismo or NFS, you’d have to either outrun them or nudge them
out of the way with your bumper. In Juiced 2: Hot Import Nights, you tailgate them
until they lose their cool, freak out, and spin out of control with a squeal of tires
and a shouted curse.

The name of the game is “authenticity.” Juiced 2 is branded with one of the most
popular tuner shows in the world, so coming without extensive customization options
would be a mistake. Luckily, that’s not the case here. There is a heavy focus on
customization and personalization.

Your car is all about you. The custom paint jobs and decals let you create a car that
is purely your own, so that when you pass that guy for a last minute win on Xbox
Live, he knows exactly who just beat him.

Juiced 2 introduces a new feature called “Driver DNA.” The game will track your
driving style across a large number of options so that it can build a believable A.l.
This A.l. can then be given to friends and enemies alike so that they can race against

you or add you to their driving team as backup.

Over 90 cars, a deep personalization system, and the promising Driver DNA system
all make for interesting concepts. Juiced 2 brings them all together into one mix
to simulate the experience of the tuner
- lifestyle and Hot Import Nights.
If that isn’t enough, there
are dancing girls, - iR k g -~ ==
too. Something for = 8 i —~
\ everybody, right? =

Expenence a sweepmg story Utilize an interactive Guard Unlock the power of the Dragon

of love and adventure! System to minimize damage! Orbs to destroy the enemy!
ol.%. 5' /77 -
RATING PENDING: RN A
Visit www.esrh.org ﬂ.ﬁﬂ;ﬁﬂzﬂ. B Wee /A7 fTlaker
. ® SOFTWARE
for updated rating |
information ©2007 NIPPON ICHI SOFTWARE INC. / HitMaker Co., Ltd. All rights reserved. Dragoneer’s Aria is a trademark of NIPPON ICHI SOFTWARE INC. Licensed to and RublishedfoylNIsJAmericajinct
: Distributed exclusively by KOEI Corporation. “PlayStation”, “PS” Family logo and “PSP” are registered trademarks of Sony Computer Entertainment Inc. Memory/Stick{Buogdmayibeliequired
18/ PREVIEW JUICED 2: HOT IMIPORT; NIGHTS HARDCORE GAMER MAGAZINE VOLUME 3/ISSUE 2 W00 SR (sold separately). The rating icon is a trademark of the Entertainment Software Association.
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Publisher: Ubisoft Genre(s): FPS < : . ' e E i {
Developer: Free Radical Design Category: The horror. The ' :
Release Date: 11/23/2007 # of Players: 1-4

At first blush, Haze appears to be a FPS that looks a lot like...
well, every other console FPS that’s hit it big in the last five
years. It’s actually quite a bit more interesting than that.
Haze is what happens when the makers of the fast-paced

and light-hearted TimeSplitters games try their hand at
something serious, complete with a gritty story inspired

by Apocalypse Now, Platoon, and other anti-war flicks.

Haze uses its first-person perspective not just as a
gameplay device but also as a completely immersive

storytelling device. Cutscenes never depart from
the first-person perspective of the main character,
Sergeant Shane Carpenter. When you play Haze’s
single-player mode, you should effectively feel
like you’re becoming that character and seeing the
world through his eyes.

Shane is a super-soldier employed in the private army

of Mantel Global Industries, fighting wars for governments
worldwide. Haze’s action is set in an unspecified area

of South America, most likely Brazil. There, Shane and

his squadmates are fighting a tribe of terrorists called The
Promise Hand, headed up by dictator Gabriel “Skin Coat”

Merino. (You don’t want to know where he gets the skin.)

Mantel specializes in the production of a “nutritional
supplement” called Nectar, which lets soldiers fight with
the aid of superhuman vision powers and reaction times.

It sends you into a sort of souped-up bullet time mode,
where the action slows down and enemies are easily spotted
by body-heat outlines. You can use as much Nectar as you
like, but overusing it drives you into a berserk state where
it’s impossible to tell friend from foe. Just pointing your
weapon at a squadmate causes it to fire. Your squadmates
can overdose on Nectar, too.

LEAD SOLDIERS IN A STRUGGLE FOR TRUTH

In addition to its compelling storyline, Haze features all

A N : IN AN ALL-NEW REAL-TIME STRATEGY RPG.
the usual FPS bells and whistles: online multiplayer, co-op,
online co-op, and vehicles. Much like Halo 3, it lets up to AUGUST 14. 2007
two players go online per console. Standard features http://na.square-enix cor’n/heroesofmana g Language
plus cool story usually equals a big hit in the games P 4 ' Mid Fantasy Violence
industry, and Haze doesn’t look like it’ll be any NI NTENDI:IDS
kind of exception. (I i SD UARE EN IX‘M

© 2007 SQUARE ENIX CO., LTD. All Rights Reserved. HEROES of MANA, SQUARE ENIX, and the SQUARE ENIX logo are regi: or trad ks of Square Enix Co., Ltd. ™, ® and Nintendo DS are trademarks of Nintendo. © 2006 Nintendo.
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Publisher: Ubisoft
Developer: Ubisoft Montreal
Release Date: 2/2007

Genre(s): Open World
Category: We Are a Hedge
# of Players: 1

LESS GRIND.

MORE
GAIIE.

Back in the early ‘80s, the publishers of
Shounen Jump magazine realized that

the epic story of a man punching his way

through life could hit it big with Fist of the
North Star. Stories based on that rough template, like Dragonball Z
and One Piece, have clogged Shounen Jump’s pages for the twenty
years since then. Hit anime adaptations and slews of video games
usually follow.

GET C®IN, GEAR,
AND MMORE.

WIQ% OFF!

Naruto is just one of the many properties cast from this mold, but
it’s a monstrously popular one. Ubisoft Montreal is, in an unusual
move, producing Rise of a Ninja as a 360-exclusive game based
directly on the North American dubbed version of the anime’s first
eighty (or so) episodes. Sub purists take heart, though; Ubisoft

is promising the final game will ship with a Japanese voice track
featuring all of the original seiyuu.

Rise of a Ninja is very different from previous Naruto titles, and
frankly much better. It’s a sort of sandbox game that lets players
improve Naruto’s status as Konoha Village’s most hated outcast by
proving himself to be a valuable ninja. You accomplish this by having
Naruto do favors and finish missions for the village’s residents.The
missions can range from playing hide-and-seek to learning special
ninja techniques with Kakashi. The demo ended with a special fight
against Neji, that actually showed off a special mini-game that went
along with Neji’s infamous Gentle Fist fighting style. Instead of a
passive super, players could actually attempt to protect Naruto’s
chakra centers and internal organs by quickly dodging Neji’s strikes.

Naruto: Rise of a Ninja is such a successful adaptation that playing
it is really a lot more fun
than watching the show.
The cel-shaded graphics
easily translate the huge
cast of 2D characters
into a 3D world without
sacrificing any of the

8y |} anime’s style. If you’ve

l ever fantasized about
pulling off anime ninja

—_— tricks like running up

walls or generating

countless clones of
yourself, this is the game
for you.

*Use coupon code: gift Expires 9/1/07
CHECK YOUR SERVER@WWW.IGE.Com

LIVE CHAT & PH®NE SUPP®RT | BUY & SELL | HUGE SELECTI®N | FAST DELIVERY
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DS-owning survival horror fans have had very little to choose

from, giving Renegade Kid a chance to satiate the desires .
of the genre’s fans with its disturbing and gory adventure. -,
Dementium looks to raise the bar for DS games visually, while f
adding more variety to the genre’s traditional gameplay

style by merging puzzle, action-adventure, and first-person
shooting elements into its gameplay.

Its story begins with the weary protagonist waking up to find
himself alone in a dreary, derelict hospital that has been frozen =
by the cruel hands of time. Afterwards, he encounters the
sickening results of the now-mutilated surgical experiments
wandering the halls. Only by conquering them, his deepest
fears, and a series of challenging puzzles can he find out the
secrets of the hospital that has detained him. If he can do this,
he just might escape with his life (and if he’s really lucky, his
sanity) intact.

Unfortunately, few details have been released about the nuts
and bolts of the gameplay. Presumably, Dementium will allow
you to further maim the surgical victims with weapons in an
effort to find clues about why you’re there, and allow you to ¥
explore the hospital in order to dig up as much information as
possible to unravel its mysteries.

While Renegade Kid is a new developer, its crew has a lot of 0
experience, and does seem dedicated to offering up something & % -4
beyond the standard fare for the genre. If their dedication : 5
pays off, we could be treated with a refreshing survival horror
game that leads to further innovation for the genre. It looks
like they’re well on their way to at least crafting the most
disturbing genre entry ever created for a portable.

Y

_;__r.-t 'l.u-'iu:n u.pu-r‘

L

LY
*

S JULY 31

HDDYD &>

L & e = — 3 Blu-rayDisc

———
o

VIDEO

WIARNER BROS. PCTURES s
s EGEDARY PIL'IUIEIESAN 0 VIRTUAL U 1 AR CANTON, GANNINUANAR oo ZAEFK SR ry GERARD BUTLER 300" LENA HEADEY DAVAD WENHAM o DOVANG WEST

¥
L

]
| S TYLERBATES " WILLIAM ROV ™ AMES BSSELL s ARRY FONG s DEBORAN SHYOER FRANK MILLER CRAIG . FLORES THOMAS TULL WILLIANFAY BENJAMN WAISBREN
| AL R N AR =31 [:KSNYI][H&K T OANSTA om CHAEL . GORDON ™S IANNINUNNARI ARK CANTON BERNI GOLOMANN JEFEREY SLVER " ZACK SNYDER

PUBLISHER : GAMECOCK
DEVELOPER : RENEGADE KID

RELEASE DATE : TBA

GENRE : SURVIVAL HORROR

‘L] | CTURES W Soundtrack Album on Warner Sunset Records/Warner Bros. Records RN B
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Most previews are written without having had any hands-on time with the game and
therefore only provide basic information, with very little opinion about the game’s
quality included. That will not be the case here. Nintendo recently invited members
of the print media to come and play two complete levels of Metroid in Seattle, and |
was lucky enough to be included.

Based on playing those two levels alone, in my humble opinion, this game is going to rule
over all other console shooters ever made. As long as the rest of the levels are as good or
better, then my score for this game is going to be high. Very high.

The things that are making it the best evar are: the fabulous level design; the wonderful
visuals; the great voice acting; the controls; the controls and; the controls. All other
console FPS games are f’d by having to use an analog stick to aim. Being a PC FPS shooter
aficionado, | am spoiled by the keyboard and its friend the mouse. The lovely aiming joy
of the Wiimote alone made those two nearly finished levels of Metroid feel like the best
quality console FPS gaming available anywhere. The rest will be gravy.

The things that are probably going to keep it from a receiving a perfect score: the
story is only decent (| wish more good SciFi authors would get involved in writing game
scripts); the action is pretty scripted {once you’ve played through any given area, if you
have to go back because you didn’t make it to the save point, you’ll be on auto pilot)
and; there is no multiplayer (this alone may reduce the score by a half point for some).

Metroid Prime 3: Corruption is the proof in Reggie’s pudding: his assertion that Nintendo
still cares very much about us hardcore gamers.
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it 4 2 - Publisher: Nintendo Genre(s): First Person Shooter } P -
* x" X N d y Developer: Retro Studios Category: Sci-Fi v AR
s R Release Date: 8/20/2007 # of Players: 1 < v© Al
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AN ALL NEW BOMBERMANIA

FRANTIC 8-PLAYER ONLINE MULTIPLAYER BATTLES! &t o

4-PLAYER BATTLES ON ONE XBOX 360 . gt
WAGE WAR IN 8 EXOTIC ARENAS! 7S58c
FULLY CUSTOMIZABLE CHARACTERS! OVER 10,000 POSSIBILITIES! |+ / s

BEAUTIFUL HIGH DEFINITION GRAPHICS! . il
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Until Sonic and the Secret Rings, it was pretty hard to think of a ; ith ‘ v e
really good 3D Sonic the Hedgehog game. Even Sonic Adventure
and Sonic Adventure 2, in retrospect, just feel like “me too”
attempts to ride Mario 64’s coat-tails. On portable hardware,
where developers don’t shy away from high-speed 2D game-
play, Sonic’s inarguably fared a lot better. There he’s starred _
in the thoroughly decent Sonic Advance series, Sonic Rivals,
and, most recently, Sonic Rush for the DS.

d days
AP some necks!

Sonic Rush Adventure picks up where the last DS Sonic
game left off. Once again, players can take Sonic the
Hedgehog or Blaze the Cat through a series of old-
school, high-speed 2D levels full of pipes, loops, and
rings to snag. The characters are still 3D sprites
interacting with a 2D world, so Sonic can still use the

Trick System to score extra points and other goodies 3 3 = Dagt® = g = il "
by performing cool moves that cause him to “pop : : - 4 & - ‘ - - b - . 1( e

out” of the screen. F . i \ : iy L~ & i;l ["r s :ﬂ S | l%’f-‘-‘h,

Tails is once again present but unplayable, along 3 W ; . ' ' wgr' d = o :
with a new raccoon-girl character named Marina. ! - ]| e % DT
Instead, Tails provides Sonic with the jetskis he ; - " \ b | P
uses to travel between the game’s seven islands, °

where the action unfolds. These sequences are

¥ ."
VA

%,

AT A
g § ’ % g 't! 'F * ¥

a A Soul Nomad and the World Eaters resembles N1’s ! ; .{.1 . H.DA M A(:
effectively 3D racing levels, a little reminis- |

¥
&

previous SRPG fare in a lot of ways: 2D sprites on 3D :
cent of Jet Moto, where Sonic has to snag backgrounds, a big erpphasi§ on.grm.dmg ag power-levellmg,
bonus rings and avoid obstacles in order to and subversive gimmicks built right into the Sord el ?y. [
get where he’s going. . I This time the gimmick is the Room System, and it S'kev;f ou
2 into something nearly unrecognizable.
Sonic’s in the islands to fight evil pirates, . T - p Noagsiamiepin 1
lead up by a huge fellow named Captain / . L -
Whiskers who is not Eggman but an
incredible simulation. Likewise, while

In Soul Nomad, you don’t use units one at a time; you com-
bine them into groups of four to nine units called a Room.
You can equip your Room with items called Decor to grant |
B confuse Soriic RL{Sh Ad.' ; : stat boosts. The leader of the Room can use Skills and Tactics
yenture’s RS f0r Geness Sonic, 3 Tl & il to improve the performance of the Room, while the other 1
Lﬁ;ﬁggp:?%ffzpiilztgirg;-tstfoff:nozs G 2 - - i characters attack or use certain abilities like magic or healing
long as Sega doesn’t bring back Sonic = F ) . depending on their position in the Room.
Rush’s irritating bottomless pits, A e ; . . 3
they’ll probably have a winner ! i
on their hands.

It sounds confusing, but once you’ve got your hands on the

game, it makes a lot of sense. Put the right units.together and

a single squad can solo most of the game, including the random
dungeons. (You didn’t think N1 would make a strategy game ‘
without random dungeons, did you?) Since you can move all of your units
with a single order, clearing levels feels quick and seamless.

