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REPORT

SW REPORT
A (very)  belated Happy Hal loween to  a l l  the 
System Warr iors  out  there,  bravely  carry ing on 
the good f ight  in  the trenches of  our  beloved 
forum.  This  October  issue marks  the th ird  an-
niversary  for  System Wars  Monthly,  and we 
couldn’t  be prouder.  Think of  i t ,  System Wars: 
Three years  of  our  qual i ty  humor,  ins ightful 
rev iews,  and blatant  Halo  b ias!  How in  the 
world  d id  you ever  get  a long without  us?  As  the 
magazine grows,  so  too grow the ambit ions  of 
i ts  staff,  and we are s lav ing away in  the System 
Wars  Monthly  Work Dome TM to  make i t  the best 
community  dr iven magazine out  there.  I  can’t 
exact ly  ta lk  about  a l l  of  the exc i t ing  ideas  we 
have in  the works  ( i t ’s  very  hush-hush,  you 
know),  but  as  the cover  of  th is  i ssue states ,  “No 
guts ,  no g lory.”  We’re  going b ig ,  guys,  so  strap 
yourselves  in .

Whi le  October  has  been a  wonderful  month for 
a l l  of  us  at  SWM and hopeful ly  for  a l l  of  you at 
home,  i t  wasn’t  so  great  for  System Wars.  Cows 
had i t  the worst .  Gran Tur ismo 5 was delayed 
yet  again,  and the odds that  Duke Nukem Forev-
er  wi l l  be re leased before i t  grow ever  stronger. 
But  I  suppose i t ’s  better  to  have no big  re leases 
than have f lops,  amir i te?  And there were no 
shortage of  F lops  th is  October.  GameSpot ’s 
rev iewers  brought  down the hammer,  dashing 
the hopes of  games l ike  Star  Wars:  The Force 
Unleashed I I ,  Cast levania:  Lords  of  Shadow, 
Medal  of  Honor,  Sonic  the Hedgehog 4,  and 
Fal lout:  New Vegas,  the lattermost  result ing  in 
an event  in  which underwear  was adorned on 
heads and good t imes were had by a l l .  Wel l , 
except  for  the guys  with  the underwear  on their 
heads,  anyway.  Truly,  th is  month was F loptober. 
The biggest  f lop however,  was  reserved for  the 
Lemmings.

Poor  Lems.  They just  can’t  win with  the Fable 
ser ies .  They thought  they ’d  learned their  les -
son:  Never  hype Fable  AAAE.  Just  don’t  do i t . 
I t ’s  bad,  and i t  only  results  in  ownage.  So they 
p layed i t  safe,  hyped i t  AAE.  But  even then,  i t 
was  not  to  be.  Fable  I I I :  7 .5 ,  AE on GameSpot. 
FLOP.  St i l l  a  good game,  certa in ly,  but  who has 
t ime to  p lay  THOSE? But  hey,  K inect  was on 
Oprah,  and that ’s  a l l  that  matters  in  the real 
wor ld.  The only  downside of  K inect ’s  impend-
ing ,  soccer  Mom dr iven dominat ion is  that  the 
new Xbox Dashboard makes otherwise sane 
men want  to  k i l l  puppies .  Lucki ly,  two games 
came out  of  nowhere and gave everyone some-
thing to  p lay  in  th is  sea of  mediocr i ty :  Super 
Meat  Boy and Vanquish.  Wel l ,  everybody except 
Sheep that  i s .  But  hey,  you scored a  minor 
v ictory  with  The Force Unleashed I I .  Hang in 
there,  guys.  I  hear  the new GoldenEye looks 
pretty  s ick .

Wel l ,  that ’s  i t  for  the System Wars  report ,  guys. 
Stay  c lassy,  and unt i l  next  t ime,  a lways  remem-
ber  that  your  graphics  thread wi l l  be the one 
that  makes the d i fference. Dark l ink77

FAIL

7.5

Just waitTM
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FEATURE

ARE VIDEO GAMES ART?
There is no such thing as art. A bold statement to begin with, I’m 

sure, but hear me out, and I’m sure you’ll agree with what I have 
to say- or at the very least, with the essence of my arguments.

Before we proceed, I believe we must define exactly what we can 
construe to be art. This is a difficult task, as one cannot have a specific 
definition- that would be missing the point-, and anything too broad 
would be useless for our purposes. We must therefore turn to Wiki-
pedia, which defines art as anything that resonates with a person, and 
elicits a conscious or subconscious emotional response from him or 
her. This, then, means that the object in question- this object that is 
evoking a passionate response from its audience- has to communicate 
with a person beyond the superfluous, sensory level, and be able to 
bypass the conscious and rational parts of the thinking process, which 
would probably interpret the work too literally, analyze it by breaking 
it down into its constituent components, and thus destroy its cohesive 
beauty. In other words, a ‘work of art’ should be able to reach out 
directly to our inner, emotional being, and be able to evoke some kind 
of reaction there.

The above definition- elegant in its particulars and broad enough that 
it can be applied across a wide range of objects- seems to adequately 
cover all the fundamentals of what would ordinarily be understood 
to be a work of art. It also enables me to return to my opening state-
ment, and prove its validity. You see, it follows from the above defini-
tion that if art is defined only by qualitative emotional responses, and 
not as a set of tangible, quantifiable parameters, then it exists on no 
level but that of the subconscious. That is, art is very clearly an illu  
sion, a construct of our own mind, a figment of our imagination that 
exists only as intangible emotional responses that exist nowhere but 
in our minds. Art exists only for the specific person who believes it to 
be art. There is nothing in the world that can be universally appealing, 
nothing that can appeal to the aesthetics or tastes of everybody.

That in turn raises another pressing question: if there is no 
such thing as ‘universal art,’ then why are there famous 
works like Leonardo da Vinci’s Mona Lisa, or Michelan-
gelo’s stunning Sistine Chapel, which are widely held to be 
‘works of art?’ Surely this defies my earlier assertion that 
there can be nothing that universally appeals to every-
body, and hence, nothing such as ‘tangible’ art?

Hardly. While I would agree that paintings such as the 
Mona Lisa, frescoes such as Creation of Adam, architec-
ture such as the Sistine Chapel, music such as The Dark 
Side of the Moon, and movies such as 2001: A Space 
Odyssey are largely considered to be the pinnacles of their 
respective mediums, I would also like to point out that not 
one of them is universally appealing. You will find detrac-
tors of Michelangelo’s styIe of architecture. There are 
many who find the Mona Lisa distasteful. The Dark Side of 
the Moon is considered simply too ‘emo’ by many today. 
The modern generation (and dare I say, some guys from 
the older ones as well) finds 2001 to have a plodding pace.

Clearly, then, it is impossible for any single work to achieve the 
status of universal art. Since art does not really exist, per se, we 
are forced to work with a working definition, a compromise- 
something that fulfills the particulars of the above definition with 
a good majority of its audience can be labeled as ‘art,’ since it is 
as close to universal art as we will ever get. However, we have 
widely acknowledged works of ‘art’ in every medium of storytell-
ing and every outlet for human creativity. Rarely would one actu-
ally see, or even consider, the possibility of an entire medium of 
storytelling to achieve such a status simply dismissed, without 
giving it as much as a second thought.

I am talking, of course, about video games. In the past twenty 
five years, which have seen video games rise meteorically from 
poorly programmed 8 bit pixel based screens to being immersive, 
persistent worlds, with well-developed back stories and distinctly 
defined characters, storytelling in video games has come a long 
way. What earlier used to be a simple affair of grabbing the 
controller, and saving the kidnaped princess has now become 
a sprawling, elaborate plot, involving betrayals and shifting 
alliances, characters that all seem to have some kind of ulterior 
motives, and some morally dubious choices to be made and lush 
scenery to be traversed, which requires a lot of monetary, time-
based and emotional investment from the player.
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from its audience. Fair enough, but this definition merits the ques-
tion: what kind of emotional response are we looking at here? If it’s 
a simple, basic emotion like aesthetic pleasure derived from seeing a 
particularly pleasing painting, or excitement generated by a momen-
tous event in a movie, then again, we would be forced to categorize 
almost everything as art. We are therefore forced to narrow down 
our definition just a little- something that elicits a complex emotional 
response from its audience is what we may cIassify as a work of art. 
What can be defined as a complex emotional response? Why, anything 
that might make the audience think. You see, your excitement upon a 
twist in a movie is short lived, generally limited to that particular scene 
alone. However, a movie that forces you to stop and think, and con-
sider what just happened, or what the movie is trying to say, is clearly a 
movie that is ‘art.’ Similar definitions can be constructed for paintings, 
music, books, sculpture and architecture as well.

This new definition works well with video games. I mean, no doubt 
we’ll be immensely excited when we find out that our brother, who 
was supposed to have died in the first level, was in act only feigning his 
death, and has been helping us all along, and we’ll maybe more than 
overjoyed and extremely pleased once we complete a sixty hour long 
game, but none of those emotional responses will truly stick with us. 
They’re just temporary, fleeting, they make no visible impact.

This allows us to exclude just about every video game ever created 
from the ‘art’ category. Video gaming, as a medium, is still in its in-
fancy, and while the remarkably swift evolution of storytelling in games 
has to be lauded, it still has a long way to go. Very few games truly exist 
that really touch us on any level, and there are almost none that stick 
with us the way our contemplations about whether the world is real 
that followed our first viewing of The Matrix does. Of course, ‘very few’ 
and ‘almost none’ does not imply there being not a single one. And 
indeed, there are some exceptions to the generalization that, while 
not evolved enough themselves yet, prove that video games do indeed 
have the potential to be cIassified as art one day.

Let’s have a look at a game called Shadow of the Colossus. Without giv-
ing away much, I’d like to explain what the game is about. Essentially, it 
is the story of one man, who has entered a ‘forbidden land-’ we don’t 
really know where this land is, and why it’s forbidden- to reach out to 
some supernatural entity who can restore the dead. The man has come 
to ask the entity to restore life to the body of a girl he has brought with 
him. We aren’t told who the girl is, and why she means so much to this 
man. The entity agrees to do so, but only after charging the boy with 
taking down sixteen massive colossi that roam the forbidden land.

Shadow of the Colossus is a visual tour de force. It features stunning 
vistas, and rolling landscapes, all uniquely cel shaded to make the en-
tire world look like an expertly drawn painting. Throughout the game, 
the one thing that perhaps strikes the player the most is the sheer 
desolation of the world. This fertile land that you are in is empty, with 
there being nothing there but plant life, the colossi, and you. This is a 
dead world- why? What happened here? Why is this land forbidden? 

That last is of course most pertinent to the matter at hand. Clearly, if there is 
something that requires an emotional investment from its audience, then chanc-
es are that it is also potentially capable of arousing specific emotions from them, 
right? Clearly, then, it can be argued that modern video games can potentially be 
cIassified as art. At least, that would be the implication that would logically fol-
low. The problem is, generally when you play a video game (and I’m not referring 
to multiplayer party games, here, which are, after all, meant just for quick pick 
up and play sessions), you invest a lot in it. And therefore, you are bound to get 
yourself emotionally involved in the game you are playing (assuming, of course, 
that the game is a good one), which, in turn, would imply that all storied video 
games are works of art, an assertion that is nothing but absurd. 

Video games clearly represent a special case- when you watch a movie, you com-
mit yourself for a maximum of three hours. That’s a hundred and eighty minutes, 
which are (usually) gone before you know it. And while you may choose to gaze 
at a painting for as long as you want to, I’m assuming that, in general, no one re-
ally spends beyond a maximum of fifteen to twenty minutes looking at one single 
painting. Other methods of communication clearly do not require that invest-
ment of time that video games demand. If you are spending dozens of hour on 
one game, then you will inevitably be attached to the said game. 

Therefore, with video games, we are required to look past the simple wording of 
the definition of art, and consider its meaning and its implication. Again, art, as 
defined by Wikipedia, is simply a wok rgar cab evoke an emotional response
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And why has this entity agreed to help you? Its motives are clearly sinister- 
the game certainly hints at that- but they are never quite revealed fully. 
What does this entity truly want? Why does it keep its end of the promise? 
And above all, what does the heart wrenching ending of this game mean?

Shadow of the Colossus cannot be described in words, as they simply 
cannot do it justice. We are talking about a game that needs to be experi-
enced. Everything- from the sparse, ambiguous plot that leaves everything 
open to interpretation, to the lush but bleak world, from the brooding 
sound score to the expertly mapped controls, which, perhaps more than 
anything else, immerse you totally into the game, and make you feel its 
weight on your shoulders, contributes towards the final intent of making 
you stop and think: just what is going on here? In what is increasingly rare 
for a video game, you want to know more than what is being told, you 
want to dig deeper into the game’s world, you want to stop and marvel at 
the world’s glorious vistas, and you definitely want to listen to the game’s 
epic music. Clearly, this is a very powerful emotional response- more so 
than what many movies and books manage to provoke.

There is one thing that works in video games’ favor, which really could, 
potentially, make them the most powerful method of storytelling one day. 
That one thing is a video game’s interactivity. Since you are at least appar-
ently directly controlling the game, interacting with its world and charac-
ters, a game can make you feel directly responsible for what happens in 
the game world. If, in a video game, a main character dies because of a 
choice you made, then you feel the weight of your decision, and certainly 
stop to wonder if the character would have died had your decision been 
different. This absolutely involves you in the storytelling, and it makes you 
potentially more susceptible to an emotional response than other, non-
interactive methods of storytelling.

There are, of course, other advantages that video games theoretically 
have- apart from the core storyline, video games can also function as art 
on a visual and aural level, since there are so many components to a video 
game. Since a game not only involves the basic story and interactivity, but 
also involves a graphical representation of the story with 
some kind of aural interpretation to interpret that, one could say 
that a video game represents the ultimate culmination of all forms 
of storytelling, with its core narrative representing a book, its 
visual component a movie, its audio component the music. As 
many advantages as this brings, there are also several problems 
that having so many constituents presents- all components of a 
video game must work together in perfect symphony. If there is even 
the slightest mistuning amongst these components, then the entire effect 
is broken. A great video game can only be a work of art if it has a thought 
provoking story, along with aesthetically appealing visuals, a moving sound 
score, and accessible interactivity i.e., functional game controls. None of 
these should go wrong.

As it stands now, video games have all of that covered, except for the core 
narrative. Very few games actually have stories that stop to make you 
think. There are a few, of course- Shadow of the Colossus is one, and there 
is Metroid Prime. Others include The Legend of Zelda: Majora’s Mask, The 
Legend of Zelda: The Wind Waker, and Okami. And yet, while all of these 
are significantly more capable of eliciting an emotional response from 
their audience, none of them, barring maybe Shadow of the Colossus and 
Majora’s Mask, is truly there yet. All of them have something critical that 
holds them back.

Of course, it doesn’t matter. As I said, video games are still nascent as a medium of 
storytelling. That they have made as many strides as they have in the past quarter 
of a century is nothing short of remarkable. Certainly, the evolution of video gaming 
as a medium has been more rapid than the evolution of movies. But, when all is said 
and done, as of now, no video game is truly a work of art. Many are close, maybe. 
But none of them has gained that widespread acceptance that a work of art truly 
requires. Like I said, something critical is surely missing.

But that doesn’t matter. I never set out to prove video games are art- I only ever said 
that video games can be. And as I have amply demonstrated, there is loads of po-
tential here. Sure, right now, video games are maybe perceived as maybe juvenile by 
the mainstream. But we can’t have our prejudices come in our way. As I have shown, 
there is potential for video games to truly come into their own, and become pow-
erful methods of storytelling. There is potential for them to be recognized among 
mankind’s greatest works of art. And we don’t want to be eating our words, if that 
ever happens, do we? Let’s all keep an open mind here. Because, really, dismissing 
an entire medium of storytelling simply because of some pre-conceived notion is 
incredibly narrow minded.

charizard1605
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ANNOYING ASPECTS OF GAMING: 
ONLINE MULTIPLAYER

WAIT, WHY AM I NOT MOVING?

LAG

BOOSTERS

I KEEP SHOOTING BUT HE WONT DIE!

It is well known, all of us gamers love competition, as do many 
people. Competition not only proves how good you are at some-
thing, it gives you bragging rights. Not only that, but when you 

shove your finger in your friends face and yell “I OWNED YOU” or 
loudly scream into your headset “noob!” just remember competi-
tion got you into this name calling frenzy of hilarious proportions. 
But there’s only one place we gamers go to, to get that competition 
edge more than anywhere else. That place is the internet and as 
much as we don’t like to admit it, we are truly obsessed and ready 
for more. As I did with FPS games, welcome to my guide of the 
most annoying online gaming aspects, reading this will truly make 
you want to scream in agreement.

It’s horribly annoying and a majority of the time you end up swear-
ing at your screen for it to stop. Nothing is more annoying in online 
gaming than the ever bothersome Lag. He is like the neighbor from 
Home Improvement but instead of trying to help he just knocks 
over your whole fence. It can not only destroy a kill streak or horde 
attack, it will instantaneously freeze your whole game, making you 
writhe in anger as you curse your machine. Why is it caused? It is 
mainly from the frame rate of a games engine or your connection. 
Even, at times, it can actually be your disk (as seen in single player).

Amongst the most annoying parts of lag, it is dying. No matter what 
title you’re playing whether it’s; Call of Duty Modern Warfare 1 or 
2, Bioshock 2, Counter Strike, Battlefield Bad Company 2, or even 
Super Smash Brothers Brawl, dying is the most annoying outcome 
of this horrible lag. Its ridiculous, it’s horrible, it’s the most annoy-
ing thing ever, no matter what you want to say about it, lag is that 
weird uncle that embarrasses you in front of your girlfriend (yes I 
just put that).

This category is major shout out to Call of Duty, Battlefield, and 
Halo players. Boosters or hackers as they are usually called are the 
rats and cheaters of the gaming world. Now don’t deny it, we love 
cheats, I mean c’mon Gamespot’s popular for cheats, we just love 
to get the easy way out. But these people take that little infidelity 
and boost it 2 times worse than using a Brady Games cheat code 
booklet. Yet again, don’t lie you wish you could boost too if you 
knew how. But the fact is, if you don’t or never have, it’s almost 
worse than lag. We’ve seen it all, 1,000,000 point kills, floating in 
the air, one kill gets you a level upgrade, and the worst, cheating in 
games by never dying even when being shot in the end.

Now of recently Infinity Ward has done something cool to point out 
these cheating little pests. Whenever you see an enemy or allies 
gamertag above their head, Controller buttons will appear above 
their head. I think this is genius, whenever you see these people, 
simply leave the match. So kudos to you (Infinity Ward) for hav-
ing such a genius idea! Another reason boosters are annoying is 
because they take away the fun from competition. Competition 
is supposed to be the best of your “OWN” skills against another 
opponent, not by the help of some outside aid. Boosters are like 
steroid taking baseball players, the more they do the more pow-
erful they become. They’re looked upon badly, cursed, and even 
banned. Should boosters be banned? Most definitely, the only bad 
part is they can just make another account and keep doing so. It’s 
just sad to know they can’t win on their own, and just play like ev-
erybody else that’s playing. Where’s the satisfaction? You can’t say 
you earned it, or “I worked hard” because then you would be a liar 
too. The list can go on forever, for the sake of all that built up anger, 
let it out, It’s alright, just comment about what ticks you off, there’s 
bound to be something.
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You may be saying “What the heck is a squeaker?” but this 
type of gamer is online every single day and night. This sec-
tion of my editorial is meant to be humorous, so if you take 
offense, it would be good fun to laugh with us. These people 
are the annoying gamers who have headsets and abuse their 
power, those kids that while in the Halo lobby won’t stop talk-
ing or are playing some annoying Danish techno music. Also 
these annoying gamers are “Mute fodder” those kids that 
constantly get muted for; singing, talking so loud you can’t 
even tell them to shut up because they’re so loud, pretend 
they are older than they really are, or talking smack right in 
front of your face. I borrow this term from a Youtube video 
that gave a whole lesson on what exactly they are. It made 
me crack up in laughter so much that I thought I should share 
with exactly who they are and how annoying they can be.