0ddly enough, Soul Nomad’s story is about as close to orFiinary as Nippon

Ichi’s ever come. You play as a male or female protagonist, who is given

a sword that contains the spirit of a world-destroying evil ent1t>/,

named Gig. The World Eaters ravaging your world were once G1g s

servants, and your people hope that you can overcome t’hem with —SimL—r's T
his power. Of course, that presumes you can control Gig’s malevo- - =

lent power before Gig controls you. @ HEP 6518

. ST 130
Soul Nomad’s plotline branches at points, giving you five endings 1,26 pot

and two different stories to pursue. As usual, there’s also a bevy .of E_w‘
post-game content and hidden characters to find. The real que,stlon
is whether or not gamers are going to warm up to Soul Nomad’s
surrealist and disarmingly simple gameplay. It’s definitely not what
you’d expect from an SRPG.

i Patient Test EJ
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See how the legend began.

Tom Clancy’s | o THE EPIC STORY THAT SPAWNED
—SPUNTERCELL—— | 2l . A GAMING PHENOMENON

! Publisher: Ubisoft Genre: Stealth
&Q m Developer: Ubisoft Montreal Category: Hoodie of Concealment +5

: Release Date: 11/16/07 # of Players: 1-? 6 DVD SET
Two years after the events of Double Agent, a fifty-three year old Sam Fisher escapes - : : A ' STV e _ :
from prison for a stealth mission that completely redefines Splinter Cell. With Third i i Wl i J Ty ] i 1 b AIL ABLE
Echelon paralyzed by its own bureaucratic incompetence, Agent Fisher has to strike out ¢ P, _ i 4 ! '
on his own to hunt down terrorists planning an attack on American soil. With no high-tech - . - :-, Y ; | s : ; JULY 17-

gear at his disposal, Agent Fisher’s going to have to improvise. This means hiding in the
crowds of tourists that line the streets of Conviction’s Washington, D.C. location, creating
distractions, and using whatever objects he can find to get the job done.

What’s amazing about Conviction is that context-sensitive object interactions are just
gone. Agent Fisher can pick up and use anything he finds in the world around him, in

any way that seems to make sense. You can hit an enemy terrorist with a chair, use it to Yl : | . > MORE ASIAN ACTION FROM SUMMERSTORM:

barricade a door, or fling it into a crowd to cause a momentary distraction. The entire | i . : MA DAM CITY HuNTER = SHAOLIN FAMILy SOccerR T1orar DESTRUCTION:

game takes place in broad daylight, so “sneaking” for Agent Fisher now consists of pulling " THE EXECUTIONER DEATH CAGE
his hoodie up over his face and disappearing into a crowd of amazingly detailed people LG ER

with surprisingly realistic Al. When it’s time to dispose of your enemies, just slip into the
bushes for a silent kill or quick knock-out.

The new Sam Fisher borrows a lot from 24’s Jack Bauer, as does Conviction’s solo mode.
Ubisoft is promising a story told in fifteen chapters, which each chapter taking about an
hour to complete. After that, players can take the skills they’ve developed into online
multiplayer modes. Information about them is scarce right now, but both co-op and versus
modes are confirmed.

Rebuilding a franchise from the ground up isn’t easy and most developers wouldn’t even
dare to try it. Ubisoft Montreal and Splinter Cell are usually a cut above that, so there’s
no reason to expect that Conviction will disappoint. If anything, this could be a classic in
the making.

ENTERTAINM E Ndij
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Genre(s): Music/Rhythm
Category: One Night Only:
Judy & The Holograms

# of Players: 1-2

Publisher: Activision/RedOctane
Developer: Harmonix Music Systems
Release Date: 7/17/2007

Ahh, the ‘80s. What’s not to love? The King of Pop’s reign was
untarnished, robots could turn into tractor-trailers, Turtle Power could
overcome any obstacle, and Soul Glo would keep any unruly hairstyle in
check. Oh, yeah, and rock ‘n’ roll back then ruled. Sure, it was slower
than today’s thrash-fests, but it more than made up for it with melody,
harmony, and rhythm. ‘80s rock was just catchy.

Fortunately for gamers, Harmonix agrees: that’s why they’ve rounded
up thirty songs from the time period, and put them on a PS2-exclusive
collection disc. Don’t think this is just some lame cash-in, though.
Some of the era’s best tracks are waiting for you to shred through.
Here’s what’s been revealed so far:

Hold On Loosely (as made famous by .38 Special)
No One Like You (as made famousv by Sco!'plons)
Only a Lad (as made famous by Omgo qugo)
Radar Love (as made famous by White Lion)
Ballroom Blitz (as made famous by Krokus)
The Warrior (by Scandal)
Play With Me (as made famous by Extreme)
Wrath Child (as made famqus by Iron Maiden)
| Wanna Rock (by Twisted Sister)
Round and Round (as made famous by Ratt)
| Ran (by Flock of Seagulls) ' .
Metal(Health (as made famous by (}met Riot)
i Dio
Holy Diver (as made famous by .
Hegt Of The Moment (as made famous by Asia)
Electric Eye (by Judas Priest) .
18 and Life (as made famous by Skid Row)
Balls to the Wall (as made famous by Accept) ;
Bathroom Wall (as made famous by Faster Pussy;a
Lonely is the Night (as made famous by Billy Squ1‘re)
Nothing But a Good Time (as made famous by Poison) =
What | Like About You (as made famous by The Roman
Shaken (as made famous by Eddie Money) :
Synchronicity I (as made famous by The Police)
Caught in a Mosh (as made famous by Anthrax) ;
We Got the Beat (as made famous by The Go Go’s)

As you can see (by the absence of some *“as made famous by” terms),
this version of Guitar Hero uses more master tracks as opposed to
covers, so you’ll be able to feel even more like you’re really busting
out Flock of Seagulls and Twisted Sister. The characters and venues
have even been given ‘80s makeovers. Honestly, though, in the end,
this is more Guitar Hero. Who's going to object to that? You’ll be able
to, like, totally get your rock on come this July.
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Thankfully, there are still a few publishers willing to

pull out all the stops when showing off their wares.
Codemasters is On€ such company. Recently, they flew a
group of journalists to the UK for «Code 07,” @ prand-
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lineups are showcased in a cool and unique setting.
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It contains plenty of twists, turns, and themes  contains six levels, all of them are really,

J( )l‘l :\T Y\r( )( ) ]}l{ l‘;Sl‘:er 15 of loyalty and brotherhood, and takes gamers really big. The game is said to have eight to

m from Hong Kong to Chicago and back as they ten hours of game play for experienced
assume the role of Chow Yun-Fat’s infamous players (not including finding all the
character Inspector Tequila (voiced by the unlockable content) so with six levels to
man himself). distribute that amount of time between, you

can imagine how big each level must be.

The game contains six levels, all of which are

Recently, | had the opportunity to visit Midway’s Chicago offices for the chance to based on real-world locations, and include
get some updated hands-on impressions with Stranglehold, the highly anticipated the previously seen Tea House

John Woo-themed action game that puts you in the middle of the most intense environment, a claustrophobic enemy-
action sequences this side of Hollywood. While | had previewed the game before infested parking garage, fully

and all the basics of Stranglehold have been well documented, this was my chance destructible slums, a famous

to explore some never-before-seen areas and truly see how the vision of recreating Chinese restaurant called the Mega

a John Woo action flick was translating into video game form. Thankfully, (well, called something else in real
| wasn’t disappointed. life, but close enough), and more.

The one thing the team at Midway

Sitting down with Midway Product Manager = is adamantly trying to get across is
Jack VanLeer, we began to discuss the : that although the game only

overall vision for the game as he - ;
attempted to dispel any pre- e ,.n-@-’
conceived myths about the g o

project. “It’s not just gun porn,”
laughed VanLeer, who seemed barely
able to contain his excitement. “We’ve %
been hard at work and we’re really ready
to show off the environmental interaction,
the puzzle elements found in the game and the fact
that there’s so much more to Stranglehold than what
people have seen so far.”

Of course, | was pretty excited about the prospect, but before
picking up the sticks we decided to let Jack walk me through a few levels so | could
get up to speed. Booting up the sprawling outdoor Taio level, the first thing | noticed
was the emphasis placed on the game’s cut scenes. While still a WIP (work in progress),
you get the sense that through these cinemas Midway and John Woo
- i himself have really gone above and beyond to create an immersive
% ’h storyline that engages the player while setting the stage for plenty of
3 amazing action sequences. Stranglehold takes place a few
years after the events of the John Woo film Hardboiled.

.-

~»}
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Once the action got underway, it was immediately evident that your
trigger finger best be up to snuff once Stranglehold finds a home in your
Xbox 360, PS3 or PC. “Intense” only begins to describe the action.
Fortunately, the development team is doing their best to make sure the
gun battles aren’t just intense, but accessible and fluid for the user. “With
so much going on all the time, we wanted to give the player a go-to button,
something they use through the whole experience that will help keep the
action smooth,” said VanLeer. That button, on the Xbox 360, is the Left Trigger.
One pull of what will become your polished, ergonomic godsend will help navigate
Tequila through the environments, be it by sliding along objects like banisters or
railings, swinging from chandeliers, cruising down zip lines or so much more. “You can
never overuse the Left Trigger,” said VanLeer, a statement made evident as he guided
Tequila down the banister of a stairwell, taking out enemies with cinematic flair.

Combining the simplicity of the all-purpose Left Trigger button with the automated
activation of Tequila Time (where the action goes into slow-mo, ala Bullet-Time from
Max Payne) when enemies enter your targeting reticule, recreating amazing action

., Sequences becomes nearly effortless and all the more fun. “John (Woo)’s style of

» !'lff“‘ f‘ . film making is definitely evident in Stranglehold,” said VanLeer. “There’s a very

k3 &j’* graceful quality to the action, sort of like ballet, an artistic representation

. ; ¢  through motion.”

1
-
T
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¥
;

- " It’s this smooth, cinematic experience that the developers have sought to create
o "E-.t.;i a ,’j- since the beginning of the project, and one that makes Stranglehold almost as

&

much fun to watch as it is to play. Even better, the ability to interact with the
environment opens up tons of options, making it possible to execute some pretty
outlandish and creative acrobatic displays while taking down the swarms of baddies
that are thrown your way.

Like any great action game, Stranglehold enhances the core mechanics with a few
old-fashioned goodies. The better you become at utilizing the environment and
quickly dispatching the bad guys, the faster your power-up meter will enable what
the developers call “Tequila Bombs.” Aside from being extremely effective
during game play, these three enhanced special moves are more or less a
tribute to John Woo and provide the game with an over-the-top cinematic
5 ,: feel. Mapped to the D-Pad, you’ll be able to initiate the “Spin Attack,”
*  “Barrage,” and “Precision Aim” Tequila Bombs once you’ve boosted your meter
enough to do so.
5, L
1’0‘ I'-m . There’s a bit of strategy in play here, as holding off use of one Tequila
Bomb or another may help you pass through later, more
challenging areas of a given stage. As the most difficult
to acquire, but certainly the
most cinematic, Spin

e Attack will allow you
" to take out all the
f enemies within a
\\(;“' certain radius

through a very
polished, detailed and quickly executed ballet of bullets (complete with
flying doves). Behind that is Barrage, which allows you to more or less go
insane for a brief moment of time and take down scores of enemies that
might be clogging up your path. Precision Aim is perhaps the coolest of the
Tequila Bombs. When activated, the screen goes into a semi-sniper
perspective, allowing you to pinpoint your target and the specific place on
their body you want to aim for. With over twenty different hit points on
the body that will result in realistic responses from the enemies,
Precision Aim is sure to deliver the “wow” factor the developers are
looking for. “Most people aim for the crotch,” said VanLeer. ”Go
figure,” | replied. A quick health boost is also mapped to the D-
pad. When used, it will use up some of your Tequila Bomb
meter, but it’s awfully handy when a health pack is nowhere
to be found.

Another game play mechanic featured in Stranglehold
is the Mexican Standoff. This ultra cinematic
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confrontation is usually introduced through a cut scene and kind of flips the tables
on Tequila, slowing down time for your enemies and forcing you to dodge their
bullets while firing off shots of your own. It’s a very dramatic, intense exchange
that seems to not only break up the game play, but compliment the overall feel
of the game. In addition to this sequence, you’ll find a few completely different
scenarios peppered throughout. One of which placed Tequila inside a chopper
circling an island at intense speeds while you man the onboard machine gun to

lay waste to the environments and enemies... fun stuff to say the least.

At this point, the game play in Stranglehold seemed like a pretty straightforward
affair. Missions begin with a cinematic cutscene that places you in the action,
and you’ll only be able to advance the game by fulfilling objectives. Although
there are some options afforded to the player, generally speaking, the mission
structure is linear. Just like a John Woo flick, you’ll most likely feel immersed in
a story, but you won’t have much (if any) control over it. Basically, Midway wants
you to be able to follow the narrative and live out and interact with the fun
parts, and it is this portion of the game that delivers most on expectations.

With all the action on display right before my eyes, it was finally time to give it
a go myself. As Jack rebooted the Taio level, | prepared to shoot first and ask
questions later. The controls were extremely responsive and after a few minutes
stopped just short of the “think it-do it” intuitiveness ever game designer aims for. In
mere minutes | was jumping off walls, sliding down rails, leaping over railings and
flinging myself backwards to create a smaller target for my enemies as | took them
down one cinematic shot after the other. Honestly, | thought it would take longer
to get my bearings, but the streamlined control afforded me the opportunity to
dive right in with guns a’blazin’.

Interestingly, | found that years of playing more stealth oriented games like Ghost
Recon or Rainbow Six didn’t hinder the intense nature of the game as much as | thought. I’'m
what | like to refer to as a “cautious” player, meaning my affinity for more strategic games has
taught me to do anything but run into a room with both fingers on the triggers. Stranglehold
held up well though, allowing me to use the well-implemented cover system to hide behind
walls, add just a little strategy to my attack, and take out enemies en masse without me
feeling penalized. Sure, | played “slower” than Jack did or how previous demonstrations of
the game have portrayed, but to me it was a testament to the game’s flexibility.

Since interacting with the environment is such a key part of Stranglehold, the developers
saw the need to alert players when they are in proximity of an object that can be used. A
slight sheen or lighted path highlights the object. While it breaks the overall cinematic
nature of the game, it makes the gameplay feel more fluid, and after a while you begin
to predict your acrobatic possibilities before even noticing the assist. This doesn’t only ; ¢
apply to objects that you can maneuver around, but also objects in the environment
you can interact with. One example comes from when | was faced with a group of I
enemies behind an enclosure. Looking above their heads, | saw that several . & 1.
boulders were being held up by a rickety structure, which | promptly shot to . t'F :-'.1
pieces. Soon after the first of these encounters, you begin to look for similar L N
environmental interactions to help you along and from what I’ve seen it looks as I - i
though Midway has incorporated these puzzle-esque elements quite nicely.

it

The one question | had going in to the game play session was how difficult the game would
be. I’'ll be honest, the game is designed to let you romp, so don’t expect any amazingly
difficult challenges from your foes. Midway informed me that as the game progresses, the
enemies will use bigger, more effective weapons, increase in number and otherwise pose
more of a challenge. Even with that said, Stranglehold definitely ensures that the odds are
in your favor when looking to relive your favorite cinematic sequences from John Woo’s
films. That’s not a bad thing, but certainly something to keep in mind when judging the
experience of Stranglehold as a whole.