Multiplayer gaming is fun and adds much more replay ability 
and worth to your gaming purchases. It gives us gamers a way 
to pit our skills against others and even meet new people to 
play with you. But all things have flaws and even though they 
can ruin things for you sometimes. There’s no doubt that 
multiplayer is still an extremely enjoyable addition to gaming 
and it is here to stay.

ShootumUP26

BALANCE ISSUES
DEVELOPMENT MISTAKES

WHAT I LIKE TO CALL: 
SQUEAKERS

VISUAL GLITCHES

WHERE’D THAT TREE COME FROM?

*RAGE*

Angry German Kid, also 
known as Crazy German 
Kid, Crazy German Guy, 
PC Lunatic, Keyboard 
Crusher, and a myriad 
of other names depend-
ing on the version, 
is amongst the most 
well-known videos on 
the internet. Clicking on 
the image will send you 
to the video. Enjoy.

Now most of us can handle little pesky visual pop-ins. You know 
what I mean, that occasional tree, rock, truck tire, or hole in the 
wall that magically appears during playing or when lag occurs, no 
big deal. But when I go into a giant mountain side or wall in the 
corner and I magically find this secret area that I can shoot from 
and no one would ever see me, is a problem. It’s almost as bad as 
those pesky little Boosters. It’s like boosting minus that evil flash 
drive in the controller drive. This problem becomes extremely ap-
parent when in a Cage Deathmatch with a friend or some random 
person. You will spend 5 minutes sprinting trying to find them, and 
then boom they shoot you with a .50 Cal a hundred feet in the air 
or totally outside the map in a peach looking glitch background.

What also applies is when you’re playing a Real Time Strategy game 
online and this massive amount of enemy units appear from the 
side of a mountain. Your sneaky little opponent hid his troops in 
there and waiting for the right time to strike, not only is this really 
annoying and cheap, it’s technically cheating. Glitches and bugs 
stink, it’s all so true, but none more than on online multiplayer.

When developers are making games, sometimes they don’t notice 
things. Sometimes it’s either graphical flaws, menu problems, or 
the most annoying of all, balancing out fairness of the multiplayer. 
Not only can balancing cause problems amongst all gamers, it 
usually sparks demands for patches and other updates to fix these 
problems. No other problem has been more troublesome than the 
“Michael Myers” set up in Modern Warfare 2. When Commando 
and Lightweight pro are mixed it results in extreme speed and un-
fair shanks that happen from literally 11 feet away. Infinity Ward 
didn’t do all that much to fix the problem, but they did do a little. 
Also in Killzone 2 when using the Arc Rifle, although not always 
available to be used, it’s still immense power couldn’t be stopped. 
The little reload’s and intense strength of the bolts were pretty 
much instant death for any opponent in your way.

Development mistakes can also be match making and how the 
games work. Like when the first Modern Warfare was made, also 
now evident in Halo Reach, Host ended matches can now cause 
huge gaps in the intensity of matches as they either take a long 
time to straighten out or end the match completely. This problem 
of “hosting” is now not as much of a problem as it was 2 years ago 
due to trial and error but even now like in Reach, it is still evident. 
Also along with mistakes, is the way the menus are set-up. Some-
times the menu’s are hard t maneuver through are make finding 
matches or even getting to matchmaking difficult. In the earlier 
years of online multiplayer these problems were indeed evident. 
Even now in recent time, Command and Conquers Red Alert 3 
had big menu problems as I was confused for an hour and half as I 
tried to connect and finally start matches. 

These balancing issues and mistakes aren’t as much as a 
problem as the other annoyances, but they still play a role in 
things that make multiplayer sometimes frustrating.
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There are terms which you hear all the time, but they can be 
over used quite a bit this does not mean they are not true 
terms though. After spending both Friday and Saturday at EXP 

Con then meeting Ryan Sweat, I can say this with no fear. EXP Con is a 
con ran by fans for fans. From the opening ceremony where they had 
a dancing chicken to the end where Christopher Sabat who was rap-
ing to music using the voice of Vegeta, the event was a blast. I have 
come to expect a good time from any con, but EXP Con seems more 
personal. You can tell the difference when Eileen Stevens, the voice 
of Belledandy was invited though a fan email from Ryan Sweat.

That was the true difference between this Con and say Dragon Con or 
Mega Con. The guests were there not because they enjoyed the pay, 
but more or less because Ryan Sweat a true fan of their work. I tried 
my best to get as much as I could on camera. Next year I plan to bring 
something better to record with. I was disheartened when recording 
the Late night show and what would happen when Charles Martinet 
the voice of Mario came on but my memory card was full. What you 
guys see on Youtube after that point is from my blackberry.

Even then there was so much more I wish that I could tell you about. 
An example of this is personally I have never heard of Mega 64 until 
this event. Well setting up for the Costume contest I walked into a 
panel with these guys. I have to say this right away these were some 
funny funny guys. I don’t know what they do yet and I will have to 
Goggle later to find out, but whatever it is I am sure I will enjoy it. 
Those of you reading this from Gamespot will find it funny when 
their number one critic from their forums was put in his place when 
they asked him to do his own video so that they could slam it like 
he slams all of theirs. Which I found funny when you think of all the 
background critics on Gamespot for video game reviews.

EXP Con had a mix of everything from a Cosplay contests, to a Peach 
Ballroom Dance, dealer room, video game tournaments, a Rave 
dance and so on. These were the main events. There were a number 
of games all weekend with anime and gaming topics. I played Wheel 
of Fandom, Press Your Luck, and Pictionary over the two days I was 
there. My biggest disappoint was not being able to play a Dragon Ball 
based game of Dodge ball. There were just too many events during 
the same time. I would say the best event was the late night talk 
show they had when most the guests returned to take part. Just a 
note to Ryan Sweat, if you ever read this pay more attention to Eileen 
Stevens when she asks you what your favorite part of the weekend 
was, she was totally flirting with you.   

There really is no way to express how much fun I had at this event. It 
seemed every guest was ready to come back next year because the 
event was more like a party to them than just another. During the 
late night show Charles Martinet was asking when he could do more 
autograph signings because of how much fun he had doing it. I must say 
meeting the voice of Mario was a huge event for more me. For those 
of you reading this in Collector Conner make sure to check out the 
website. There will be links for pictures and videos on there soon with 
more to come. For Pictures from the con check out the link below. I will 
be adding more latter, I have reached my limit for this month.

http://www.flickr.com/photos/38406859@N06/

For videos of Charles Martinet, Christopher Sabat, Eileen Stevens, Steve 
Downes and More. I will also be adding more as I go along.

http://www.youtube.com/user/harlockJC?feature=mhum

HarlockJC
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IT'S TIME TO RETIRE QUICK TIME EVENTS
Since the early days of actions games, from 

side scrolling, to jumping and punching, 
game makers have persistently strived to 

raise the bar of intensity & adrenaline that’s 
always been the backbone of the genre. More 
explosive, more dynamic, more bloody, more 
visceral, developers kept finding new ways to 
deliver that wow factor to their audiences who 
keep on demanding more. It’s this trend of one-
upmanship, which led to that now established 
feature, the Quick Time Event.

It seemed like an amazing game play mechanic at 
first. Flashy and styIistic, action was never looking 
so cool before. But therein lies the contradic-
tion. It only looks cool, but doesn’t play cool. 
What do I mean? Basically as I see it, Quick Time 
Events pulls the interactive game play away from 
the player’s hands. No longer in direct control 
of their character’s actions, your button presses 
are merely to string together a sequence of pre-
scripted cinematics. It also smacks too much of 
handholding, where you are directed to follow 
the instructions of the on screen prompts, with 
no option for you to choose which abilities or 
attack methods you’d prefer.

When you really look at it, QTEs are a throwback 
to old school and very outdated styIes of the full 
motion video games. You might be familiar with 
these games (most in the arcade) that consisted 
of recorded video sequences with live actors. 
There was no directional input control in the 
form of an analog stick or d-pad, only a simplistic 
layout of 2 or 3 buttons, because the player didn’t 
actually control the actions of the character (be-
ing played by an actor), as with most traditional 
video games. Essentially we only saw a perfor-
mance of actions and predetermined reactions, 
much as in a theatrical production. Many of you 
may also remember Dragon’s Lair from the 80s. 
Although not with live action video, it imple-
mented hand drawn animation in the same way, 
as well as the button reflex control scheme.

But video games since Dragon’s Lair (and the 8bit 
era for that matter) has progressed, becoming 
more immersive in the worlds they create and 
offering a deeper level of complex interaction. 
Which makes the use of QTEs a regression of 
game play. While I get where game designers are 
coming from, wanting to offer players a flashy & 
styIistic action experience, there’s a better way to

do that which has been around for a good while - 
the Bullet Time effect.

You’ve seen this in games like Max Payne, 
Stranglehold, and Dead to Rights. Such a simple 
device too, slowing down time to allow the player 
to execute timing and precision critical moves in 
the game that would otherwise be too difficult, or 
maybe even impossible, if the action was moving 
in real time. “But Adobe, that’s all fine for games 
where it’s just aim & shoot. What about that 
more styIistic combat action, like the crazy stuff 
we see Kratos and the Prince of Persia do? Aren’t 
QTEs better for that?”

Not so fast cowboy, because I’ve seen how Bullet 
Time can also be applied to more dynamic action 
and even platforming. The Tomb Raider series 
traded up QTEs, last used in Legend, for Bullet 
Time Action in Underworld, and with positive 
result. Featuring key events (floors dropping, 
swinging blades, erupting fire, etc… ) which trig-
ger the slow down of time that signify an immedi-
ate action which needs to be taken to survive the 
surprise element.

Unlike QTEs however, you must react with the 
appropriate response yourself. You have to deter-
mine whether to shoot, launch the grapple line, 
jump, duck & roll, grab a ledge, or which ever 
among Lara’s repertoire of moves is the right one 
for the given situation. There is no prompt telling 
you what to do, so the reactions are based solely 
on your intuitive understanding of the action me-
chanics and knowledge of the controller scheme. 
When executing the response to the threat in 
question, you’re still directing the action, aiming 
the angle of the jump, avoiding the oncoming 
obstacles, timing the roll based on the patterns 
of a mechanical blade, or aiming your swing from 
the grapple line.

Essentially, you’re still playing the game as you nor-
mally would in real time, only slowed down to en-
able actions where timing is most critical. By contrast 
to QTEs, Bullet Time maintains the fully interactive 
game play with your direct control of the action, and 
a seamless connection to the experience. Plus with 
no command pop-ups appearing screen, the game’s 
styIistic action has much more of a true cinematic ex-
perience akin to Hollywood action movies in which 
you stay fully immersed in. And this, THIS is how it 
should be done.

Presentation is important in video games these days, 
but that shouldn’t come at the cost of the game play 
itself. So I say Quick Time Events need to step aside 
in favour of methods of styIistic action sequences 
that are still fully immersive and interactive, the ways 
video games are meant to be.

AdobeArtist
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IT'S TIME TO RETIRE QUICK TIME EVENTS
1. So, you’re a news guy. Is it as boring 
as it sounds?

Not for me. Gaming is a medium in its 
infancy and constantly changing. Even 
if I wasn’t a news guy, I’d want to follow 
the trends and piece together a more 
informed idea of not just the way things 
are, but the way they’re headed as well. 
The only difference is I get paid for it 
now. For those who care about under-
standing the bigger picture, keeping up 
with the news is essential.

2. Walk us through how you come 
across news. Is it handed to you by 
sources, or do you have to actively seek 
it out on the Internet?

It’s a bit of everything. Sometimes it’s 
as simple as a press release, other times 
we go digging through court filings or 
listen in on investor conference calls for 
game publishers. Sometimes we get a 
tip and can verify it. Sometimes we’re 
just personally curious about some-
thing, and the process of looking into it 
yields a story.

3. How did you end up working at 
Gamespot?

I knew I wanted to be in game journal-
ism, so I went to college for a journal-
ism degree. From there, I worked at a 
couple community newspapers doing 
hard news, features, and entertainment 
writing, and mixed in work for gaming 
sites in there where I could. I think the 
combination of real-world journalism 
experience and game writing experience 
(primarily reviews and features) made 
me an ideal fit for the GameSpot news 
desk.

4. You also host the Gamespot Hotspot 
podcast, which is probably what many 
people would know you for instead of 
being a news guy. How is hosting The 
Hotspot?

Honestly, it’s fun. And I hope that comes 
across for listeners. There’s no better 
way to start a work week than by sitting 
around for a couple hours talking with 
friends. The hours of prep time before 
and hours of editing afterward usually 
fly by. It’s so different from every other 
aspect of my job that it just never gets 
old. I’ve also got plenty of room to 
improve, so it’s no problem staying chal-
lenged, engaged, and motivated.

5. When will you send out all those 
checks for $200 dollars you keep prom-
ising on The Hotspot?

I’m pretty sure it’s $500, and those will 
be coming from Magrino.

6. Is there anything we would be sur-
prised to know about how the Hotspot 
is produced and edited?

I don’t think people realize just how 
much awkward silence gets cut out of 
every show. We have the podcast studio 
reserved for two hours every Monday, 
but the show rarely ends up that long. 
Whatever isn’t cut to save for the year-
end outtakes show is probably just the 
sound of us staring at each other across 
a tiny sea of audio-visual equipment, 
desperately hoping somebody says 
something. Anything.

7. Willy105 asks, “How do you come 
up with those puns for your news 
articles!?! They are glorious”

I actually hate puns, but it was already 
part of GameSpot News style when I got 
the job. So I figured if I wanted things to 
change, I had to highlight the error of 
our ways. So I kept tossing out wretched 
puns, waiting for someone to say, “This 
has gone too far. My god, what have 
we done?” Years later, nobody’s said 
anything and the puns have gotten so 
terrible, they sometimes lap themselves 
and become great again. Like Nicolas 

Cage’s career.

8. DarkLink77 asks, “Ninjas vs. Pirates. 
Who wins?”

No matter who wins, we lose. On a side 
note, I can’t help but think the pop cul-
ture shorthand that at one time made 
all kinds of semi-generic groups like 
monkeys, robots, and zombies inher-
ently awesome has actually robbed all 
these groups of their coolness.

9. Jynxor asks, “What do you think of 
the MMO genre as a sustainable way 
for companies to make money, even if 
they fail to take on the monster that is 
WoW? Also do you think any upcom-
ing MMO’s FFXIV, Star Wars MMO will 
be able to take a chunk from the WoW 
userbase, or will Cataclysm overshadow 
everything else critically and sales 
wise?”

I think the older WoW gets, the more 
viable an MMO aimed at core gamers 
becomes. I believe WoW has peaked 
and can basically go nowhere but down. 
Nobody knows how quick or slow its 
decline will be since there’s never been 
an MMO this huge before, but I think 
the time when WoW is an 800-lb gorilla 
that nobody can consider going up 
against is coming to a close.

I don’t think FFXIV has any shot. Star 
Wars might do better, but I’m uncon-
vinced a first-time MMO developer will 
be able to better solve the problems 
inherent with MMOs, that license, 
and the combination of the two that 
helped keep Star Wars: Galaxies from 
being a big hit. I also doubt anything 
will become as big as WoW, unless you 
count social games like Farmville, which 
already is far bigger in terms of users (if 
not revenue).

10. darkspineslayer asks, “Do you 
moonlight as a crimefighting vigilante?”

Yes. I roam the streets armed with a 
crowbar, employing violence to protect 
the city from jaywalkers, loiterers, and 
vagrants. I tried delivering their uncon-
scious, hog-tied bodies to the police 
station. Or the hospital, depending on 
the amount of righteous justice I had 
dispensed.

11. For a standard interview question 
that must be asked with all people in 
the gaming world, what is your favorite 
game ever?

I’ll say Giant Gram 2000. It had a 
gameplay-driven create-a-wrestler 
mode I put more than 100 hours into. 
I even made a video about it: http://
www.gamespot.com/users/Polybren/
video_player?id=JiMylWf75bIMvDDX

12. Who scares you the most in the 
Gamespot offices?

Sophia Tong. I heard authorities tried to 
deport her back to Canada, but it was 
for atrocities so awful the Canadian 
authorities refused to let her back in. 

13. Why do you look absolutely nothing 
like anyone listening to the Hotspot 
probably imagines you looking like?

Months of expensive and agonizing 
reconstructive surgery. Yeah, I’ve heard 
that before, but I never know what to 
say. What do people imagine I look like, 
anyway?

14. How badly will your social and 
professional life be damaged by Marvel 
vs. Capcom 3?

One of them will have to be cut loose, 
no question. I just haven’t decided 
which yet.

15. What is one long-absent series you 
really want to see return?
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Giant Gram, but I doubt that means 
anything to anyone, so I’ll say Syndicate. 
I know Starbreeze is supposedly working 
on one, but it’s got mighty big shoes to 
fill. Also, it better not be a Gears-style 
third-person shooter. I need old school 
Syndicate action, isometric style.

16. What is your take on the 3DS? Also, 
by just how much a margin is Professor 
Layton vs. Ace Attorney the greatest 
crossover ever?

I’m excited for the 3DS. Just having 
another high-powered handheld would 
be great, and the super cool 3D gimmick 

is icing on the cake, even if I turn the 
slider off a week into owning it and 
never touch it again. And for my money, 
I think Ecks vs. Sever is still the greatest 
crossover to date. I’m keeping an eye 
out for Final Fantasy Versus XIII, though. 
That number has needed a savage beat-
down for years, and I think Final Fantasy 
is just the JRPG franchise to deliver it.

17. And finally, why do you keep let-
ting Tom Magrino do podcasts in your 
stead? I’m sure we can all agree that 
letting the man who is always behind 
anything going wrong on the Hotspot 
do the whole thing is a terrible idea.

If “knowing what the hell you’re doing” 
was a prerequisite to hosting, I never 
would have been given a chance. Be-
sides, a train wreck is a great spectacle, 
and the show under Magrino always 
has train-wreck potential, but with a 
significantly slimmer chance of fatali-
ties! It’s lose-win! Wait, that doesn’t 
sound right...

18. Well, thanks for taking time to talk 
with us! Any words for the denizens of 
SW?

Two things. First, I want to give thanks 
to everyone who listens to the show, 

love it or hate it. It’s a highlight of my 
week and you’re the reason I’m able to 
do it. So I sincerely thank you. I hope in 
exchange, we’ve been able to turn you 
on to a great game, given you some-
thing to think about, or made you laugh 
with (or at) us. Second, “Be excellent to 
each other.”

I know, I know, it’s huge, and it’s 
****ing thick (no, really), and there 
are so many articles, how will yours 

be noticed?

Well, it might not be, honestly.

It could just be lost in the jumble of 
reviews, and features, and colors, and 
never be seen again.

That’s one way of looking at it.

On the other hand, when was the last 
time you had work published? OK, good, 
now when was the last time you had 
work published without bending over 
and hearing the snap of an editor’s latex 
glove? Thought so.

Personally, I don’t find it hard to write 
articles, I find it hard to find publications 
whose interests coincide with my own.

Most publications that I’ve worked with 
always want something very specific; I 
never get to sit down and write about 
whatever the hell I feel like if I’m writing 
for a publication; rarely do I even get a 
fair amount of room in a general direc-
tion. They point, and I look down the 
length of their finger.

System Wars Monthly gives you all kinds 
of room; I know this because I’ve written 
for it.

There are standards, sure. You can’t 
write a bunch of unitelligible bull **** 
about moose castration and make the 
cut, probably, but the point I’m trying to 
make is that “the cut” is a joke here.

I write rambling self-indulgent reviews 
of games months after any real interest 
in them has faded; I put some thought 
into them sure, but mostly I just let my 

brain run, like a gravy hose, and it spews 
all over every paragraph, yet never have 
I been edited.

I use foul language profusely, the struc-
ture of my reviews is can be very odd, 
I take positions that some people think 
are idiotic and overly critical (contro-
versaaaaayyyyy) yet never have I been 
edited.

I talk about doors and sexy deer, and 
boulders and asses, and boat propellers; 
I rant and I rave and I foam at the mouth 
until I’m dripping all over my keyboard, 
yet never have I been edited.