While there’s still tweaking to be done (tons of work has been done to the camera
system) and even a whole lot more to learn about the game (multiplayer,
anyone?), it’s evident that gamers looking to get a Stranglehold on a next-gen
action experience don’t have to look much further than Midway’s latest when

it lights up the Xbox 360, PlayStation 3, and PC this August.
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The team behind Stranglehold has been working for years to
deliver a truly amazing action experience on the Xbox 360, :
PlayStation 3 and PC. To find out a bit more about exactly what producer Alex Offerma

HGM: Heading into the project, what was
the overall sensation you wanted to deliver
to the player?

The overall sensation that we knew we had to
deliver to players was basically the look and feel
of John Woo’s Hong Kong action films. When we
first started the project, we would gather the
whole team together for lunch and to watch
John Woo’s influential films, like Hard-Boiled,
The Killer and A Better Tomorrow, and
afterwards we would discuss what made them
great. We quickly generated a list of items we
had to have in the game, Tequila Time, Massive
D, over-the-top death animations, dramatic gun

b

battles, cool environmental interactions and of
course Chow Yun-Fat himself, and we are happy
to say that we’ve managed to deliver all of those
in Stranglehold.

HGM: How difficult was it to get Tequila Time
feeling just right for the end user?

Actually this was quite challenging, as it involved
bringing a lot of elements together. How much
should we slow down time for enemies, what is
Tequila’s rate of fire versus everyone else’s, do
we increase the player’s weapon damage when

in TT, do we decrease the enemies’ accuracy,
what is a good full-screen special effect that gets
the mode across but doesn’t hinder the player’s
view and how do we make sure that everything
looks great even in slow motion? We spent a

lot of time tweaking Tequila Time to balance it

in the game, and we are very happy with the
results, and the final screen effect was locked
down some time ago, but that last one was a
much bigger challenge than we ever expected.
Most games cover glitches in animations when
swapping out one object for the broken version
of it, but because you can see all those things in
slow motion in Stranglehold, we had to do a lot of
extra work to make sure that all those transitions
looked smooth and didn’t pop. Many times we’d
add something to the game, like a car exploding,
and it would look great until we viewed it in
Tequila Time, at which point we’d have to go back
and do a lot of detailed work
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to fix the problems that only showed u
motion. However, it was worth it because in the
end it turns out that many things actually look
even cooler when viewed in Tequila Time!

HGM: Why [did you decide] to make Tequila
Time automatic?

We wanted to make the game fun and easy to pick
up for players at all skill levels, so we didn’t want
to bog players down with having to manage too
many controls at the same time. ...early on we
looked for ways to simplify the controls without
dummying down the game and in looking at other
games we realized that players were already

used to controlling movement, aiming and firing
at the same time, so the two elements we had
added that most games don’t have, interactions
with the environment and Tequila Time ended

up being prime candidates to address. Automatic
interactions didn’t work so well, as often the
player would be forced to do something or go
somewhere they didn’t want, so Auto TT was tried
and even the very first rough implementation of it
turned out to be really fun, so we kept it, but for
the hardcore players out there who want to have
manual control over it, there is also an option to
turn off Auto Tequila Time.

HGM :What kind of work had to be done to
ensure that Tequila Time wasn’t overused or
too much of an advantage for the player?

There is a limit to the amount of Tequila Time
energy players have, and when they use that
up, Tequila Time turns off. However, Tequila
Time regenerates at a fairly quick rate, so
players are still able to enjoy the fun of diving
and interacting in slow motion a lot, while

at the same time not being able to abuse the
advantages it gives you: being able to aim and
fire at an almost normal rate while enemies
are slowed down. We’ve experimented a

lot with the amount of Tequila Time energy
players have and how fast it depletes, even
doing tons of focus testing to see how people
who haven’t been playing the game for the
last two years like what we have done and

we think we’ve arrived at a good balance.

went into he'_developmen_ t of |
title, | caught up with the game

ay’s first next-generation
lirector, Brian Eddy, and

HGM: Both technically and creatively,
what type of work went into developing
and then executing the various Tequila
Bomb special moves?

Like most elements in the game, the Tequila
Bombs were a combined effort between art,
programming, animation and design. [The art
department] had to create full screen post
effects to give each bomb a different feel, create
special effects for the weapons and enemies and
setup dramatic cameras and lighting to show

off the dramatic action. Programming had the
challenge of creating each of the bombs, which
amounted to mini-games within the game, and

solving the many technical problems surrounding
them, like making sure when a player initiates

a Barrage right before an in-game cinema, that
the game handles that case eloquently. Animation
had to plan, motion capture, clean up and
massage hundreds of hit reactions and special
Tequila Bomb only animations. And finally design
had to work with everyone to bring the bombs
together, balance, polish and make each of them
fun. We are lucky to have a team that works very
well together!

HGM: How do the various Tequila Bombs deliver
what players can consider to be a John Woo-
like experience?

After studying Woo’s films very closely we
distilled some of the most memorable moments
into three unique features we give the Player. The
first is the absolutely iconic ‘Spin Attack’ which
shows Tequila spinning in a 360 degree motion
and taking out all the bad guys in the room. The
next is ‘Precision Aim’ which emulates Inspector’s
uncanny accuracy w/ firearms, and was inspired
by two scenes in Hard-Boiled, the first where
Tequila shoots the head of a bullet to escape a
room he’s trapped in under the hospital and by
one where he shoots a guy directly in the eye.
Finally we have ‘Barrage’ mode which captures
the frenetic chaos of an over-the-top, unlimited
ammo, storm of gunfire that we see in so many of
John Woo’s films where Chow Yun Fat mows down
wave after wave of bad guys.
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HGM: How difficult was it to ensure Tequila
Bombs were a balanced game play mechanic?

It was difficult, because as mentioned before,
design had to work with all the other disciplines
to not only get the Tequila Bombs working as
planned and looking good, but also making sure
they were balanced in all the areas in the game.
For instance, how do you make it so the player
can’t use a Tequila Bomb to cheat and get by

a boss, but at the same time doesn’t make the
player feel cheated when they use a Tequila

Bomb but it doesn’t kill the boss instantly like it
will with the regular game enemies? They had to
design a whole system around this, establishing
which bosses were more or less vulnerable to each
of the Tequila Bombs. It was definitely a challenge
but one they lived up to.

HGM: Massive D has always been a big part of the
mission statement for the game. What are the
ways in which you think the game’s destructible
environments enhance the overall experience?

The first way is that it is just a whole lot of
fun to see everything in the environment get
destroyed. When people play the game, you

see them go back to areas they’ve already been
through over and over again just to see what else
they can blow up, so on a visceral level, it’s just
very satisfying. However, we were not satisfied
with having Massive D, which is a big part of
John Woo’s movies, just be a visual thing. We
wanted to make sure it was incorporated into
actual game-play, so cover that both the player
and enemies use in the game degrades as it’s

hit with gunfire; there are lots of objects in the
environment that you can shoot at and make drop
on enemies to kill them, sometimes even in large
groups; explosive objects can be targeted while
enemies are nearby to send them flying through
the air and we even incorporate Massive D into a
few puzzles here and there. Massive D is a core
part of game-play in Stranglehold.

HGM: From gameplay to graphics to story,
what do you consider the most important
ingredient in providing the cinematic
sensation found in Stranglehold?

Honestly, all three of those ingredients are equally
importing to providing the cinematic sensation we
set out to create in Stranglehold. Our goal from
day one was to recreate the cinematic action in
John Woo’s movies on next generation platforms,
and to do that successfully required incorporating
all three of those ingredients.

HGM: How big of role did level design play

in fulfilling the desired effect of the action
sequences? Why was this so important to the
overall experience?

HARDCORE GAMER MAGAZINE VOLUME 3_ISSUE 2 W00

The designers had a huge role in creating the
authentic cinematic John Woo experience

that we’ve achieved in Stranglehold. From

the beginning our development philosophy on
Stranglehold was to give designers powerful tools
that would allow them to make that exact kind of
game, and that includes giving them the ability to
setup up and script any action sequence you’d find
in a John Woo movie or pretty much any that they
could imagine. That said, a big part of the design
philosophy behind Stranglehold was to actually
make each area of the game a sandbox for players
to pick and choose the toys they want to play
with in. In effect that gives players with different
styles the ability to play each area of the game
they way they want to and the result is that they
get to recreate their own unique John Woo style
cinematic action sequences. The designers just
give players the tools and inspiration to create
cool experiences.

HGM: Considering how empowered Inspector
Tequila is throughout the game, how have you
ensured that the game provides a significant
challenge for veteran gamers?

Veteran gamers will find that while the game

is easy to pick up and immediately fun to play,
it is a challenge to truly master, especially at
higher levels of difficulty. In addition, we’ve
made sure that there are plenty of unlockables
and achievement that players can find and earn.
We think that Stranglehold has a lot to offer all
levels of gamers, from the casual to the veteran
hardcore players.

HGM: What has been the biggest challenge in
creating the fully destructible environments
featured in Stranglehold?

The two major challenges were process and
performance. For process, the art staff initially
had to develop our own tools to support the
Massive D feature. We developed interfaces and
systems to give both Art and Design the flexibility
to really integrate this feature into gameplay.

As the tools developed we began to do more

and more interesting things w/ destruction

in the game. The second huge challenge was
performance. This was a huge issue because
you’re asking the hardware to handle additional
collision, physics, effects and audio to provide the
player with the kind of results they would expect.
Destroying something like a massive statue or

a 60” plasma TV can require hundreds of small
fragments, numerous effects and quite a bit of
‘destruction logic’ to pull off effectively.

HGM: From an artistic perspective, what
“little things” have had to be done to ensure

a cohesive experience that might not even be
noticed by the player?

The art staff went to great pains to include lots
of little details. Examples: When you shoot a
wall near an enemy, he will ‘cringe’ to cover his
face from the debris. When you shoot an enemy,
they will bleed at the exact location the bullet hit
them. When Tequila is shot, his face crunches up
in agony and you can actually see the wrinkles on
his brow animate. We have tiny subtle stuff like
Tequila’s boss, Inspector Lee is always a little bit
sweaty, and the Russians have bad dental hygiene.
There are tons of other little details and nods to
fans of both John Woo and Midway.

HGM: How have the resources of the next-gen
platforms helped fulfill the artistic vision for
Stranglehold?

Since this is Midway'’s first next-gen game,

when we began it wasn’t clear exactly how far
we could push the technology in service of the
artistic vision. We have really tried to maintain a
consistent high-quality visual style to the game,
even while providing a huge variety of unique
spaces to explore. We paid special attention to

the materials in the world, the motions of the
characters and the overall ‘look’ of the game so it
would be both beautiful and unique. Having the
additional horsepower over previous generations
really allowed all of the artists to push their
individual discipline in ways that are completely
new for our medium.

HGM: What key aspects of the game are you
most proud of?

How it really makes you feels like you are staring
in a John Woo Hong Kong Action movie. This was
only achieved by all the individual disciplines
working together to create this vision. We are
very proud of the look of the game. The artists did
an amazing job creating stunning environments
that players can completely destroy. We are

also very proud of the design of certain game-
play features like Auto tequila time, Massive

D, World interactions and the fact that pretty
much anyone can pick up the controller and
immediately start having fun. The programming
that went into making the game is also very
amazing. We are doing things with the Unreal
Engine that even Epic is surprised at and this
along with endlessly iterating on all the game play
features makes the game technically impressive
and fun to play. This was only possible because
all the different disciplines on the team, Art,
Design, Programming, Animation, Concept Art,
Cinematics, and Audio, where able to come
together to make such a fun gaming experience.
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NCAA 08

Publisher: EA Sports

Developer: EA Tiburon

Platforms: Xbox 360, PlayStation 3
Release Date: July 17, 2007

EXPERIENCE: Just like its older brother, EASports’s NCAA
football franchise has peen around for a really long time.
Experience is @ key attribute in any sport, and the team
pehind this year’s iteration of NCAA takes its game plan
from past Success while adding in some forward-looking
gameplay prospects. This franchise has always been

ing the collegiate football experience, and

about capturi
though the critically acclaimed Dynasty Mode has been

expanded to include things like High School scouting,
the real strength of this year’s NCAA game lies in its
personalization. This year’s game introduces your own
personal shrine to house your unlockable achievermnents
and trophies, showcase in-game photos, and even run
videos of your favorite school on the jumbotron.

ly, the team behind NCAA ‘08

focused on improving the gameplay. All-new animations,

quicker and deeper play calling, and a focus on using
o rally players enhances the already solid

squad leaders t
experience of years past. The enhancements made to
Dynasty Mode allow for a more streamlined process of

scouting, and help to further personalize the already
in-depth recruiting process. The additions to the core
gameplay don’t compare to Madden, but NCAA had more I ree Ll \

meat to begin with. The new features that do appear are £ A . iz 5 1 os. UND
solid, to say the tea=q ; play fea;t;rof Y7_\/\’5 footba\\ exper\men
GAMEBREAKER: With everything NCAA ‘08 has to offer,

most fans of college football will find it more than

adequate to their needs. The only question is whether or

not the game can actually do all of things the developers

promise. will it manage to push the promised 60 frames

per second? Will the branching animation technology, gang

tackling, and revamped Al truly impact the overall feel

of the game? The NCAA franchise has always managed to

encompass the qualities of college football, but will these

new improvements push the game that much further over

the top, or will the phrase “If it ain’t broke, don’t

fix it” come back to haunt the team at

EA Tiburon?

EXPECTATIONS: When it comes to
getting bang for your buck, NCAA ‘08
might still be the best value among this
year’s crop of football titles. With tons

of teams, insanely in-depth Dynasty and
Campus Legend Modes, and solid gameplay
poth online and off, the latest installment
of the popular franchise has a lot going for
it. As is the case every year, it will really
come down to how much gamers enjoy and
appreciate the nuances of the college game
compared to its NFL counterpart.

KEY ADDITIONS: Thankful

nds. AS (et
ull season agains
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Madden ‘08

Interview with David Ortiz

You’ve heard it all before... the promises, the hype, the expectations. DO: Well, | would say to them, you know, in some cases they’ve
It seems like every year around this time fans of football video been right. In some cases we haven’t done enough to make them
games get a playbook full of propaganda as they anxiously await completely happy [...] but I think we deliver a strong product
the next iteration of the Madden franchise. After getting hands-on every year. [...] We made huge jumps from ’06 to ’07 so | think
time with Madden NFL ‘08 on the Xbox 360, | think it’s safe to say that definitely warranted the purchase, but going from ’07 to '08
that we are finally seeing the first true next-generation title in the | think we’re delivering something incredible. So | guess the best
series. David Ortiz is the Project Lead on Madden NFL ‘08 for next- thing to say to them is ‘Hey, pick up the game and you won’t be
gen consoles and the leader of a development team that’s looking  disappointed this year’.

to go the distance. | chatted with Ortiz to shed some light on the
development of Madden <08 and here’s what he had to say.

-
!
,‘.