System Wars Monthly is freedom of 
speech.

System Wars Monthly is the anti-dote 
to bull **** commercial game reviews 
(especially the ones I disagree with).

Think GS is wrong about a game? Write 
an article.

Feel like gaming is going to horse ****, 
just in general? Write an article.

There is no elite power structure here. 
It isn’t just System Wars Monthly, it’s 
System War’s Monthly, in that it belongs 
to us, and by us I mean you and me.

Write an article, put your opinion 
in first, worry about the rest later.

jethrovegas

THE FIRST AMENDMENT 
CONGRESS SHALL MAKE NO LAW RESPECTING AN ESTAB
LISHMENT OF RELIGION, OR PROHIBITING THE FREE EXER
CISE THEREOF; OR ABRIDGING THE FREEDOM OF SPEECH, 
OR OF THE PRESS; OR THE RIGHT OF THE PEOPLE PEACE
ABLY TO ASSEMBLE, AND TO PETITION THE GOVERNMENT 
FOR A REDRESS OF GRIEVANCES. SUPPORT SWM BECAUSE 
IT SUPPORTS FREE SPEECH. AND BECAUSE IT'S SUPA COOL

SO UM, WHY WRITE FOR 
SYSTEM WARS MONTHLY?

SOMETHING

IS COMING BACK

BIG
1/1/2011

A NEW MOB IS IN TOWN
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The 5 Worst Video Game 
Movies of All Time

There is a long-standing love/hate 
relationship between video games 
and Hollywood. Particularly how 

Hollywood loves to make money from 
popular video game properties, even at 
the expense of making a product those 
very fans will hate. And video game pub-
lishers are just as eager to cash in on the 
success of popular box office draws right 
when the tickets sales are peaking.

But specifically with movies based on 
games, it goes without saying most of 
the time producers, directors, and writ-
ers who haven’t had first hand experi-
ence with these games just don’t know 
what they’re doing. They go into these 
projects blindly in their endeavours for 
a quick money grab. There is certainly 
no shortage when it comes to flawed 
adaptations, and here are the worst 5 of 
them all.

5. Doom

A lot of gamers complain about games 
this generation being generic, so it 
seems quite ironic for that to be the 
word that most perfectly describes this 
movie based on a video game. Had this 
been an original script, it would having 
nothing at all to make it stand out from 
the numerous sci-fi action explosion 
fests that came before it. The plot is 
very formulaic, the entire cast of char-
acters are utterly forgettable (even the 
commanding officer played by Dwayne 
“The Rock” Johnson) and even the ten-
sion it tries to create from the roots of 
the game fails to deliver that compelling 
horror, fans would come to expect.

Even though this adaptation is for the 
most part faithful to its source material, 

depicting the science experiment on 
Mars gone horribly wrong, it fails to 
present a compelling story or action 
piece. But worse still it takes the transla-
tion of the game too literally, actu-
ally going so far as to include shooting 
sequences viewed from the first person 
perspective, complete with combat HUD 
no less. I mean really? Really? Just what 
the *bleep* were you thinking? Thank-
fully this box office disaster didn’t doom 
The Rock’s budding movie career.

4. Blood Rayne

First you get a hot actress like Kristanna 
Loken playing a sensual vampire. Then 
pair that with a high-calibre supporting 
cast, which includes Michael Madsen 
and Ben Kingsley. Sure seems like a 
slam dunk, right? But oh yeah, Ewe Boll 
directed it. It is simply mind boggling 
how this clown actually continues to get 
work. Anyway, from there it only goes 
down hill with the poorly scripted plot, 
corny dialog, and wooden acting on the 
part of the lead star (Loken). What could 
have been an awesome vampire action 
flick quickly turns to ashes in the light 
of scrutiny.

3. Dead or Alive

Many of you would know how much 
I’m a fan of the Dead or Alive series, 
but I just couldn’t swallow this one. 
Loaded with cheap gimmicky execu-
tion, this movie serves up more cheese 
than a pizza parlour, with completely 

absurd plot devices, and a too literal ap-
proach (much like DOOM) where some 
sequences show the combatants with 
health bars, and even on screen text 
overlaying the announcer calling “KO”, 
“KASUMI WINS”, and what not.

The worst offence of this movie is the 
poor representation most of the game 
characters receive in this adaptation. 
To be fair, Jaime Pressley did a fantastic 
job portraying Tina, not only looking 
the part but also acting the part very 
accurately. The actors playing Zack, 
Brad and Ayane also do a fair job. The 
rest however sorely left much to be 
desired. From Kasumi, to Helena, to Ryu, 
to Christie, none looked or felt right. 
Others may have looked right just from 
a physical features standpoint (such 
as Sara Carter playing Helena) but fell 
short of presenting the personality and 
attitudes of the roles. The absence of 
Hitomi, one of the founding core cast, is 
just outright shameful, as is the rest of 
this movie.

2. Street Fighter

Where some movies suffer the problem 
of adapting a game too literally, incor-
porating elements that just don’t work 
in the film media, Street Fighter is an 
example of a movie straying too far from 
the roots of its source material. Here 
the familiar characters are transplanted 
in an entirely unfamiliar setting, in this 
case engaged in a war to liberate a 
small country from the clutches of M. 
Bison where he stages his scheme for 
world domination. It’s a re-imagining of 
the mythology that ends in disastrous 
results.

The adaptation of the game characters 
here is even worse than DOA. I would 
say Ryu, Zangief, and Vega was properly 
depicted, but there is so much fail in all 
the rest. Seeing E. Honda and Balrog as 
a news crew was more absurd than the 
idea of Jack Thompson as a developer 

at Epic Games. Blanka’s treatment was 
a completely inept attempt to create an 
origin story for the enigmatic creature of 
the series.

As far as casting goes though, what real-
ly brings this adaptation crashing down 
is giving the role of Guile over to (hands 
down) the worst actor in Hollywood. Of 
course I mean Jean Claude Van Damme. 
Even worse, making his character the 
leading star of the story instead of Ryu, 
where it properly belonged. But the real 
travesty in this entire debacle is how it 
marred the end of Raul Julia’s career, 
who really is an accomplished actor, 
where this of all things marks the last 
movie he would do before his untimely 
passing.

1. Super Mario Bros.

It is sadly tragic that the most enduring, 
the most recognizable and iconic video 
game series of all time should end up 
with the worst movie adaptation of all 
time. Of all the attempts to translate to 
the cinema there is nothing, absolutely 
nothing out there that so completely 
bastardized a property as this abomina-
tion, I don’t even know where to begin, 
but here goes.

First attempting to translate the colour-
ful and styIistic world of the Mushroom 
Kingdom into a dark and gritty “realistic” 
world was an exercise in futility. The ap-
proach to adapting the characters to this 
new context is also laughable. I’ve heard 
of humanizing characters before, but 
literally mutating Bowser from the turtle 
shelled dinosaur into a suit wearing 
Mafioso (figuratively speaking) repre-
sented by Dennis Hopper is just beyond 
description. I suppose Bob Hoskins and 
John Leguizamo would make fair ap-
proximations of the cute and cartoony 
Mario & Luigi. But then they had them 
set as natives of Brooklyn in “our earth” 
where they’re transported into the 
other world.
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And it doesn’t stop there, as they even 
tried to incorporate the platforming of 
the games with Hoskins and Leguizamo 
donning rocket boots. You read that 
right, rocket boots. So there goes that 
last hope for credibility. The story itself 
is such a cluster**** that trying to 
make sense of anything in this train 
wreck is more daunting than figuring 
out an M.C. Escher drawing. I can still 
remember when I first saw the movie 
poster and read the caption, “This ain’t 

no game”, and my immediate response, 
“This ain’t no movie either”.

In all fairness I think the main issue was 
that the movie was made 17 years ago, 
when the game was still at its most 
basic level as a 2D side scroller, not 
to mention the game’s very styIized 
cartoon setting. An adaptation to this 
context was never viable. It probably 
would have served better to make a 
fully featured animated movie along 
the lines of Madagascar, Ice Age, or Toy 

Story. But they tried to bring Mario into 
the “real world” and failed horrifically. 
Better luck next time.

And there you have it. The 5 most 
disastrous efforts Hollywood made to 
bring video games to the big screen. But 
all is not lost for our cherished pastime. 
Check back next month when I go over 
the 5 best video game adaptations to 
cinema (such as they are). 

CUT!  THAT’S A WRAP!

AdobeArtist

System Wars has a funny way 
of jumping the gun as soon as 
reviews come out. Just ask fans 

of Motorstorm how it felt to see the 
game fall short of an 8.0 (the original 
scored 7.9), despite it being a very 
well crafted game.

“MOTORFLOP!”

Once a reviewer slaps a score on a 
game, its fate, in the eyes of SW, is 
sealed forever. You cannot escape a 
flop; no matter how good MetaC-
ritic.com says it is (based on 20+ 
opinions).

To flop on SW is to lose the ability to 
brag (or gain it, depending on your 
“allegiance”).

While it’s easy to slap the flop label 
on games, what about hardware?

That brings us to Kinect and Playsta-
tion Move, two major steps forward 
in video gaming that will likely be 
received with the damning word 
“flop”.

Why? Both systems’ launch games 
are underwhelming. They’re mostly 
tech demos that we’ve seen before, 
(both system’s sports games come to 
mind), and while we still don’t have 
our hands on Kinect, you can see 
from early videos it’s going to have 
some issues upon release.

Even if they didn’t flop, the word will 
come up. I posed the question to 
the SW community, “how was Move 
received” and while some played 

the “I don’t care card,” the word did 
came up. It’s only natural.

The truth is hardware cannot flop 
out of the box.

Now before you get your flame-
throwers ready, hear me out. A piece 
of hardware is only as good as the 
games that are made for it. So is it 
fair to judge a new concept upon its 
release?

Absolutely not.

Kinect and Move will live and die 
by third parties. So until we have a 
library of games, with a generous 
amount of third party games, and 
a good idea of how much time Mi-
crosoft and Sony will invest in sup-
porting third parties, we won’t have 
a true idea what the two motion-
based controllers are capable of.