HGM: With the industry void of any competing NFL-licensed
games, what drives you to continually make a better product
HGM: Heading into the development of Madden NFL ‘08, what was year after year?

the single greatest goal f nd the team?
e single greatest goal for you d e e DO: | think what’s different about us than probably a lot of teams

DO: Well we wanted to get gameplay back to the point where  out there in the industry that make games is that we play the hell
there was no question whatsoever that it (Madden ‘08) was out of this thing. We play the game, this is the game that we have
undisputed as the best-playing Madden game ever. Going from to live with for the whole year so we don’t put stuff in there just
where we were last year, we thought we really made strides to for the fans, we put stuff in there because we want to play it and
make people say that without question next-gen is a really great if we don’t get it right we don’t get to play the game that way for
football playing experience. a whole year. [...] So | think that’s what drives us every year, the

HGM: The previous two editions of Madden’s next-gen installments fact that we want to play the ultimate football game-

have been more or less building blocks to fully deliver the franchise HGM: How big of a role did the return of 2K’s Football franchise
into the next level of gaming. Do you feel that has finally been play in your overall approach to Madden NFL ‘082

accomplished in 08 and if so, how? . .
: DO: Well we respect competition, you know, there was competition

there last year if you want to consider (Midway’s) Blitz, so there
is always competition out there within the football space. Right
now there’s not another NFL game, but we have a mutli-year plan
for what we want to do with the franchise and we continue to
bring in feedback from either new designers or recommendations
that come from the community and we’re always driving to make
the best game ever. [ ..] If fans feel like it’s an odd coincidence
and they feel like this is the best Madden ever while at the same
HGM: Over the past two editions of the franchise, what has been the time 2K shows back up, that’s fine, as long as we deliver the best
most popular request amongst fans of the series and how have you Madden ever.

addressed that request for this year’s version?

DO: Yeah, | think we finally have taken Madden to the next generation
of gameplay and at the same time continued to make it better every
year which is pretty much what this franchise is all about. [...] While
we think we’ve been doing good stuff the last couple of years, we
realized that we hadn’t reached everything that Madden gameplay
could be and that it needed to be on next-gen to really satisfy our
users, but | think for sure, we’re there now.

HGM: This year’s Madden uses EN's partners like ESPN in new and
DO: | think the biggest thing coming into this year’s version, believe creative ways to impact the gaming experience. What is your
it or not, wasn’t the gameplay because we had a lot of guys who ultimate dream scenario for using outside sources to impact a
were on next-gen and liked the way it played. [...] The biggest Madden player’s experience?
request that we got from people was to get Owner Mode back in the
game and we did that this time around.

DO: [...] I can’t really tip my hat to the things we’ve got in store,
the things to come, but | think more real time synching up of what’s
HGM: What do you feel the Player Weapons mechanic brings to the actually happening in the NFL during game day and the ability to
series that has been absent in the past? play along more with things as they are happening or even recreate » o sk ?

i i i A .‘ . - i - 'ia
DO: | think the biggest thing about the Player Weapons mechanic events and have that tie into some sort of greater community are "

that’s been absent is that it forces us to really say, okay, with our things that | think can help push the franchise forward. - FOR TRUE CRIME NYC TEXT KEYWORD

rating system, this guy is a little bit better than this guy, this guy is

a little bit faster than this guy, but [with the Weapons system], this s Y -
guy can do things that these other guys just can’t do and he can do " . . TO

T ——

i

i

FOR CALL OF DUTY® 3 TEXT KEYWORD:
it on a consistent basis because that’s what separates him. [...]1[The CAL L 3 TO 4 6 9 6 6* 1
rating system] has never quite been enough to really define those

players, and | think we’ve finally taken that step to really make sure _

that, you know, this guy is going to make a huge difference in your

line backing core [...] and it makes it worth the money and the time

you’ve spent to acquire him. i 2 3 : b : PLAY EM NOW IN 3 EASY STE PS'
HGM: Many pessimistic gamers think the changes made each year to i " i : .
Madden are too insignificant to warrant an annual purchase. What - ) Select
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Pandemonium is a mobile port of an old, yet
highly addictive PlayStation platformer. You get
to play as either Nikki or Fargus, members of an
acrobatic team trying to set the world right after
some careless spellcasting releases an evil beast.
The story definitely takes a backseat during the
game, but it’s so fun that story doesn’t really matter.

i B L

Pandemonium puts you through different worlds, and the frantic gameplay varies enough to keep it from
getting boring. The game plays like a typical platformer with lots of jumping from pillar to pillar and onto
baddies to get rid of them. Beyond the endless platforming, there are a couple of awesome huge boss fights.

Duke Nukem Arena 3D is a new version of the
previously released mobile first-person shooter known

simply as Duke Nukem 3D. Actually, it’s pretty much the . yoe R, ¥

same game with a few notable additions, specifically Nk a2 TEXAS
the ability to play against others online. \CugaLth snoPEdanne 88/ o L]

Arena’s three main modes are Single Player, Nukem H L D E M
Dead!, and Multiplayer. Single Player has four difficulties and is further divided into two
game versions: Mobile 3D is the original game and its 21 levels while Depth of Evil offers
ten entirely new levels to play. Nukem Dead! is a survivor mode where you play until
Duke dies, and every kill on your part is counted up to be uploaded to a leaderboard.

Multiplayer is exactly what you’d think, and allows up to
three players to take part in an online fragfest.

Of the two playable characters, Nikki is probably preferable because she has a double jump which, to say
the least, is a lifesaver. Fargus looks cooler, but his ability to perform a roll attack is practically useless. In a
couple of levels you even transform into creatures such as a frog and a rhino, each with their own abilities.

FOR WPT TEXAS HOLD ‘EM TEXT KEYWORD:

ACES 46966

The graphics for this game are some of the best seen yet on a mobile game. Pandemonium plays like a
2D game, but the camera pans around you constantly giving you different and fresh perspectives of the
action and successfully providing a pseudo-3D experience. The framerate suffers some slowdown from
time to time, and it sometimes causes a missed jump, but comparable mobile titles usually suffer more
severe slowdown issues.

There are eleven different worlds to play in, and each world has an average of four levels, so you
definitely get your money’s worth. If you’re hankering for a classic 2D sidescroller and are a fan of

platformers, there is definitely a lot here for you to like: frantic action, clever level design, variety of
gameplay, cool bosses, and great graphics.

The game is your typical FPS in terms of moving around
corridors and streets to waste bad guys looking to do the
same to you. Weapons are plentiful and so are enemies,
but you may find that the levels themselves are quite
short. On the easiest difficulty setting you can mow

Publisher: Eidos Mobile Genre: Platform FiNAL SCORE : through quickly but it’s a different story when you’re
Developer: SNK Playmore  Category: Action 4 playing in Nightmare.
Release Date: 12/31/2006 # of Players: 1 The trickiest part of all is getting used to the controls

because, quite frankly, the phone just sucks for this type
of game. First, you must get comfortable with the D-pad
only to figure out that you also need to use the keypad
to keep the gun aimed at the right height. As usual,
the phone only accepts one input at a time, so when
the chips are down and you need

oy to point and shoot, aiming eats up
valuable time (and can easily get
_" | you killed). You can strafe, but
{ -

FOR MONOPOLY TYCOON 2007 TEXT KEYWORD:

HOTEL 46966

do battle as one of the elite Peregrine Falcons. Instead, you command

Sgt. Allen O’Neill of the Rebellion Armed Forces, the outfit that
\ j _E'_ KT\ the Falcons are usually fighting against.
In a twist of fate, the always-invading aliens have turned on
their human allies and are now converting the Sergeant’s soldiers
("’( W C into zombies. The Sarge is now on a mission to save his own
r J = ,—,— troops. It’s a cool change of pace, but the game’s thirteen levels

of gunfights and boss battles remain very much Metal Slug.

[ The third Metal Slug mobile title has blasted its way onto wireless
y [ = handsets, but this time around things are a bit different. You no longer

if your weapon is pointed at the
ground, what’s the use?

The title does sport some pretty

good 3D visuals, however, and the i / E‘-. /

audio is also slick with meaty

.--.-1-.-.-.- F

The Sergeant makes his way through battlefields, on top of trains and through city streets, blasting away gunfire, explosions and - Mianno o>/

zombie soldiers and aliens with all sorts of weapons. Along the way, he rescues other soldiers and picks up M. Y other appropriate sound — .

items. The only difference now is that since it isn’t the Peregrine Falcons in action, there are no Slug vehicles to command. Some fans may e | m‘ '\ effects. Arena actually does a pretty good job for being
dis}ikg that choice, since vehicles are an intggral part of the series.’ You’ll find that in a mobile game like . 4 s li a true FPS on mobile, but too bad that the platform
this, it doesn’t really matter. The game is still full of humor and flying lead. - ’ jtself can’t do it justice. The controls slow the game

FOR DUCKSHOT TEXT KEYWORD:

DUCKY 46966

down and kill the fun. The game is good, but the
handset just isn’t up to snuff for it.

The controls feel a little weird, in that the best way to play the game is to use both hands. One uses
the keypad and the other the D-pad. This isn’t just for comfort, but jumping and shooting in different
directions just isn’t possible with one hand. It becomes more of an issue when needing to shoot at
enemies below you.

-

-y
¥
@ Publisher: Skyzone Entertainment Genre: Shooter
Developer: MachineWorks Northwest ~ Category: FPS
Release Date: 6/14/2007 # of Players: 1-3

Still, Metal Slug 3 is a fun romp even without the Slug vehicles. It’s nice to see the storyline changed up
a bit without destroying the franchise’s charm. It’s certainly the best Metal Slug on mobile to date, so
those who like shooters won’t be disappointed.

| e e S Publisher: I-Play Genre: Shooter
e — ) Developer: SNK Playmore  Category: Action
SLhsmn st T2 Release Date: 6/13/2007 # of Players: 1
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Hardcore Gamer is a registered trademark of DoubleJump Publishing, Inc.

We love to game. It’s a passion that
starts at the controller, but goes beyond.
Hardcore Gamer® is all about living the
gaming life and loving it. We want to
share with you the things that thrill our
hearts as gamers. Read, explore, and
voice your opinions! HardcoreGamer.
com is like a game itself, with a points
system that rewards you for having fun.
Be proud to be a gamer, and be heard
and published online and in print.

Like what you see? Earn 500 points
when you SUBSCRIBE to the magazine
and use those points to buy one of a kind
video game swag in our online store!
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" The Darkness. comes with a
multiplayer mode, as well, but it &
\ feels a little barebones. You get”
. a fistful of maps and some FPS-
“standard gametypes: DM, Team DM,
CTF, and Survivor. The twist comes .
in ithe gameplay: you play. ﬁﬁ-—
random hitman or cop, not Jackie.
You can, settings permitting, switch
back and forth between human an
Darkling, opening up the game é
new strategies. -

It feels a lot like the old Aliens vs

Predator series from PC, which was a
good game. It isn’t particularly deep,
as the main thrust of the game seems
to be the single player mode, but it is
fun with friends.

short out lights.

Light plays a big role in The Darkness. Jackie is a good
gunman in his own right, but sometimes he needs

?uéﬁﬂ\e‘r : @k Edh\e ”:DPV(‘(of;er; < fdrér - y that edge. The problem comes from the fact that the
EGAYE: F‘?S o, Cd e Y eewe | Darkness is allergic to light. It’ll fade your powers and
' { D / egory. I Nﬂje ,ti GVerYﬂ\inj : ’ - ? i \ evaporate your Darklings. Strategic light management
N€ledSesDate: ‘@V@@ 7 o (oW e i ’ a2 ' becomes very important as you progress through the
A C '?4# TSEE) game. Sometimes, it’s easier to kill the lights in a room

There have been surprisingly few quality comic book- and it’s made up of fairly and let your Darklings do your dirty work for you.

based video games. Sure, at least one has shown up on almost simple stereotypes (corrupt That’s not to say that Jackie’s hands stay clean.
every major system, but how many good ones have there been? Maybe two  cop, wicked gangster, childhood Attacking an enemy in close quarters treats you to an
per system at best, and that’s counting mediocre, but interesting, fare like  friend turned girlfriend, and so on), but execution kill. Jackie will, depending on his weapon and
The Death and Return of Superman and Iron Man/X.0. Manowar in Heavy the character work is very cool. You believe position, kil the enemy in a special, and bloody, way.
Metal. Good news, everybody: The Darkness is shockingly good. in the relationships that Jackie makes. When bad Close-range shotgun blasts, single rounds to the head,
things happen to the people he loves, such as in an assault on a certain and other special kills await.
house, you really feel it. The game makes it a point to portray Jackie in
such a way that his relationships define him. This is unlike most FPS titles
I’ve seen, where you get the main character, the main villain, and that’s
really about it. That’s not to say that those aren’t in The Darkness. The
game is, at least story-wise, about dismantling the operation of the man
You would think that that would be the crux of the story and the most who wronged you. The Darkness just makes that process just a little more
interesting bit, but it really isn’t. The Darkness is a story-driven FPS. It’s efficient... and monstrous. g system was a pretty great idea. It ; ;
a revenge story, a love story, and a redemption story. The cast isn’t large, 4 1 : : successfully mixes fast-paced first - pNiareiio play an FPS with gameplay this
The Darkness is some kind of demonic entity and you’ve person action with some genuinely creative and_exciting.The Darkness proves FPS

got almost the full range of its powers at your beck and moving emotional scenes. In the - can .do amazing things when.developt.ers stop
call. Summon a tendril to stealthily scout out areas from ] end, you wind up playing the game ripping off Halo and start coming up with their
a worm’s eye view. If you spot some baddies, you can not to see how many bad guys you

pop one of their hearts out and eat it with the press can kill with one clip, but to see

of a button. You can even summon a small bit of The what happens to Jackie and his

Darkness that immediately collapses in on itself, forming { ersatz family. Good show.

a black hole.
"y J Score: 4.5 of 5

You can manifest Darklings, which are essentially

imps, that fight on your side with a wisecrack

and a sadistic grin. There are four kinds; Gunner,

Kamikaze, Berserker, and Lightkiller, each of which

are customized for certain actions. Gunners are,

obviously, equipped with a particularly heavy rifle

that fires hundreds of rounds per minute. Kamikazes

can open up new pathways when they go out with

a bang. Berserkers are old school; they’ll just beat

you to death. Lightkillers come equipped with an

old electrical pack so that they can zap enemies and

The story is about as classic as it gets. Mob enforcer and hitman Jackie
Estacado turns 21, is betrayed by his boss, and dies, all in one night, but
that isn’t the end of the story. Jackie’s bloodline is cursed, or gifted, with
The Darkness. It’s a demonic entity that just loves man being unkind to
man. Does Jackie control it or does the Darkness control Jackie?

The Darkness is a pretty fun ride. It’s got an open
map system, allowing you to choose your own pace
to a certain extent, and integrating a (small) subway

2nd opinion by Lynxara « Altemnate Rating : 4.5 of 5
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Publisher : K2 Network Inc.
Developer : IMC Games
Release Date : 7/10/2007
Rating : Teen

Genre(s) : MMORPG
Category : Elizabethan-Era Fashion Show
# of players : MMO

I’ve followed the development of Sword of the New World for
a good while now. | got pretty sick of the Tolkienesque settings
of your Warcrafts and Everquests after a few short months, so
an MMO done in a Elizabethan style, or at least a loose facsimile
thereof, is cool by me. Lots of ruffles and flares and tight
clothes means very few dwarves and elves. The story is simple.
A new world has been discovered, Granado Espada, and it needs
exploring. Luckily, you and scads of other players are on-hand to
thoroughly explore and loot this new continent.

SotNW is one of the prettiest games | have played, hands-down. |
don’t mean that in the "Wow, look at all the polys being rendered on
that figure and the gigawatts used to calculate the blah blah blah.”
SotNW is pretty in the “This game is really fun to look at” sense.
The character models, male and female alike, are simultaneously
sexy and elegant. The characters are permanently posed and feature
impossibly coiffed hair, too.