Kung-Fu Rider and Kinectimals are 
not the system-defining games of 
the Move and Kinect and to parade 
around SW acting as if they are is an 
easy way to earn the label “idiot.”

So when can we finally exchange 
blows as a community over these 
products? Perhaps System Wars user 
Nike-Air summed it up best.

“I’ll let you know in a few years,” 
Air said.

Gruntpocalpyse

WHEN IT COMES TO 
MOVE AND KINECT, DONT 

JUMP THE FLOP GUN

NOT FFIV
I heard that Final Fantasy XIV may 

not be all that we expected it 
to be. In fact, by my informants 

from the Hermit and Cow factions, it 
seems like it was pretty bad. In fact, 
according to people who have played 
it, it seems System Wars: The Game 
was a better RPG, which I totally 
believe, because that game was a 
masterpiece. Shame on Gamespot for 
not reviewing it, not having a working 
installation screen is no reason to not 
play it.

But since System Wars: The Game is 
no longer available to play (because I 
lost it), I will show you three alterna-
tives for the MMO player left burned 
by FFXIV.

Lord of the Rings 
Online
First off, I will be talking about the 
other new kid on the fantasy MMORG 
block, The Lord of the Rings Online. 
Released a few years ago, and becom-
ing free-to-play this year, Lord of the 
Rings Online is your typical MMO. 
It has quests, cIasses, and many 
other staples of the genre. It may be 
generic, but it is fun, and free.

Why pick this over FFXIV? It’s play-
able, and new. It is a recent game, so 
it can give the hot new graphics card 
you bought for FFXIV the exercise it 
needs. 

Flyff

But Lord of the Rings Online is a 
Western RPG! I want something more 

like Final Fantasy! Well, then, this is 
where Flyff comes in! Flyff, developed 
by the Korea that isn’t threatening to 
destroy the free world, is a fantastic 
game that is free to play. Perfect for 
the casual player, it simplifies a lot of 
the most complicated parts of RPG’s, 
and makes it fun to play. 

Why pick this over FFXIV? It’s 
polished. A lot of times it feels like 
a single player game, in simply how 
much quality there is to the gameplay. 
Of course, you might find some bugs 
like any other game, particularly not 
being able to read mission text, but 
this game is guaranteed to get you in 
the game from the start.

Anarchy Online
But Flyff is too simple! I want some-
thing deep and long lasting! Then I 
got the game just for you, and it’s 
a cIassic! Anarchy Online is one of 
the deepest RPG’s you will ever play. 
Released almost a decade ago, this 
free-to-play sci-fi MMORPG plays a 
lot how you’d expect an RPG to be, ex-
cept multiplied by 10. Instead of a few 
stats to change, you can change doz-
ens upon dozens of different stats, like 
how good your aim with a rifle is, or 
how good your recharge of nanotech-
nology is. You will be hard-pressed to 
find an RPG that is this deep and this 
fun out there.

Why pick this over FFXIV? It’s deep, 
yet available to you. Being a rather old 
game, it can run in almost any mod-
ern machine, and even though it may 
be dated graphically, you can enjoy it 
greatly thanks to great production val-
ues and some great music. This game 
was hyped a lot just like FFXIV was in 
it’s day, except it delivered.

Either one you pick, whether all of 
them, or just one, you will find a lot to 
enjoy from not playing FFXIV. 

Willy105
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789shadow: Once again, it’s time for 
SW Versus! In honor of System Wars 
Monthly’s third anniversary, we are going 
back to basics with the classic battle of 
this gen. Which is better, the PC, the PS3, 
the 360, or the Wii? 8 brave SWM writers 
have gathered to decide this contest 
once and for all!
• Debating for the PS3 are dark-

spineslayer and fabz_95.
• Debating for the 360 are psn8214 

and the newly crowned Best De-
bater of SW, sonicmj1.

• Debating for the PC are blizzvalve 
and Jynxor.

• Debating for the Wii are Willy105 
and myself, 789shadow.

Let it begin! GO!

Willy105: Fabz and DSS, you traitors! 
What the heck are you doing defending 
the PS3? I am the one supposed to be 
the fakeboy in these things! Stealing all 
my jokes.....just watch, one of them is 
going to say something I was going to say, 
except defending the PS3. 

Go play with your lollipops for all I care. 
Don’t come crying back to the Sheep 
Sanctuary when GT5 is delayed again...
oh wait.

Fabz_95: What are you talking about 
Willy? I’ve seen the light. Sony have 
shone the light of PS Move into my eyes 
and I’ve realised that the PS3 is the great-
est system of all time. It’s not traitorous, 
there’s an obvious winner here an only a 
fool wouldn’t defend the winner.

And GT5 getting delayed? Well... Oh 
forget it, even I can’t defend that. If it’s 
released this year I’ll be happy.

blizzvalve: I laugh at you guys for 
fighting over toys. It is the real men who 
play on a PC. not only can you play games 
at ultra high-res graphics at 200,000 FPS, 
but you can also do many other things 
with a PC like searching the web, video 
editing, programming, and attaching a 
gizmo that will make you a sandwich. I’m 
always by my PC for everything. I almost 
never leave my chair.

Darkspineslayer: The next day, that 
sandwich making add on is incompatible 
and you need to pay thousands of dollars 
for a new PC and a new sandwich gizmo. 
PS3 does EVERYTHING and will continue 
to do so for at least the next 6 years. 
does your PC give you a back rub and 
comb your mustash? i diden’t think so

Willy105: The PS3 does everything? 
The PS3 does less now than it did at 
launch! It’s doing it’s very best to become 
just like it’s role model: The Gamecube.

Jynxzor: Darkspinslayer, that was only 
the sandwich maker 2.0, the new sand-
wich maker 3.0 boasts much broader 
compatabillity with various PC system, it 
only requires 3gigs of DDR3 ram to oper-
ate it’s complex sandwich algorythms.

The PC has every system trumped in 
every way.
• PS3: It only does everything?
• PC: I only does everything...Better!
• Wii: We would like to play
• PC: We would like to play, Diablo III.
• 360: Jump in.
• PC: We can Jump in WoW so suck 

it! 

sonicmj1: Let’s be realistic here. Each 
of the systems are good for playing video 
games. At this point, each system has a 
wide lineup of quality titles. What’s more 
important is the environment in which 
those games are played. And when it 
comes to community, there’s no commu-
nity like the community you encounter 
on the Xbox 360.

With Xbox Live, Microsoft has set the 
standard for online integration into 
player experience. Whether it be through 
the much imitated, never equalled 
Achievement system, standardized in all 
360 games, Party chat that lets you talk 
with your friends no matter what games 
you’re playing, or even the simple touch 
of bundling a microphone with every 
console, Microsoft’s console makes it 
easier than ever to let you get to know 
your fellow gamers.

After playing on the 360, it’s hard to go 
back to any other console. How can my 
accomplishments have meaning if they 
aren’t recorded in my online profile, vis-
ible to all my friends? How am I supposed 
to learn about new releases if I don’t 
have Microsoft telling me what stuff is 
coming out on their Spotlight chan-
nel? How am I supposed to understand 
that I’m playing online if I don’t have 
a thirteen-year-old boy shouting racial 
epithets in my ear? 

Microsoft’s Xbox Live sets the console 
head and shoulders above its competi-
tors. There’s no contest.

psn8214: What Sonic said was good, 
but what it ultimately comes down to is 
the 360’s unbridled popularity. Should 
the question of game consoles come up 
amongst friends, do you really want to 
be “that” one guy with the PS3, or worse 
a Wii? PC gamers will likely not even 
raise their hands here, afraid their long 
basement shut-in sessions (playing WoW 
or something of the like) will be exposed. 
The 360 is CLEARLY the cool kids console, 

and that is more than enough reason to 
justify it’s place atop the other, less radi-
cal systems. 

Willy105: I don’t know, psn8214, that’s 
not the reaction I see for the 360. People 
who come by want to play the Wii, not 
the 360. The 360 is a kid’s videogame 
toy to them. They want to have fun with 
motion control and Wii Sports.

Can’t say what happens when you show 
them a PS3, I have never seen one where 
I live.

fabz_95: The reason why you’ve never 
seen one is because it’s probably sold out 
where you live Willy, it does everything 
so I’m not surprised. I have to disagree 
with you PSN, the PS3 is the better 
console with friends. Why? Because of 
7 player gaming. Have you ever played 
FIFA with 7 players on one console? It’s 
insane. The 360 isn’t able to bring friends 
together on one console and it isn’t 
able to do so online either since all your 
friends (at least, your more intelligent 
ones) will be playing together on PSN for 
FREE.

psn8214: Oh, this is still going on? Sor-
ry, me and Sonic forgot all about this silly 
debate. Right now, we’re in an uber-cool 
XBL party, invite-only, across multiple dif-
ferent games chattin’ it up with our real 
life bros.... while you guys debate which 
console is in second place.

darkspineslayer: We have this new 
tech called a phone. makes it so we can 
talk to our friends with different games.

We also will play the same game with our 
friends to talk to each other. its the basis 
of online gameplay at its finest, playing 
great games with great friends. some-
thing the PS3 has the head up on.

Willy105: Nothing like having your best 
friend be 300 miles from you, and totally 
unsure if he is 15 or 55.

Real friends play real multiplayer locally. 
Not via online. And that is why the Wii 
wins. It forgets what online play is, and 
gives you the most real multiplayer expe-
rience possible.

fabz_95: But how many players can 
play locally Willy? 4? Only 4? On the PS3 
up to 7 players can play one game on one 
console. Not only that but it has a great 
online system with PSN and which is free 
and won’t increase in price any time soon 
(*cough* XBL *cough*).

In conclusion, the PS3 is best for local 
and online multiplayer. Ha.

Jynxzor: Ever hear about LAN parties? 
Best local multiplayer ever.

Nothing beats setting up a massive LAN 
party, all you need are these few es-
sential items.
• empty warehouse to house all the 

ultra PC’s in one room
• Trillions of cords to link the systems 

together
• a Ton “Litteraly” of Cheetos
• a 20 Galon “litteraly” cooler full of 

Mountain Dew “Code Red for the 
most hardcore”

Optional items include, air conditioners 
to prevent the LAN from becoming sweat 
box, deoderant, and pro commentators 
to give flare to the action.