The costuming is something else. It’s theoretically Elizabethan, I’'m
guessing, but at the same time, it’s modern. Showing off a third as
much skin as they do in this game would’ve likely gotten you thrown
into prison for perversion back in the day. What else can you get
when you mix high-collared jackets, blouses left half-unbuttoned,
and long pants? What about a traditional sailing outfit, the kind with
the enormous round shoulder pads, thigh-high go-go boots, and daisy
dukes? Toss a ripped-up mesh shirt into that mix, those poofy dresses
women wore in the Old West, and full suits of armor and you’ve got
one seriously eclectic mix of fashion. Yet, it all comes together to
make for a seriously visually interesting game.

The gameplay is interesting, too. Instead of controlling just one
character, you’ve got three player characters at any point in time.
These characters are part of your family and can be swapped out

ORZAL

cevvy \ \TTOTORSPORTI

Publisher : Microsoft Game Studios
Developer : Turn 10 Studios
Release Date : 5/30/2007

Rating : Everyone

Genre(s) : Racing
Category : Newbie-friendly Sim
# of players : 1-8

if need be. Your family can
feature up to 36 characters,
so you won’t ever be bored if
you put your mind to it. You
can even gain Unique Player Characters,
who are essentially playable special
guests. It’s easy to mix and match your
cast and tailor them to the task at hand.
It’s a little like playing a console RPG with
a sprawling cast.

Your three-person team functions in an
automatic combat sort of way. You control
one specific character, while the others
follow you and attack when needed. It’s
kind of like having your own party at

your beck and call whenever you like,
only these characters actually do their
job and don’t leave you hanging.

The gameplay in SotNW is very good, if a
little same-ish after a while. Regardless, the
quests, enemies, and general visual design
are a treat, and Sword of the New World
provides a fun alternative from elf-based
titles. It’s cheap to play per month, and
free in certain cases, so it couldn’t hurt

to try it out. It’s like candy for your eyes.

Rating : 4 of 5

How do you like your racing? Do you like it fast and furious,
so to speak, or a little more realistic? If you’re into the latter,
Forza Motorsport 2 is the game for you.

As far as sophomore titles go, Forza 2 is a worthy follow-up. The
suggested line feature, which tells you when you should brake and
accelerate, is back, in addition to the deep customization and
paint options. Forza 2 is just as realistic as the first game, but
what’s really shocking is its ease of use.

You see, Forza 2 is really, really good to new players. In a lot of
games, no matter the genre, you have to really work to get some
kind of reward; for instance, the super-hard Ninja Gaiden on Xbox
gave you the original game after you collected fifty scarabs. In
Forza 2, all you need to do to start getting cool cars is to win one
race. The benefits pop up immediately and often. You can go from
a hoopty to an S-Class car in twenty minutes if you play it smart.
You don’t finish a series and get nothing for it.

The suggested line is another great touch for new players,
especially when combined with the adjustable difficulty settings.
Turning on the settings that make the game easier reduce the
amount of money you get from races. However, as you
race more and get better, you can slowly disable
these settings and earn more and more dough.
Forza 2 lets you grow, rather than being stuck in
the trap of Easy, Medium, and Hard.

The car customization system is wonderfully
deep. You can have a ton of individual
layers and decals, resulting in some pretty
awesome custom paint jobs. Check out the
Blue Beetle paint job on the VW Beetle

in the screenshot below for an example.

2nd opinion by Roger Danish « Alternate Rating : 4 of 5

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

Thanks to XBL gamertag LLJK Revol for the use of his ride.

The racing is top-notch, of course, and the graphics are very
good, as well. Cars have realtime reflections and the car damage
is pretty accurate. The game moves along at a silky smooth
framerate, too. Driving toward the sun drops a pretty impressive
glow onto your car. All of the courses are immaculate, down to
the paint on the track at the Nurburgring in Germany.

Forza 2 has a very beautiful menu system, but also one that falls

a bit flat. The white backgrounds and style are very cool, but the
loading times between menus are fairly irritating. The game itself
takes a while to load, as well, which seems a little odd.

Overall though, Forza 2 is the total package. The ease with which
new players can get in and start racing high-powered cars is
wonderful in a sim game, and a nice olive branch to players more
inclined to Burnout.

Rating : 4.5 of 5

As 4th put it, Sword of the New World is a nice diversion from the
traditional fantasy-themed MMOs while being just as engrossing. We like!

It’s hard to imagine a racing game that’s better than Forza 2. It’s faultlessly fun and beautiful, both
solo and multiplayer. If you’re releasing a competing title later this year...

well, it sucks to be you.

T
i
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Publisher : Nintendo
Developer : Hudson Soft
Release Date : 5/29/2007
Rating : Everyone

Genre(s) : Party
Category : Plumber-infested
# of players : 4

Mario Party 8 represents a fresh start for an aging series.
Past games have always been about beating the snot

out of your controller, but this time the Wii Remote
offered developers the opportunity to
innovate. They did precisely that, but not
as much has changed as you might expect.

stars at stake. Each board brings a different
dynamic to the experience and keeps the
formula as fresh as possible. Rounds usually last
around a half-hour, but if they’re dragging and you
need to break for lunch, you can also save your game
and resume it later.

The franchise’s main attraction has always

been its minigames. The ones available here
differ in execution, not theme. Instead /<
of rotating the analog stick like mad, you -

might pump it up and down in the air or

hold it sideways like it’s an oar and you’re

paddling across a lake in a canoe. Many matches
ask you to point at the screen and fire. They
require quick timing the analog stick never
delivered and are perhaps the best example of a
style of play that wasn’t possible before. Though
not every selection makes innovative use of the Wii
Remote, even using it as an old-fashioned controller feels fine.

Unfortunately, there will be times when you want to
play the game but can’t rustle up some friends.
You might tell yourself that it’s worth trying
out the single-player game, since it’s required
anyway if you want to unlock more content.
When the urge strikes, though, resist it; the
game plays just fine without that extra stuff, and
you get to retain your sanity. The dedicated single-player
mode has always been the franchise’s Achilles heel and that’s
especially true here. Fortune smiles on your computer-controlled
opponents as you race them around the board in one-on-one
grudge matches, then stomps all over your turn. Worse, you seldom
even play the minigames. The single-player version of the party
mode is better and has selectable difficulty levels, but what’s the
fun in gloating to a static television screen?

Much was also made of the game’s ability to incorporate your

Miis for some personalized gaming, but that never quite gelled.
You can use them, sure, but only in unpolished games that feel like
an afterthought (as they probably were). Wii Sports did bowling
with more personality than you’ll see here, and the races make one

yearn for Rad Racer. . .
Even though the single-player modes are a wash, social gamers

should consider Mario Party 8 a worthy addition to their Wii
library and a great way to party with friends for hours at a time.
Don’t forget the popcorn!

Rating : 3.50f 5

At least the available boards are worthwhile. One lets you race to
the front of a train as opponents land on action spaces that shuffle
the cars around and wreak havoc on an orderly rush for the star in
the lead car. Another finds you investing in real estate and watching
archaic hotels blossom into fine tourist attractions, all with bonus

" - Dragoneer’s Aria is a comfortable game, designed to

. before. It’s not overly-similar to any particular

2nd opinion by James ¢ Alternate Rating : 3 of 5
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Publisher : NIS America Genre(s) : RPG
Developer : HitMaker & Nippon Ichi Category : Turn-Based
Release Date : 10/2007 # of players : 1-4
Rating : Everyone 10+

make you think of all the PS2 RPGs you’ve played

game, but honors the generic style of PS2
RPGs in almost every way except the nuts
and bolts of its combat system. There, -
Dragoneer’s Aria is more similar to HitMaker’s
previous Blade Dancer than anything else.

Dragoneer’s Aria is also far more difficult than your
average PS2 RPG. Encounters with the “common”
enemies who. wander the map in Dragoneer’s Aria take
on a complexity that most RPGs only reserve for boss
enc6(_]nters. Fighting bosses verges on difficulty rarely seen
outside the best Atlus RPGs.

Cha-racfers can use their own Dragon Skills, magic spells gained
by équipping items called Lusce, their personal Stance ability,

or simply guard throlgh attacks. Guarding demands you play a
timirig-based mini-game to see how much damage you take, while
your active skills consume mana. Instead of .a static mana point
system, Dragoneer’s Aria has players generate mana by using the
default “attack” command to damage monsters. Your default
attacks rarely do enough damage to chip strong enemies to death,

- 50 combat is about building up mana and using it to -p'z'fy for the

right skills or spells. Victory often hinges, MMO-like, on making

- sure you’ve crafted optimum equipment for the area. Recipes

for the best items are usually locked in chests that can only be

opened after you’ve crafted particular items or powered up the
right Lusce by using it in combat. You may also need to level up
before you can use a particular item.

" This challenge adds depth and satisfaction to the game when

the storyline doesn’t. It’s certainly not bad, and it’s
definitely more engaging than Blade Dancer’s barely-

extant plotline; the characters in particular are easy to like and
the script is well-localized. Dragoneer’s Aria is still a very 8-bit
tale, where bad guys are destroying the world because that’s
what they do, and your heroes are trying to save it because
that’s where all their friends live. The beautiful graphics, both
in and out of the cutscenes, encourage you to keep playing. The
designs are the work of Juno Jeong, art director of Lineage I,

The monster models are unusually detailed, and have
convincing, fluid animations that never grow tiresome.
The entire in-game world benefits from higher levels of
detail than most PSP games even attempt.

If there’s any level where Dragoneer’s Aria just doesn’t
work, it’s as a portable game. The beautiful
graphics demand long (if infrequent) load
times, and there’s no quicksave function to
let you put down the game in the middle of a
long battle. Like most PS2 RPGs, Dragoneer’s Aria
is paced for hours-long sessions of focused play,

so while there is a special multiplayer dungeon for
up to four players, called Dragoneer Mode, you’re
unlikely to ever find anyone to complete it with.
Dragoneer’s Aria is best enjoyed on the couch,
with your PSP securely plugged into the
wall outlet, and perhaps with a favorite
TV show on in the background.

Rating : 4 of 5

2nd opinion by Ashura e Alternate Rating : 4 of 5

My first Mario Party ever left me underwhelmed. Some of the minigames are fun but the board game that
frames the whole experience relies far too much on chance. There are better party games out there.

Dragoneer’s Aria is so RPG it hurts. It’s solid, it’s hard, and it somehow manages to look like a
PS2 game on the PSP. It just doesn’t have that one unique oomf that pushes it to the top.
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Publisher : XSEED Games Genre(s) : RPG
Developer : Global A Entertainment, Inc. Category : Action
Release Date : 6/19/2007 # of players : 1
Rating : Everyone 10+

If you’ve ever played an RPG and thought to yourself
that you could design better dungeons with a crayon,
XSEED Games has a suggestion. It’s a game called
Dungeon Maker: Hunting Ground. One might say
many things about the game, but chief among
them is that you were probably right.

Dungeon Maker provides the tools to prove your
claim, and even lets you send your creations to a friend
over wi-fi. Several available room types allow you to
construct your dream dungeon. The goal is to use

an assortment of elbows, ‘T’s, fountains, bedrooms
and chapels to lure the strongest monsters from the
realm, slay them and win the day. The better you do,
the tougher the beasts you’ll attract and the more
smoothly your game will go.

This simple concept goes a long way toward making
Dungeon Maker one of the most interesting RPGs
around. You don’t have to worry about crafting

a world map or populating your creation with inane
characters who talk about magical keys and a world in
peril. You simply construct.

Construction entails dropping yourself into a dungeon and running
until you hit a wall, then adding the feature that can turn your
developing abyss into something truly special. Monsters like you
to keep things interesting, so you can’t just make a lot of straight
corridors and expect results. After all, you’re rated on your
ingenuity, which in turn affects the quality of the population and
the items they leave behind when you slay them. You also must do
battle with the very creatures to whom you’ve extended a virtual
invitation.

e HD 2047 /2049
[ — T

MO 1217 /173668
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Radiant Mythology
W

Genre(s) : RPG

Category : Straight Outta
Fanfiction.Net, Yo

# of players : 1

Publisher : Namco Bandai
Developer : Namco Bandai
Release Date : 7/17/2007
Rating : Teen

That’s where Dungeon Maker’s chief flaw comes into play.
There simply isn’t as much variety as you might expect.
You’ll spend your first ten hours and quite possibly
longer fighting the same few skeletons, thieves,
goblins, bats, spectres and wolves. They’ll drop the
same goodies and you’ll take them back to the same
merchant to sell them for more pieces so you can
make your domain spread and attract more of the
same fiends. Even when you accept a quest from
a character back in town, it still means repeating
the same tasks. Thanks to a level progression system
that relies on items instead of combat, you can battle
hundreds of monsters and not grow any stronger than if
you defeated three or four. It’s all a little pointless if
you stop to think about it.

Fortunately, the construction concept lends Dungeon

Maker such an interesting hook and such an enjoyable
way to spend your time that you’ll likely forgive its
main flaw and appreciate everything else. Dungeon

Maker will have you hovering near a wall socket so

that you don’t have to stop playing when the
battery dies, and is one of the PSP’s most
engaging RPGs. Some reviewers may
focus on the game’s minor flaws and
allow them to ruin their personal
experience, but RPG fans should at
least take a close look before siding
with detractors. If there’s never a
sequel, I’ll cry.

Rating : 4.5 of 5

The game’s set up a lot like Final Fantasy X-2 in terms of
exploration: instead of traversing a world map, you pick your
destinations from a list, and explore dungeons from there. Said
dungeons tend to be repetitive, yet they’re still easy to get lost
in, with respawning enemies that you can avoid if you’re good
enough. There’s a class/job system in place that allows you to
use certain weapons and magic spells,
some lifted from earlier Tales games.
With this system, you can customize
yourself, and recruit generic people in
order to give your current party some
class variety while you wait for your
favorite character to think you’re cool
enough to take orders from you.

Enjoyment of Tales of the World depends almost entirely on
how big of a fan you are of the series. It’s also a testament to
the power of the human ego. In this installment, you create a
character that represents you: gender, name, a decent voice,
everything. Once you start the game, you’re thrust under the
World Tree, a source of power in the Tales universe. You're
told that you’re very special, having come from said World Tree
itself. You’re told that you’re the Chosen One(tm) with the
power to save the world.

By the time you’ve found all of this out, you’ve met Chester
and Arche from Phantasia, and Raine, Genis and Kratos from
Symphonia. All this before even getting your first bite to eat!
Why are they all here? How’d they all get here? Since when did
the Tales worlds become interconnected? Nobody knows, but
hey, look! It’s Tear from Abyss, and Senel from Legendia! | can’t
believe they remembered Legendia! No one liked it but me!

This hodgepodge of characters, fighting
systems and storylines actually stacks
up pretty well. Feel free to add a half-
point to my score if you’re a
big honking Tales fan. If you’re
not, this is still a pretty

solid choice for a PSP RPG,
especially given what the pool
for the genre on this system is
presently like. People who hate the
3D Tales battle systems should stay
away, but for everyone else, this is a
decent time.