I can play with as many people as I can 
acomidate computers in one room. I can 
play with hundreds of people online “no 
special programs required”. I can get bet-
ter service than both PSN and Xboxlive 
combined for free, say hello to STEAM!. 
I have all the manuals and information 
I could ever want about my games be-
cause I can use the internet on the fly, no 
need to get off my couch and move 5 feet 
to my computer! No sir! with the simple 
touch of a key I saved myself countless 
callories that I can use for my marathon 
gaming sessions.

Can anyone top that?..”Crickets” I didn’t 
think so, take the chumps!

Willy105: Can’t argue with Jynxzor, but 
fabz, where in the world are you going 
to find seven people who want to play 
a PS3?

fabz_95: D:, low blow bro...

Willy105: Sorry, I didn’t realize it was 
true.

fabz_95: It’s not true anymore but it 
brings back memories of back when no 
one had a PS3 and no one cared for one.

But now it’s different! Everyone wants 
the PS3 since evryone wants the best 
console of this generation. The Wii is 
good for parties and for local multiplayer 
but it doesn’t have a wide range of local 
multiplayer games, unlike the PS3 where 
you can find a split-screen multiplayer 
game for almost every genre.

789shadow: Well, I personally 
believe.......

*trips over random wire*
*entire set comes crashing down*
*BZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZZ
ZZZZZZ*

Um, hi. I’m sorry to say that due to my 
clumsiness, the System Wars Versus set 
collapsed. Fortunately, no one was hurt, 
but that puts a stop to this edition. We’ll 
just say that the Virtual Boy wins this and 
every generation. Yay Virtual Boy!

SW VE
RS

US
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This month, I sat down (online) 
with	Justin	Calvert	to	get	a	few	
pressed	answers	out	of	Games-

pot’s	resident	Brit	and	reviews	editor.	
His	answers	are	thusfar:

1.	So,	Justin,	why	don’t	you	tell	us	
how	you	came	to	be	an	employee	of	
GameSpot?

I joined the original GameSpot UK as 
reviews editor back in April 2000. I had 
already been working on print magazines 
(including the Official UK PlayStation 
Magazine) for about four years at this 
point, and most companies weren’t really 
taking online seriously at that point. 
GameSpot UK was required reading every 
morning when I worked for OPM though, 
and I was excited by the idea of being 
able to share content with readers on a 
daily basis rather than just once a month. 
Fortunately for me, the guys in charge of 
hiring at GSUK back then were equally 
excited to hire someone from OPM.

2.	Since	you	are	the	reviews	editor,	
you	basically	are	the	boss	of	the	entire	
reviews	process.	What’s	that	like?

Contrary to what I’m told on a regular 
basis by friends and acquaintances who 
don’t know any better, it’s not the best 
job in the world, at least not in the way 
that they think it is. As the reviews sec-
tion editor I’m responsible for chasing 
copies of games that we need, assigning 
those games to the right reviewers, and 
then overseeing our peer QA process and 
making any edits that we feel are neces-
sary before posting. I’m also the guy who 
gets to deal with companies when they’re 
upset by are review scores, though I’m 
fortunate to have Ricardo Torres running 
interference on a lot of that stuff.

I’m also fortunate to have a killer reviews 
team right now, both here in the US and 
in our UK and AU offices. I have a massive 
amount of respect for former GameSpot 
colleagues who have moved on to other 
things, but I firmly believe that this is the 
strongest reviews team we’ve ever had. 
These guys are passionate, hard-working, 
and a fun bunch to work with. They’re 

also incorruptible, and nothing upsets 
me more than seeing the integrity of this 
reviews team called into question.

3.	Are	there	any	common	System	Wars	
misconceptions	about	the	review	pro-
cess	at	GameSpot	you’d	like	to	clear	up?	
Or	would	you	like	to	shed	some	light	on	
the	whole	thing?

I think the most common misconception 
is that all games start as perfect tens 
and then have points deducted when 
we find things wrong with them. That’s 
not how we work at all. Games have to 
earn every point and half-point that they 
get, so it’d be more accurate to say that 
all games start out as ones. I also find it 
strange that scores of 7.0 and above are 
somehow considered failures or “flops”. 
Fable III, for example, scored a 7.5. 7.0 
means good, 8.0 means great, so 7.5 
pretty much means very good. Last time I 
checked, that’s a positive evaluation.

4.	Being	reviews	editor,	what	was	it	like	
during	times	such	as	the	Grand	Theft	
Auto	IV	score	change	fiasco?

As the guy who wrote the review in ques-
tion and who ultimately decided on the 
score before we took the review live, that 
was extremely frustrating. The facts are 
these: I originally submitted my GTA IV 
review with a score of 9.5. Then, as often 
happens during the peer QA sessions 
that are part of our process for every 
single game we review, that score came 
up for debate and several members of 
the team suggested that a 10 would be 
more fitting. The discussion went on in 
my office for quite some time. The review 
wasn’t live on GameSpot at this time, but 
the text, score, and emblems were all on 
the “stage” version of our site that we 
use internally for checking content before 
pushing it live.

While the score discussion was still in 
progress, we learned that my original 
score of 9.5 had showed up on the live 
site as the result of a bug in our publish-
ing system. At this point, the decision to 
award GTA IV a 10 was made signifi-
cantly more difficult because we knew 

full well that it would turn into a “fiasco” 
as you put it. Nevertheless, we ultimately 
decided that a 10 was the right score 
and, as we pushed the review live, yours 
truly braced for impact.

5.	Hey,	remember	when	Twilight	Prin-
cess	was	reviewed?	Great	times........
How was that?

I assume you’re referring to the lower-
than-expected score of 8.8 rather than 
to the minor error that Jeff made in the 
GameCube version of the review? Either 
way, I was working primarily on previews 
back then and so, at least from the per-
spective of my cubicle, it wasn’t nearly as 
big of a deal internally as it was in vari-
ous forums. It’s not uncommon for our 
review scores to prompt heated discus-
sion, and it’s also not that uncommon for 
our scores to come in a little lower than 
those of other sites. We have no interest 
in deliberately courting controversy, but 
even after all these years of using the 
entire 1-10 scale a lot of folks still seem 
oblivious to what those numbers mean. 
Maybe we should stick words like “good” 
and “great” right under the numbers to 
more clearly define them or something? 
Oh, wait…

6.	Does	the	review	team	hold	games	on	
different	systems	to	system	standards	
or	to	a	universal	standard?	If	there	are	
system	standards,	do	some	systems	
have	higher	standards	than	others?	If	so,	
should	this	affect	the	SW	metagame?

We hold games to the current standards 
of both their system and genre. As new 
games are released, those standards 
change. A game that scores a 7.5 today 
might have earned an 8.5 if it was 
released two years ago, and vice versa. 
As for some systems having higher 
standards than others, the only obvious 
example of that being true that I can 
think of is that the Wii, clearly, has lower 
standards than other current generation 
consoles where visuals are concerned. 
There are plenty of great-looking Wii 
games out there, but it would obviously 
be unfair for us to judge their graphics 
against those of PS3 and X360 games.

7.	Do	you	have	a	set	system	when	you	
review	games?

Since we review games on all platforms, 
I’m going to assume that by “system” 
you’re now referring to how I approach 
my assignments. I tend to take a lot of 
notes while playing games for review but, 
oddly, I almost never refer to them while 
writing. If anything, I’ll look over them 
when I feel like my review is finished just 
to make sure that I didn’t forget to in-
clude anything important. Other than not 
having the option to simply give up on a 
game if I dislike it or find it too difficult 
(which is rare nowadays), the main thing 
for me is that I want to play the game the 
same way that I would if I was playing it 
for fun on my own time. So, for example, 
when reviewing Red Dead Redemption 
earlier this year I was pretty obsessed 
with finding all of the rare horses. And 
when reviewing Forza Motorsport 3 last 
year I got way into the car customization 
stuff.

Our goal as GameSpot reviewers is 
always to have our gameplay experience 
be as close to that of our readers as pos-
sible, that’s why we insist on reviewing 
retail copies, and it’s also why I don’t 
believe in setting firm deadlines for any 
of the reviewers. I don’t think it’s possible 
to enjoy a game in quite the same way 
if you’ve been told an exact date and 
time that you have to complete it by. 
Obviously, we always have an idea of 
when we want our reviews to post, and 
we work hard to hit those dates, but I’m 
flexible on that stuff.

8.	What	led	to	the	decision	to	change	
the	GameSpot	review	system	to	the	cur-
rent	.5	increment	system?

That change was made before I was 
put in charge of the reviews team and I 
actually wasn’t involved in the decision 
making at all. My understanding, though, 
is that Greg and Jeff were looking to 
simplify the system both so that it would 
be less confusing externally, and less 
time-consuming internally. Working with 
the old component-based reviews system, 
the team (myself included) would get

SWM INTERVIEW
JUSTIN CALVERT
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into lengthy discussions not only about 
the overall score but also about the com-
ponent scores like graphics and sound. 
It got kind of absurd at times, and I’m 
personally very happy with the system 
that I inherited from those guys when I 
took over.

Another problem with the old system 
was that, because it placed a spe-
cific amount of importance on different 
aspects of games, it could sometimes 
be tricky for us to award games the 
overall scores we felt they deserved. The 
“reviewer’s tilt” component was in place 
to address this, but, for example, it was 
still difficult to award a sports manage-
ment game with almost no sound a nine 
because its sound score was inevitably 
going to be low.

9.	What	is	your	opinion	on	how	games	
should	be	reviewed	when	early	patches	
to	fix	major	problems	are	in	the	mix?

Great question. This is something that 
I’ve given a lot of thought to, and it’s 
something that comes up even more 
often than you might think. Day one 
patches are becoming commonplace on 
consoles nowadays, and patches are of 
course a consideration every time we 
review a PC game. Companies occasion-
ally ask us to hold back reviews until 
patches become available, to which my 
response is that maybe they should have 
held back on putting the game in stores 
and charging money for it for the same 
reason. If a game is available to buy in 
stores it’s ready to review.