Rating : 3.5 of 5

I’m sure you’ve called it by now, folks: Tales of the World is

a huge mega-crossover, consisting of most of the Tales games
characters thrust into a single world. Eventually, after some social
sim-esque ordeals, you’ll be able to recruit these cel-shaded
celebrities into your party for sheer coolness factor, with “you”
leading the charge. People who know what they’re getting into
here would do well to know that the power tiers and structure
of the previous Tales games has been thrown out of the window.
This would be because many of the characters in here are from
2D battle systems. Tales of the World places everyone into the
same Symphonia/Abyss-esque 3D battle system, for better (the
Symphonia and Abyss crowd, of course) or worse (most folks
from Eternia and Destiny, naturally—oddly enough, the Phantasia
people don’t really lose much in the transition).

2nd opinion by James o Alternate Rating : 4 of 5

2nd opinion by Wanderer o Alternate Rating : 2.5 of 5

DM is a bit repetitive, with simple combat and fiddly dungeon-editing menus, but the two forms of
gameplay support each other so that it doesn’t really matter. I’m addicted, and must play more!!!

Kingdom Hearts meets a boring MMO meets Tales, and the result is strictly for hardcore fans of
the series.

£
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Genre(s) : Online
Category : Street Basketball
# of players : 1-6

Publisher : Sierra
Developer : JC Entertainment
Release Date : 5/15/2007
Rating : Everyone

FreeStyle Street Basketball is a weird little game. In a way, it’s
just like every other MMO in that it’s built around a community
and customization of your character. On the other hand... it’s
a basketball game. It’s a curious mix, and not something we’ve
really seen so far in the States.

That’s not to say that it’s a bad idea, of course. FSB is a niche
title, but kind of a cool one. It’s definitely more casual gamer-
based than pretty much any ball game you could care to name.
Control is handled via the arrow keys and a handful of keys on
your left hand to control actions, shots, blocks, and camera
angles. A controller/gamepad option wasn’t evident, even after a
bit of poking around, but as you play, you unlock more key combos
for slick moves.

The gameplay feels a little slow compared to the fast-paced

ball games out now, which speaks to the casual angle. You won’t
get dominated right out of the gate. It’s easy to pick up and the
controls are simple enough that you can be good within a few
minutes. The learning curve isn’t steep at all, so it’s a pretty good
deal for new players.

The graphics are cel-shaded, while the menus
feature more anime-ish characters. Both are in
an interesting style, and while the game isn’t
quite the super hi-res monster you might expect
of a modern PC game, it gets the job done.
Again, FSB is really all about the customization.

That’s really what it’s best at. After creating
your character (and you’ve got male or female
options there), selecting a position (Guard,
Center, Forward), and picking out a set of
clothes, the customization begins. As you play

and win matches, you can spend dough on items or skills. Skills
make you a more effective player, obviously, but the
items are the golden part of the game.

You can use items to completely customize
your player’s appearance. If you want your
female baller to be a little more high class
than the others, hook her up with the latest
fashions. Is your baller missing something, but
you can’t quite figure out what? Try a couple
tattoos and see how he looks. With Ecko Untld,
G-Unit, Avirex, and Zoo York being affiliated with
the game, you’re pretty much guaranteed to
find something that looks good.

The free-to-play, pay-for-premiums model

is a cool one and an easy way to get people
interested. FreeStyle
Street Basketball is a
neat little package, and a
good change of pace from
the hyper-competitive
MMO fare you tend to
run into these days.

Rating : 3.5 of 5

Publisher : Agetec Inc
Developer : From Software
Release Date : 7/10/2007
Rating : Everyone

Genre(s) : Platformer
Category : Irritating
# of players : 1-4

Part of the fun of the DS is the way it can take
us back to an earlier age of gaming. Cookie

and Cream is no exception, but the way in which
it invokes its nostalgia is not a good one. Rather,
Cookie and Cream recalls the glory days of third-rate
shovelware platformers, complete with questionable
physics, generic landscapes, and unappealing mascot
wannabes. | didn’t like it.

You play as a pair of rabbits, named, | guess, "Cookie”
and “Cream.” There’s no intro whatsoever for the
game, so I’m going on faith that Cookie is the yellow
one with the flowerpot on its head, and Cream is the angry one

in the dress that shakes maracas. It doesn’t really matter; it’s

an arbitrary name scheme with no purpose other than to sound
cutesy and defame one of the best ice cream flavors with insidious
video game commercialism.

The central mode of the game is the “story” mode. You control
Cookie through a series of three-dimensional platforming stages
using the D-pad and buttons. Cookie needs to complete the course
within the time limit, but occasionally, he will come up upon
obstacles, such as viscious guard alligators, or walls too high for
him to jump over. At these points, Cream steps in, with his (her?)
crazy underground machine(?) to provide you with some kind of
touchscreen-related task to help you clear the path.

Depending on the roadblock, these tasks can involve anything
from using the stylus to pull a rope to blowing on the microphone
to inflate a balloon. The interconnectivity between the two modes

of play is kind of fun, but there’s not necessarily any obvious
logic telling you how these puzzles relate to the "real
world” of the platformer half. You just kind of take the
game’s word for it, things happen, and you proceed, |
guess, because the game says you can. Every couple of
stages, you fight a boss.

Basically, everything about this game, from the characters to
the stages to the minigames to the bonus material, is so dull,
generic, arbitrary, unintuitive, and unlikable that trying to
extract enjoyment from its stages becomes a herculean task.
The graphics are so muggy that it’s difficult to tell what you’re
looking at at times. The hit detection is poor. The game’s

fixed camera often leaves important objects hidden behind

bits of scenery, and turns long jumps {of which there are
many) into blind leaps of faith.

The game’s gimmick is an interesting one, and the rare puzzles
that require some brainpower and/or simultaneous action
between Cookie and Cream can feel rewarding. Had the premise
been used to its full potential, the game might have

been salvageable, but as it is, any memorable J—

elements are crushed under the horrible
weight of poor game design. Sundry
multiplayer modes are also available,
including a two-player co-op and a
battle mode, but like everything else
about the game, they just invoke the
phrase “why bother?” It’s hard to escape
the feeling that the developers were
thinking the same thing.

Rating : 2 of 5

2nd opinion by Wanderer o Alternate Rating : 4 of 5

2nd opinion by Racewing o Alternate Rating : 2.5 of 5

| preferred the early version. It wasn’t quite so self-consciously “urban.” Still, this is a good sports
game for people who don’t like sports games, i.e. me.

| can see the novel ideas going on here, but this game needs some serious extra time in the

oven. Also, an analog stick.
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Publiﬁher : Ubisoft Genre(s) : Shmup of Fighters
Developer : G.REV
Release Date : 5/24/2007

Rating : Teen ..

# of players : 1-2 + online

- Answer me this: if the heroic ships from games like R-Type and Gradius
decided to. fight each other, and not the oncoming hordes of Nazis and

- floating Easter Island heads they normally battle, what would happen?

. This question, my friends, is what Wartech: Senko no Ronde was

.. designed to answer. While the ships-in Senko no Ronde are more mecha-

;oriented than the two aforementioned games, SnR essentially smashes
together your classic anime-style shoot-’em-up with a 2D fighting game.
You have ships, lasers, a life bar, super gauges, special moves, and
everything else you’d see in both of those genres. They may have cuter,

. cleverer-sounding names in SnR, but believe me they’re all there.

" Instead of vertically or horizontally scrolling like a normal shooter, your
“ships-(ironically called Rounders) orbit around each other (see: irony) and
‘battle to the brightly colored, explodey death! Your ship is surrounded by
‘a pair of rings; the purpose of which is twofold. Firstly, and most simply,

-when segments of these rings are red, they indicate how much firepower a

specific weapon has left before it needs to reload. Secondly, and less simply,

“crossing your opponent’s rings changes your-attack type. Outside? You will use
‘projectite attacks, such as primary/secondary weapons, special attacks, and
‘whatnot. Primary and secondary are usually lasers or missiles, while special
- attacks tend to be specific button combinations that cause pretty bullet
: patterns instead of fancy karate moves. Now, inside? Your ship switches from
- projectile to melee attacks. These surprisingly powerful strikes are very much
-in the style of -Virtual On’s melee, and you can pull off different combinations
- by alternating presses of the primary and secondary weapon buttons.

“Your ship also has other abilities, like dashing, overdrive, and “vanish”
'm<:5des, but the coolest extra ability are the boss attacks. Whenever you
"trigger a boss attack, your ship literally transforms into one of those huge,
screen filling metal monstrosities that spews millions of geometrically
"patterned bullets like you see at the end of most shooter stages... unless
you played Gunbird 2, which ended with a dancing elephant with a trumpet
“for some reason. Your hitbox is pretty much the center mass of your craft,
“but unlike most shmups you have a power bar and one hit doesn’t kill you.
"Even’'more like a fighter, each ship plays in a completely different manner,

Category : Ignore the Crappy Boxart

and your skill in the game can get as nuanced, and in depth as you wantzit
to be. If you want a good place to start learning.the game, check my-bleg
at hgmblogs.com for links to dai jo bu’s-awesome beginners.guide and the
official.Japanese website.for a-move list. -

The modes offered are also thestandard fighting game repertoire (like single
player, trafinirg, gallery, etc.), though the standout feature is'battling™ *
onlirie through Live. You'tan play against your friends, or

pretty much anyone in the world. | primarily went up

against a Korean player, and the overseas lag isn’t as

bad as you might think. Just be warned: this game

came out in Japan eons ago, so you

may get completely obliterated by

little Japanese schoolgirl

ninja masters.

The only other thing to note is that the
story mode ends in a pretty straight
shoot-’em-up boss battle. This battle
revokes your melee and boss attacks,
and it may get a little frustrating if dodging
the bullet isn’t your thing. Personally, |
think removing melee in this stage isn’t
fair, but otherwise it’s an easy game to
pick up for newcomers. Despite this
single complaint, everything else

in the game is as awesome as the
concept. If you ever wanted to test
your bullet-dodging skills against
someone else, especially online,

this is the game!

Just be careful. Cuilan is a trap.
Rating: 4.5 of 5

2nd opinion by James ¢ Alternate Rating : 4 of 5

WarTech is a great game for those looking for a multiplayer online experience, but its limited single player leaves the
package feeling skimpy. It’s a unique experiment with a lot of depth for those willing to donate the time, though.

AN ¢ AN
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Publisher : Namco Bandai
Developer : Koei & Omega Force Category : Sci-Fi
Release Date : 8/28/2006 # of players : 1-2
Rating : Teen (Fantasy Violence, Mild Language)

Genre(s) : Beat-’"Em-Up

Dynasty Warriors Gundam is a far classier effort than your average
Gundam game, with better gameplay than the last few Dynasty
Warriors titles. It’s not quite as good as Samurai Warriors 2, but is
also a very different take on the Omega Force formula. Where Samurai

No music from the;original

anime appears in Dynasty Warriors

Gundam; instead, Koei did something a lot
cooler..The game uses an all-original selection

Warriors 2 was about battlefield strategy, Dynasty Warriors Gundam is
about surviving brawls with super-powerful elite units,

of fantastic battle.songs.designed to emulate the
music style of each seriges, so when you’re using

While the generic troop Al is no more aggressive or interesting than Turn. A you get to hear music that eyokes.a Yoko

usual, basically any unit piloted by a named character has the potential
to seriously mess you up. Replaying stages to hone your reflexes, refine
your strategy, level up your mecha and pilots, and gain new skills and
customization parts is absolutely essential. Every mobile suit and pilot in
the game has very different strengths and weaknesses, and you need to
learn them all. The strategies that win battles for Kamille in Zeta Gundam
aren’t going to apply to Amuro in the original Gundam RX-78 at all; they
may not even work for Judau Ashta in the Zeta Gundam.

Each Mobile Suit has a basic melee attack and a ranged attack. Combining
them yields a variety of powerful combos specific to that combination

of unit and pilot. When your SP gauge is full you can use a super move,

or you can team up with an elite ally unit (controlled either by the CPU
or a friend). You also need to make skillful use of the Guarding and

Boost abilities to avoid taking damage in fights with enemy elites. While
beating these elite units is very satisfying, it can also lead to some
frustrating gameplay. Gaining ground through most of an hour-long battle
just to get creamed at the very end isn’t fun.

License-wise, Dynasty Warriors Gundam includes characters and units
from the original Mobile Suit Gundam, Zeta Gundam, Gundam Wing, G
Gundam, and the as-yet-unreleased Gundam ZZ and Turn-A Gundam. For
once, Bandai has managed to localize a Gundam game right; the script is
excellent, and actually includes both English and Japanese voice options.
Both tracks reuse the original actors who played the characters on TV
whenever possible. So not only can you hear the classic Gundam seiyuu,
but fans who prefer their Gundam in English get a tantalizing taste of
what dubbed Turn-A or ZZ might be like.

Kanno score, and usmg Amuro in the old-school
Gundam gives you music with just a hint of
'70s disco., It’s a very. nice touch, as are the CG

cut-scenes that reward your progress. In Official
Mode, they recreate famous anime battles right

down to character dialogue. Original Mode is a

Kingdom Hearts-style fanservice megacrossover,
so its story is all about fantasy crossover battles
that occur as you pit Domon Kasshu, Heero Yuy, or

Loran Cehack against Koei’s original villain unit,
Musha Gundam.

| sat down with Dynasty Warriors Gundam
anticipating one of the

crappiest things ever to

crap. Koei’s Warriors line of

games tends toward relentless

mediocrity, while Namco Bandai’s various Gundam

action games are usually awful. Instead, | was
very pleasantly surprised.

This game wouldn’t make

a convert out of someone

who already hated

Gundam or Koei’s action

games, but for fans of

either it’s a real treat.

Rating: 3.5 of 5

2nd opinion by 4thletter  Alternate Rating : 3 of 5

This is the definition of a niche title. Fans of either series are going to dig it...

r

other

gamers, maybe not so much. It’s fun for a little while, but not really that great.

!
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When Dragon’s Lair appeared in arcades in
1983, it set a precedent for a new style of
arcade game that brought gamers in droves:
the "“interactive movie.” While those early
laserdisc games were billed as a movie that
you could play, the experience generally
turned into a memorization exercise where
the game simply used pre-recorded footage
as an interactive background. Cecropia, a
start-up company comprised of former Disney
animators, is single-handedly attempting both
to revive and redefine the interactive movie
genre with The Act.

The Act runs on a hard drive mounted in a
custom Linux PC. The cabinet itself is stylish,
sporting a 26” 1366x768 resolution LCD monitor
and a specialized internal daughterboard that
interfaces the PC with the coin-op hardware.
The Act’s unique controller is an innovative
optical sensor knob that could revolutionize
interactive movie gameplay.

In The Act, you play the role of Edgar, a shy
window washer that accidentally ends up having
to pretend to be a doctor. The player’s job is to
help Edgar keep up “the act” throughout the

HARDCORE GAMER MAGAZINE \VOLUME 3'ISSUE 2\ W00

game. By using the knob, the player directly
controls Edgar’s personality. Altering his
emotions and actions takes him through
eight different scenarios. There are two scenarios where the player will
use the knob to guide Edgar’s actions, but most decisions are focused on
manipulating someone’s feelings.

Cecropia developed the unique knob controls both to make its game
stand out, and to make sure the gameplay appeals to the widest
possible audience. Positions on the knob are mapped to different
behaviors and emotions, and also allow you to control the intensity of
each behavior or emotion. For example, if Edgar is presented with a
situation where he meets a beautiful woman, the player can use the
knob to determine whether he’s charmed or indifferent, and exactly
how intense his reaction is.

Manipulating Edgar’s type of emotion and its intensity triggers the
potential branches in the storyline. A “perfect” game takes an hour to
complete, but the branching storylines makes it possible for players
to clock over twenty hours on a given machine. There is no scoring or
other goal-oriented system in place, to further make the player feel
like they are playing an interactive movie.

Manufacturer: Cecropia
Developer: Cecropia
Genre: Interactive Movie
Release Date: Q3 2007
Players: 1

When asked about his decision to support coin-op as opposed to the
home console or PC market, Cecropia CEO Omar Khudari replied with
laughter. “That’s the question | always dread, but it’s fairly simple.
An arcade machine can reach people in the mainstream market that a
game console normally doesn’t touch. If you’re walking along
in a bar and you see the game, it may interest
you much more than if it were buried in the
game console aisle at the store, which is a
place certain people never visit.”

Release information isn’t yet available for

The Act, as Cecropia is working out the details
of manufacturing game cabinets. It has already
gone through successful location testing,
drawing crowds of interested players both
casual and hardcore. Hopefully many arcades
will pick up The Act, and players can experience
something a little more fulfilling than just
another racing clone.

For more information and news related to arcades,
visit Shaggy’s blog at ArcadeHeroes.com

THE/ACT. ARCADE:67
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Developer: NC Soft « Platform: PC
Genre: MMORPG « Category: Instanced « # of Players: Many
Price: Free / $ for perks + Get it at: www.dungeonrunners.com

Dungeon Runners is supposed to be NCSoft’s spoof
of high fantasy MMOs. In practice, this mostly means
silly names and wacky NPC voices. The gameplay is
straight-up Diablo Il with an online hub system lifted
from NCSoft’s Guild Wars. All items are generated
randomly, as are the instanced dungeons you can
enter by yourself or with a group of friends you meet
up with in hub areas. If you bring buddies, expect
a tougher dungeon. Play as one of three classes:
Fighter, Ranger, or Mage.

-

Y
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GAMES YOU CAN DOWNLORD AND PLEAY(ON)YOUR/CONSOLES ' AND COMPUTERING

You can . begin
playing the game
for free, but around
level 5 or so you’ll really start feeling like a second-
class citizen. Your major reward for finishing quests is
a type of currency called the King’s Coin, which you
trade in for ludicrously powerful equipment... that a
free subscriber can’t use. Your efforts quickly begin to
feel pointless after that.

Once you’re willing to pony up your five bucks a month,
though, Dungeon Runners becomes a surprisingly
addictive time-waster. There are plenty of silly quests to
pursue, and the wide variety of super-broken equipment
awards is enough to keep you clicking away at monsters
for hours. Right now, Dungeon Runners is strictly casual
PvE, but NCSoft is promising PvP and a host of other
additions (including a transition to a class-free, skill-
driven character system) in upcoming patches.

L
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Developer: Namco-Bandai « Platform: 360

Genre: Maze + Category: wakawakawaka

# nf_FI_élyers: 1+ Price: 800 points ($10.00)
" iget it at: Xbox Live Arcade

Toru IWatani, Pac-Man’s creator,
has retired from making video
games, but he didn’t go quietly.
He’s returned to his roots one last
time with Pac-Man Championship
Edition, and it’s the single best
thing Pac-Man has ever starred in.
It’s an all-new game with dozens
of new mazes, and a timed score-

run that’s
all about
managing
risk and
reward.
The longer Pac lives, the faster
he moves, and the more each dot
is worth. Clear out all pellets in
the left or right side of the screen
and a bonus item appears. Eating
it causes the empty half of the
maze to redraw itself in a new
configuration on the fly. It’s a
non-stop, high-speed score run
that’s a blast to play, and the
“just one more go” addiction sets
in fast and hard. Simply put, this
is required gaming.

.
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A god’s work is never done. Whether
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Developer: Quintet « Platform: Wi
Genre: God Sim « Category: Side-scroller
# of Players: 1 + Price: 800 points ($8.00)
Bet it at: Wi Virtual Console

it’s cleaning out dungeons, fighting
bosses, or tending to the endless

needs of his followers, resting on
the seventh day just isn’t going to
happen in ActRaiser. After waking
from a demon’s curse, the god of
the land discovers that the world
is overrun by monsters and nearly
devoid of human life, and fixing it
will require two completely different
styles of gameplay. Roughly one-
third of ActRaiser is spent running
through side-scrolling dungeons,
directly smiting evil with mighty
swings of the godly sword. The
other two-thirds involves clearing
land for the mortals, leading them
to clean out monster nests, and
swapping discoveries back and forth
between the various tribes to solve
whatever problem is bothering them
today. While it’s undeniably short,
ActRaiser’s dual nature makes it
one of the more interesting and fun
games from the SNES library.

IGORE: 10F S
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Developer: XBLA Intern Team « Platform: 360

Genre: Shooter + Category: Co-op
# of Players: 1-4 « Price: Free!
Get it at: Xbox Live Arcade

Just because a game has a single-
player mode doesn’t mean it should
be played alone. Aegis Wing, an XBLA
freebie designed last summer by
three Microsoft interns, is a perfect
example of this. The singleplayer
mode is weak, but the multiplayer
is a great bit of co-op fun. Up to
four players work together to clear
the stages, and their ships can

link together
to form a
mega-powered
dreadnought
that ups the
abilities of the special weapons
to a ridiculous degree. One player
steers, shooting straight ahead
like usual, while the other players
can shoot in a full 360-degree
arc. The larger the ship gets the
less maneuverable it is, though,
so intelligent use of the specials
becomes much more important for
the group’s survival. Despite being
a bit basic in its presentation, Aegis
Wing is a fun shooter for any group
that can work together.

|

PERSIN CLASSIC

L |

PRINCEOF.

Developer: Gameloft « Platform: 360
Genre: Adventure « Category: Jump'n Fight
# of Players: 1 « Price: 800 points ($10.00)

Get it at: Xbox Live Arcade

One hour isn’t a lot of time, but it’s
all the Prince has got to save the
Sultan’s daughter from Jaffar’s offer
of marriage or death. Starting out
in the palace’s deepest dungeon,
he’ll run, jump, and slash through
all the faithfully recreated levels
of the Apple Il classic. Prince of
Persia Classic is a gorgeous remake,
preserving everything from the
original game while adding a small
number of helpful tweaks to the
gameplay. Exploring the palace
while avoiding its many traps, such
as spikes, gaps, collapsing floors,
and razor-sharp chomping gates is
as fun as it ever was thanks to the

smooth controls and animations.
There’s a reason the Prince is still
popular almost twenty years later,
and this is it. Just remember to
turn off the newly-added guide
butterfly, unless you really like
having your hand held through
every step of a game.

“SCONE 4.5 0F 5
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Fist of the North Star comes with a really \f )

cool DVD with a bunch of stuff on it. Among y
them is a half-hour beginner’s guide to MAMIYA
playing the game, as well as advertisements

for the game itself and the new anime

that’s coming out soon! Just be warned, it’s

in Japanese, and you’ll need to be able to

play a Region 2 DVD.
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™ This intro is intoned in a voice so deep and manly, in fact, that below the now-empty bar, and the unfortunate combatant is
there was probably a Deep Voice Search and Apprehension  vulnerable to a Fatal KO. You get hit by a Fatal KO? Instant kill.
Committee formed by the Fist of the North Star Fighting Game Some people complain that this can give the winner of round
Committee to find a Japanese guy who could enunciate the game’s one too much of an advantage in the second, since the amount
lovingly-Engrish narration in a deep enough timber. Seriously, of stock left in this bar carries over to the next round. In reality,
the way the guy says Mistahr Haerrt ignites so many childhood - this is a game based on a series where one well placed hit can

¥ memories of other fighting games it’s unbelievable. This doesn’t blow a person’s entire head off, so could they really have done
auAa’ . even include the character portrait stuff that happens before the it any other way? Honestly, the way it’s handled in FOTNS is a big
# - =’ pre-fight intro, and if you decide to watch the demo matches in improvement over Guilty Gear, which allows instant kills pretty

the attract mode, the pre-fight gobbledegook is actually longer  much right off the bat. Here, you have to work for your instant

than the fights themselves. It’s that awesome, friends. kill, and if you mess up you lose pretty much all of your super bar

-~ ter . Playing FOTNS feels like they started with Guilty Gear XX and then s o;her resf?rr\:fs. fPerSOTauY’tLthiFélit ;r_)tices uptthe 9 At
honestly, they’re not. Sometimes it gives off a 4 e - stripped out half the speed and replaced the frantic combos with [TIONGLQNCLE, 2 LQ ONmLg LT a L DI INOISE oIl

Fist of the North Star

really weird W . QV ones based more on meaningful timing. After that eyisceration, Otherwise, it’s your pretty basic fighting game, including combos,

feel, meaning either the sprite E g i L the game is left with mostly the same button configuration (P, supers, boosts, cancels, and all that other stuff you expect.

FOTNS artists at Arc were lazy or they were really ¥ elec 2 AN HP, K, HK, as well as a new boost button), but the pace and ~ It’s the same with the modes of play, really; you get arcade,

going for the homage. You have to figure it’s the D oy T timing are a much different beast. F.OTNS will remlr!d youmore - versus, practice, and of course the game’s gimmick mode. The

latter, since right from the game’s intro it feels A P of ‘2'19 ?f Flghfél"'s ‘94 thar; X, ar!;jhn may :afii(eh?' bit of gett:?g gimrrr:ick modtfa {zlfoTNS is called History Ntolije, and essentially

i ifi i i \ - used to for people more in tune with current fighting games. It’s ou have to fulfill certain requirements (like connect certain

For thesthiree people WhoWERIL iR g Ef;cfxtjhffia%ilisfigsfzec:éxggf r;];agtfo g - ' really not as slow as people have made it out to be, however, Ao combinations) to complect]e each of the ‘Historic Moments.’

) follows the exploits of Kenshiro, the most badass martial artist to ever get e and the aforementioned dash button and its gauge help even i throush Lo = el sevaliioment. L BRI sl

his license in badassery. Kenshiro lives in a <ct:Italic-Mad Max<ct:>-esque post- I fact, the intro is one of the most glorious things created out the slightly sluggish feeling. Everything you ever wanted  boss as a player character... woo. There are only ten characters

apocalyptic world, but instead of being a driven-over-the-edge cop played by ~ by man. Eschewing the most-likely outsourced, heavily SR 4 to do with a FOTNS game you can do, too. You want to punch  on the roster, but the inclusion of all of the heavy hitters and

Mel Gibson, he punches things with his martial-artyness until they explode inan  produced animation fests you see in tons of other fighting ®0 > I ! someane a hundred times, in that special way only Kenshiro can?  some nice cameos makes it all worth it.

gratuitous bloody mess. Things happen, twists are revealed, characters come games nowadays, the intro to Fist of the North Star gives off ] . e . — ¥ & Hit them, and then have them instantly die after a countdown
and go, but it’s the over-the-top violence and epic man-to-man battles that a wonderfully classic SNK feel. Gigantic sprites with limited . © timer escalates to zero? Yes, friends, it happens. You can do it

has continued to draw people to the series for over twenty years. You'd think  animation slip’n slide all over the screen as Crystal King belts ' all. In fact, | did that last thing like forty times in a row in the y ’ FOTNS is very much for the

Sega-Sammy would’ve created a fighting game as soon as they got the refrains of ‘YOU WA SHOCK!’ in the background. Yes friends, they f - g = Practice Mode just because | could. Nor,a\ m 5 {jn ? fighting game veteran looking

license a few yeas ago, but for some reason they figured a bunch of pachinko actually used “ 11” from the original : . f : i) FOY 9. for 4 older "tael. M-l
games were more important. Some wild executive finally thought out of the anime from 1984. It doesn’t even sound remixed. s B oo : Speaking of instantly dying, that brings us to the Fatal KO. The

not you, look elsewhere.

iohti i : : Fatal KO is a big part of the game’s system, and moreover, how e . i :
o el S e b2 3 b SO G BBy Furthermore, the pre-fight intro to is one of the most 3 it’s balancedg'IPhere’sa aJ e of stars under each combatant’s  HOWever, there’s just something about this game that tickles
bloody wonderful 2D sprites! A 4 X . gaugt . f ithout
epic ever created. If you thought ‘Heaven or Hell... LET’S life meter called ‘The Seven Stars of Hokuto,’ and getting my memories of yore withou
The hi-res sprites in the game lovingly recreate the cast in all of their ~ ROCK!” wasn’t enough, then prepare your pants for the ! o hit by certain moves depletes this bar’s stock. Once this being tnckgd too much by a haze ‘
ultra-tall buffness. This being Arc System Works, you may expect that some of  outright epicness of ‘“THE TIME OF RETRIBUTION. - . Sl stock of stars is gone, a ‘Death Star’ (ha ha) appears O nostalgia. It’s good, just a
the animations won’t be as fully ‘tweened-out as the likes of Third Strike, and BATTLE ONE. DECIDE THE DESTINY!!!’ e,,—-. 2 - e different kind of good.
LR
St
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So, Odin Sphere. The kids seem to like it. | didn’t
particularly care for it. To me, Odin Sphere felt like
a mess of half-baked ideas thrown together with
little regard as to how well they worked together,
resulting in a frustrating experience that could only
be fully enjoyed by people who hate themselves.
After | played Princess Crown, however, all of Odin
Sphere’s failures started to make more sense.

Princess Crown was originally released in 1997 for
the Sega Saturn, a console packed to the brim with
fantastic Japanese newness that never basked in
the warm American sunshine. Several months back,
Atlus saw fit to port Princess Crown to the PSP in
anticipation of the upcoming release of its spiritual
successor, Odin Sphere.

Like Odin Sphere, Princess Crown features much more
action-oriented gameplay than its RPG-like exterior
initially suggests. You’ll talk to townsfolk, buy and use
items, and go on a fair share of fetch quests, but what
makes the experience unique is that random encounters
closely resemble a one-on-one fighting game, complete
with combination attacks and counters.

These battles are where Princess Crown truly has

the edge over Odin Sphere. Whereas combat in

Odin Sphere often felt like a series of out-of-control
jugglefests full of cheap, barely avoidable hits, Princess
Crown’s fights reward more strategic play, and feature
much more deliberate and sensible pacing than
Sphere’s. Button-mashing won’t get you far, as many
enemies require well-timed counterattacks and the
patience to wait for an opening to exploit. It’s a far cry
from Odin Sphere’s frantic multitasking, and it comes
off as being more fair, solid, and satisfying in practice.

Soon, you’ll begin to realize that almost all of Odin
Sphere’s more frustrating elements were simply
holdovers from Princess Crown that didn’t fit into the
context of Sphere’s inherently different gameplay
design. Princess Crown’s large sprites work

better because there’s never much happening
on-screen at any given time. Eating food during
battle is a gamble worth taking more often than

in Odin Sphere, since you’ll always know where
your opponent is, and there’s no risk of being hit

by an off-screen enemy that seemingly spawned
from nowhere. Princess Crown’s stamina meter
encourages you to use more strategy during battle,
rather than serving as an out-of-place annoyance, as
was the case in Odin Sphere.

Princess Crown isn’t a flawless experience. The
character movement feels stiff, the limited inventory
is annoying, and there’s a lot of long-winded dialogue
between action scenes — and while it lacks Odin
Sphere’s ambitious and innovative gameplay, it feels
like a much more complete and finished product. Odin
Sphere could have been something great if it had simply
built on Princess Crown’s solid gameplay foundation,
or if it had ditched Princess Crown’s more unwieldy
features in favor of more modern, workable solutions
in regards to combat and inventory management.

It’s unfortunate that Odin Sphere turned out to be a
disappointment on almost every level, but Princess
Crown remains a worthwhile experience regardless.

I+’¢ nat anina +a ha tra ~nA
1t S5 Ot g0inig U O Liaii L&l artyuninic S00n

« 't

s (if
ever), so if you enjoyed Odin Sphere, you should
import Princess Crown as soon as possible. Get
the Atlus Best Collection budget rerelease if you

can. It’s cheap!

HARDCORE GAMER NMAGAZINE VOLUME 3_ISSUE 2 W00

TV 759




g sta\’ts qUiCky

of the Acorn ve
Jouand the 3

hin
really fun t
vel takes place

sic flight st
th class! orget

AsER: 5
=pAGHETT! L Jr- oT =

u want to line
5 ”%a strafing run
0

| HARDCORE GAMER MAGAZINE VOLUME 3 ISSUE 2.WO0O

74 . GRAVEYARD) STARFIGHTER|

s S > AR

EARTHAQUARKE-ZAFE ISM-T THE SAME AS
COMCEMTRATED LAZER FIRE SAFE.

0 yle gaming, but a lot of fun
ve mastered the art of not oversteering

ONC O
. straight into the ground. Thankfully, level one is

fqtr,‘“{\ - a no-threat mission where you can fly around,
5 ‘1’{ : shoot up some buildings, and power up the
{ ship to your heart’s content.

Taking the starfighter from a tin can
armed with a BB gun to a fast and agile
death-dealin’ machine is going to require
some effort. Almost all buildings are
destructible, and they leave a few crystals
behind afterwards. Gathering crystals
powers up the ship, but they need to be
the right ones. Two red crystals powers
up the laser while two yellow ones
enhance the shield, just as the instruction
manual says, but
the rest are a
mystery. Figuring
out that you need,
in order, a purple,
light green, purple,
and light green
crystal for the beam
laser is why FAQs
were invented.

Once the starfighter
s = | has some muscle
behind it, the fun
really begins. As
entertaining as it is
to just fly around, take in the sights, and blast through narrow
gaps using full afterburner, there’s hordes of bad guys who won’t
be shooting themselves. Tanks, planes, missile launchers, laser
emplacements, enemy motherships that launch fighters, and
even satellites in orbit all need a strong application of firepower,
and they aren’t shy about throwing it back. Most levels are of
the “seek and destroy” variety, with only a tiny bit of escorting
now and then.

L TRE § trﬂ‘_-“!

THAT-= MOT GOING TO DO MHICE
THIMGS TO THE FRICE OF GAZE.

Even when

the shields are
powered up to full,
combat won’t be
easy. The shields
recharge at a
decent rate, but
each hit knocks
the starfighter off
course a little. If

THE ELUE AMGELE...

n a series of laser OF THE FUTURE!

=
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IM-AIF DOCHIMG: MORE FUM FOR THE
FIGHTEFR THAM THE MOTHERESHIF.

CAMCEL OFIE & AMTHOMY,
WILL ¥ouU? TAKE THAT!

turrets, you’ll have to compensate for the constant
stream of fire and SAMs that’s sure to be coming your
way. Enemy fire is fast and accurate, and
wading into it is just begging to get shot
down... or sent screaming off-course by
an especially unlucky shot. Of course,
you can just unload missiles at
enemy targets, but real strategy
in Starfighter lies in using
terrain and buildings to cut
off enemy lines of fire.
Wingmen are available
to help you in
some levels, and
they can be very
effective even
when left to their own devices.

While Starfighter fared pretty well on the

3DO0, it all fell apart when ported to more f
powerful machines. The Saturn, PSOne,

and PC ports introduced a huge wall of fog

to hide the draw-in. The fog wall was actually
much closer to you than the actual end of the draw
distance, and gave the

game an unpleasantly @ S TUDI D 38
claustrophobic feel. It :

also gave the game a |
dreary, gloomy look,

taking away from the fun
of destroying things. It’s
amazing how one simple

change can suck all the
joy from a game.

Starfighter was one of
the best reasons to buy
a 3DO after the system’s
first few price drops.

3D was still trying to
come into its own and
Starfighter did a great
job of showing why we
should care. It combined
arcade shooting with
just a touch of sim,
giving it enough depth
to hold up over the
years. A modern remake,
now that game systems
have the horsepower to
match Starfighter’s great
gameplay, is something
I’d love to see.




In today’s political climate we are all too.often reminded that freedom isn’t free, the

implication being that there’s a price to'be paid for our independence — whether it’s in
labor or cash. The same can be said for the current state of the video game industry.

The Gamecock has
something to say to
the masses!

Having true creative freedom in a marketplace dominated by genre copycats and sequels

is a risky proposition to say the least. Achieving and/or maintaining independence is a
constant battle where you have to make hard decisions‘that could permanently alter
not only your life, but the lives of everyone you work with. It’s easy to see why many
developers choose to be bought. Not having to stay awake at night worrying if your next
game will sell enough copies to keep you employed and happy is certainly a big perk.

As 19th century humorist H.L. Mencken wrote, “The average man does not want to be free.
He simply wants to be safe.”

What’s funny, though, is that ultimately it’s not publishers who decide what types of games
are being released, it’s you. You’re the one who'’s putting your hard-earned cash on the line
to play video games, and every dollar you spend is an economic vote for what direction this
industry is taking.

If you don’t like what you see on the shelves, it’s time for you to cast your votes for what you
want. But how exactly do you do that? Here’s the best ways to use your power to keep this
industry from treading farther down the recycled rehash path that it’s currently on.

Buy Good Games - This one’s obvious, but it still bears saying. If you don’t buy games from
developers doing quality.work, then they go out of business. Take Clover Studios and its swan song
masterpiece, Okami, as the perfect example. You can talk, hypothesize; and advocate for a game
all you like, but until you plunk down the cash to buy it, the guys that made it receive no reward for
their sweat and tears.

Know Your Developers - If a developer’s last three.games have been amazing, then chances are their
fourth will be equally fantastic. A lot of publishers are fans of keeping you in the dark regarding who
actually did all the hard work to create the masterpiece you’re experiencing, so if you really liked a
game, dig through the manual or check online to see who’s behind it. Be sure to take a gander at the
games they’ve made in the past, and see what they’ve got coming down the pipeline.

Take a Chance - Even the biggest first-person shooter fan in the world will play a game in another
genre once in a while. By the same token, no matter how diverse your gaming tastessmay be, there’s
probably been some point where something about a new title has interested you, but ultimately you
decided to pass. In today’s super sharing world, this is crazy. Rent the game. Borrow it from a friend.
Find someone online who’s played it and see what they thought. The only excuse for not at least
checking out a game that piques your interest.is that you already have 100 others you haven’t looked
at piled next to your television.

Tell a Friend - If you’ve played something that was unexpectedly mind-blowing, then you need to let
everyone know about it. This sounds easy in practice, but I’'m sure there’s plenty out there that are
still keeping their love for Hello Kitty: Happy Party Pals a very tightly held secret. If you think a game
is cool, then it is cool, and it’s up to you to show others why.

Don’t Steal - There’s always been software piracy in video games, but there’s certainly
a concern that in the future gaming could see a level of “sharing” equal to the music
industry. Unlike bands, developers don’t have alternate sources of income such as
touring, so if everyone starts to play for free, video'games will have to radically change
to continue on... and it’s doubtful any of us will like these changes.

Tell the Developer - A quick search on any message board about any game will
reveal the universal truth that it’s easier to criticize than praise. Anyone in the
game business has countless stories about all the amazingly rude experiences
they’ve suffered through, but ask them for a heartwarming story from a fan and
they’ll have, if they’re lucky, one or two. If you’ve really enjoyed a game, send the
people who made it a nice email to let them know how much you liked it and why. |
guarantee you, these kind words will drive people to work harder to deliver a great
gaming experience than a pile of cash ever could.

So now that you know what it takes, do you want to be free or safe? Before you answer,
let me throw another quote at you, this time from Benjamin Franklin. “They who would
give up an essential liberty for temporary security, deserve neither liberty or security.”

GAMECOCK
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It’s time for all of us to get to work. We’re just sayin’...
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Dear HardCore Gamer,

I, the exquisite Etoile Rosenqueen have reserved this space to bring your attention to the many superior
products | am bringing to the RosenQueen Company, just in time for summer!

Firstly, | present to you our wonderfully delightful Kimono Covers for the DS Lite. These

highly-crafted, beautiful covers are the only covers elegant enough to grace my DS Lite.

And when combined with the wildly adorable Bling-a-ling Jewelry Seals, you can »
express your inner Miss Marl Kingdom, and compete against your friends! i

We'll also give you a new choice in Prinny Plushies. You know, she’s not in my

league, but Big Sis is as cute as Prinnies come. And, you

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

For those of you who have been anxiously waiting for
an RTS-style game to grace your PS2s, we proudly
present GrimGrimoire™. You can follow the story of Lillet
Blan as she attends a famous magic academy. She’s not as
interesting as me, but then again, I'm rich!

And finally, we present to you the Disc Case 8P for the PSP. With its
8 UMD capacity, it's perfect for keeping your collection with you
on the go!

b With all the excitement coming this summer, stock up
B\ on all of your gaming and accessory needs! | wish
you all a happy and healthy summer, and try to

get out a little.

Powered by Merchant Monkeys
www.RosenQueen.com IS

© 2007 RosenQueen. All Rights Reserved.
© 2007 NIS America, Inc. All Rights Reserved.
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Persona™ 3

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

Rogue Galaxy™

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

e Complete maps of every planet

» Every weapon identified

o Lists of every enemy’s stats

o Every secret revealed

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

e Crush every opponent

« Find every secret

e Collect every demon

Beat them at their own game, in
their own world.
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Disgaea™2:

Cursed Memories

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

Castlevania®: Dawn

of Sorrow™

Set one year after the events

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

Disgaea: Hour of
Darkness™

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

www.DoubleJumpGuides:.com,

Rogue Galaxy is a trademark of Sony Computer Entertainment Inc. Created and developed by
Level 5. © 2006 Sony Computer Entertainment Inc. SMT, Shin Megami Tensei, Persona and
Devil Summoner are trademarks or registered trademarks of Atlus USA. Disgaea ©NIPPON
ICHI SOFTWARE INC. ©NIS America, Inc. Castlevania: Dawn of Sorrow © 1986-2005
KONAMI. “KONAMI” and “CASTLEVANIA" are registered trademarks of KONAMI CORPORATION.
“CASTLEVANIA Dawn of Sorrow” is a trademark of KONAMI CORPORATION. DoubleJump and
Monster Size are trademarks or registered trademarks of DoubleJump Publishing, Inc.
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Support us and our affilliates
with your patronage.

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

WorthPlaying

WW,PrimaGames,com www.duelinganalogs.com

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

HonestGamers.com | The Entertainment Depot

WW.GoodDealGames:com

Title : It's a Super Paper Sardius!
Artist : Beckey

Age : 24

Location : Austin, Tx

GameSegment!

Cheat Sheets for Gamers

EOTMNEXT

:MeltyBread:com www.Got-Nexticom

it VNS | @LICISL
CANMING 10U & wmaacos oummn w000

www.Iay-Asa.com g101%classicgaming:gamespy.com

Title : Naruto Rocks!
Artist : John Yoo Title : Princess Lana Captain N
Age : Undisclosed Artist : Douglas De Guzman
Location : Fountain Valley, CA Age : 24

Location : Las Vegas, NV

.defunctgames:com

voun SITE GRMECRITICS.COM
H ERE smart reviews for serlous gamers

affiliates@hardcoregamer.co

@ RdrenalineGamingZonc

YOUR SITE

YOUR SITE
Random Ny | YOUR S

\ | Title : Untitled affiliates@hardcoregamer.com affiliates@hardcoregamer.co
: - ] Artist : Adrian Gutierrez

Title : MICUCEH3 Age : 34 _ - i -

Artist : Adam Gripp Location : Lubbock, TX Want your logo here? Join the Hardcore Gamer Magazine affiliation program today! It’s simplel All

Age : Undisclosed
Location : Undisclosed

you have to do is host the online version of Hardcore Gamer Magazine on your web site and you're

in. It's that easy! Send an email to affiliates@hardcoregamer.com to sign up today.
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THE MOST REALISTIC MILITARY SIMULATION AVAILABLE!

MATURE 17+ Pc DOWNLOAD NOW AT ATARI.CONI/ARNMA

Blood
“ S!:]oong Language

Violence n“n-nn“ POWERED BY Bohemia
ESRB CONTENT RATING_ www.estborg | FTFITIH Spy (;’-nteractive

ArmA: Combat Operations © 2007 Bohemia Interactive a.s. All rights reserved. “Virtual Battlespace” and “ArmA: Combat Operations” are trademarks of Bohemia Interactive a.s. Developed by Bohemia Interactive a.s. Published and
marketed by Atari, Inc., New York, NY. The ATARI word mark and logo are registered trademarks owned by Atari Interactive, Inc. The product contains software technology licensed from GameSpy industries, Inc. © 1999-2007. GameSpy
Industries, inc. GameSpy and the “Powered by GameSpy” design are trademarks of GameSpy Industries, Inc. All rights reserved. The ESRB rating icons are registered trademarks of the Entertainment Software Association. Software
platform logo ((tm) and (c)) IEMA 2007. All other trademarks are the property of their respective owners. Operation Flashpoint is the trademark of the Codemasters Software Company Limited (“Codemasters”). The game “Operation
Flashpoint” was developed by Bohemia Interactive Studio and published by Codemasters. ARMA: Combat Operations was developed by Bohemia Interactive a.s. and is published by Atari, Inc. Neither Bohemia nor Atari, Inc. are affiliated
with, authorized by or related to Codemasters.

AWESOME!!

ATARI
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STl veal-time battle system allows you to attack
fram anywhere on the battlefield.

[iustomize your character in a variety
~ of ways and wirelessly exchange

Haﬂpuns and armor with your friends
while on the go!

Enlist help from Luke and Tear from “Tales of the Abyss™
and other characters from previous Tales games.

“.THE MOST IMPRESSIVE,
ACTION-PACKED RPG ON THE
SYSTEM. ITS A COLORFUL,
VIBRANT GAME, AND JUST BEGS
TO BE PICKED UP AND PLAYED."

THE LAND OF TERRESIA NEEDS A HERO. PsM

L
WHO WILL BE THE WORLD'S LAST HOPE
IN A DARK BATTLE FOR SURVIVAL?
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SUBSCRIBE;TO/HARDCORE|(GAMER!|

We love games. In fact, we were going to call the magazine “We
really like games allot, monthly,” but that was kinda dumb. Plus,
it's supposed to be “a lot,” not allot. Anyway, if you love games
like us, then you should subscribe and get this thing stuffed into
your mailbox every so often. You can fill out this card and drop it
in a mailbox and we’'ll start sending your issues and bill you later
or just get on the horn and order at 800-478-1132. You could
also do it online at www.sub2hgm.com.
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