Occasionally, our reviews will hit a little 
later than we’d like (this is always true 
with MMOs, for example), and will 
have to take into account any patches 
or updates that have been released in 
the meantime. But we never hold back 
reviews deliberately. Our solution for 
addressing patches and such, which is 
something I can take credit for, is the 
“After the Fact” system that allows us to 
add updates to reviews. It’s not perfect 
by any means, and we’ve fallen behind 
on adding the updates lately, but it’s at 
least a way for us to acknowledge that 
an accurate review posted on the day a 

game comes out might be less accurate 
a month, a week, or even a day later.

10.	What	game	are	you	looking	forward	
to	reviewing	the	most?

Right now I’d probably have to go with 
the Cataclysm expansion for World 
of Warcraft. I haven’t played WoW in 
maybe four or five months at this point, 
and expansions are always a great 
excuse for me to get back into MMOs for 
a month or two. With that said, I found 
the reviews for both Burning Crusade 
and Wrath of the Lich King especially 
demanding, and I doubt this one will be 
any different. It’s rarely possible for me 
to spend hours and hours playing games 
during work hours, so I end up having 
to devote my every waking moment 
at home to leveling up and seeing as 
many of the new zones and dungeons as 
possible.

Now	it’s	time	for	some	reader	
questions.....

11.	darkspineslayer	asks,	“Do	
you	moonlight	as	a	crime	fighting	
vigilante?”

Not any more, I hung up my mask and 
cape when I moved to the US. Assuming 
this is in reference to my justicecovert 
username, it was actually thought up 
by a friend of mine named Badger who, 
along with his best mate Yoda, was plan-
ning to produce a comic in which there 
would be a superhero loosely based on 
me. The comic never materialized, but 
Badger started calling me Justice instead 
of Justin and so I never forgot the name.

12.	fabz_95	asks,	“What	game	has	been	
the	most	difficult	for	you	to	review?”

Man, that’s a tough one. I’ve taken on 
plenty of tough assignments over the 
years, but I’d probably say one of the 
Star Wars Galaxies expansions, either 
Jump to Lightspeed or Episode III: Rage 
of the Wookiees. On both occasions, I 
had to return to an MMO that I hadn’t 
played in a long time and which I had no 
intention of ever playing again. Fortu-
nately I had never gone as far as deleting 
my character, though I might as well 

have given that SOE ultimately patched 
the creature handler ****out of the 
game completely. I guess Jump to Light-
speed was the toughest one. At launch, 
that expansion did a really poor job of 
explaining how space travel worked, and 
I can still remember buying my first ship 
and then realizing that I still needed to 
buy a whole bunch of different compo-
nents before I could actually use it.

13.	darkspineslayer	asks,	“What	
was	your	first	ever	video	game	and	
console?”

It was a black-and-white Pong machine 
that let you play Pong variants based 
on tennis, squash, and football (OK, soc-
cer). Stuff like that. I’m pretty sure that 
it was one of the Grandstand models 
(possibly the Adman 2000), but I also 
recall it having a cartridge slot, which I 
don’t believe that model did. After that, 
it was quite a few years before I owned 
another console because, in the UK, 
Commodore and Spectrum were way 
more popular than Nintendo or Sega. 
I had a Commodore 64, a Commodore 
Amiga 500 (which I later purchased a 
1MB upgrade for), a bunch of Nintendo 
Game & Watches, and an original Game 
Boy that I remember I had to hide under 
my bed because my parents had told me 
I couldn’t buy one.

Now	for	the	miscellaneous	questions....

14.	What	is	your	favorite	game	of	all	
time?

If you’ve ever listened to The HotSpot, 
you probably have a pretty good idea 
what’s coming next. Speedball 2: Brutal 
Deluxe is certainly in the running, as is 
Sensible World of Soccer, but ultimately 
it has to be Paradroid. Released for the 
C64 in 1985, it was a top-down game 
in which your puny droid had to destroy 
every other droid onboard a huge space-
ship. The twist was that, because, your 
own droid’s weapon was so pathetic, you 
could assume control of other droids for 
a time if you managed to get close to 
them without being destroyed and then 
beat them in a minigame that resembled 
a circuit diagram. It was unlike anything 

I’d ever played before, and I remember 
the first time I ever cleared the whole 
ship I was excited and disappointed at 
the same time when I realized it wasn’t 
the end of the game--now I had to clear 
a second ship.

To this day, I hope that someone will 
release a remake of Paradroid that’s 
as good as the original or, failing that, 
that I’ll manage to get my hands on 
one of the C64 Direct-to-TV games that 
features it or that the version currently 
available on Virtual Console for Wii 
owners in Europe will be released in 
North America. I believe the rights to the 
game are currently owned by UK-based 
Jester Interactive, but I’ve heard nothing 
whatsoever about any plans that they 
might have for it.

15.	How	does	it	feel	being	British,	and	
therefore	automatically	having	the	cool-
est	voice	in	the	room	if	no	other	British	
people are present?

I find this question a little ironic given 
how critical everyone always is of my 
voice when I do video reviews. I prob-
ably sound less monotone when I’m not 
reading from a review script though, 
huh? I’ve never really thought about this 
from a work perspective much, but it’s 
great to have an accent that the local 
ladies like.

16.	Do	u	like	Mudkipz?

Not as much as I like Blastoise.

17.	Any	last	words	for	the	people	of	
SW?

Only that I think System Wars Monthly is 
a great-looking magazine that you guys 
should all be really proud of. I’ve read 
and even written for print magazines 
that don’t look as good. It’d be even 
better if you guys remembered to write 
GameSpot with a capital S. Oh, and how 
come you guys only gave Toy Soldiers an 
AAAA rating? Is it really that bad?

Thanks	to	Justin	Calvert	for	wasting	his	
time	talking	to	us!
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Back in 2007, Harmonix took a 
leap of faith and brought vocals 
and drums into the fold of Guitar 

and Bass they established with the 
Guitar Hero series prior. Since then, 
Rock Band has become the final word 
in living room rock with a successor 
that took the throne for 3 years while 
Activision took the controls of Guitar 
Hero and went on a nosedive straight 
to the ground. Harmonix used there 
bided time from Rock Band 2 well, and 
returned to the scene with what is 
undoubtably a magnum opus.

Enter Rock Band 3. Harmonix has de-
cided not to screw much with what has 
already been established. Aside from 
playability improvements like relaxed 
roll and trill detection, the strings still 
have there 5 frets, the drummer still 
hits things with sticks and your annoy-
ing sister will still believe she can sing. 
New additions to the game include 
the 3-way vocal harmonys seen in the 
previous band specific outings of the 
Beatles and Green day, and arrive with 
little changed. With 3 mics, 3 players 
can now belt out the lyrics to any song 
wether or not there is actualy a part 
for the harmonys. The new keyboard 
gameplay works amazingly, with a new 
world of tunes opened up to the game 
with the inclusion.

Sound design is still spot on, the 
charting expertly done for each instru-
ment and the setlist is the best of the 
series thanks to the addition of the 

keyboard. All the way from “Beast and 
the Harlot” to “Imagine”, players will 
notice the care put in from begining 
to end. The whole experience is now 
much more unified since you never 
leave your bands side. Putting it all 
together, your first gig, landing in 
tokyo and being mobbed by fans, and 
everything inbetween is witnessed 
by the player. previously if you just 
wanted to play any song, you had to 
take to quickplay and forgo any career 
progress. No longer so, and just like if 
you were being stalked by the tabloids, 
every little thing you do earns you fans 
and work toward the dozens of goals 
for each instrument you can set out to 
complete.

“Rock Band 3 smartly 
unifies everything you 
build up and make 
it so its always your 
music, your way.”
The music library has also recieved a 
hefty upgrade aimed towards helping 
players manage what can easily grow 
to a setlist hundreds of songs deep, 
and can be sorted down to whatever 
you want. In the mood for some 80s 
New wave and Pop songs of a medium 
length from Rock Band 3 alone compat-
ible with keys and sorted by what stars 
you’ve achieved on those songs? not 
a problem, just a few buttons away. 

Into random set lists for a surprise, but 
don’t want “Freebird” leaping out to 
maul your Guitarist? A 5 point rating 
system you can set for each song will 
smartly dictate what songs you want to 
show up as much as possible and what 
you never want to see again. Rock 
Band 3 smartly unifies everything you 
build up and make it so its always your 
music, your way.

There’s a lot that I could continue to 
touch on, but you probably made up 
your mind long before I told you about 
this game. All that can be said is that 
Rock Band 3 is a lot like buying a new 
make of a car you’ve owned for years. 
Even if you don’t use the new features 
tossed in, everything just works better 
than ever. Those who are looking for 
less talk and more rock need look no 
further than Rock Band 3.

darkspineslayer

ROCK BAND 3
THE GOOD:
+ The band is bigger than ever, with 7 players
+ probably the best, most varied setlist ever to hit the music genre
+ 2000+ other songs to customise your ultimate setlist

THE BAD:
- 7 player mode brings annoying hitches for the vocalist
- Those 2000 songs, and not even all on the disk plays nice with the new additions
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Blazblue: Continuum Shift is the 
sequel to 2009 fighter Blazblue: 
Calamity Trigger. In general, 

Continuum Shift is more of an expansion 
than a true sequel, similar to that of 
the Super or Turbo versions of Street 
Fighter that Capcom releases. Of course, 
just like what Capcom does with their 
fighting series, Arc System Works does 
the same with theirs in adding more 
features and content to an already 
fantastic fighter.

While it does look not much has 
changed, and that it’s still the very 
same fairly fast paced, combo intensive 
fighter the original Blazblue was all 
about, the tweaks and rebalances are 
fairly significant. The addition of new 
moves and other little things such as 
certain older moves being cancellable, 
the change to the barrier system are 
just some of the things that have been 
modified to certainly suit a better and 
more user friendly fighting system. The 
controls are still the same, you have 
your normal Weak, Medium, Strong and 
Drive attack. The Revolver System allows 
you to chain Weak to Medium to Strong 
to Drive without there being a delay. 
Drive attacks are specific to character 
and do different things and therefore 
shouldn’t be relied on when using the 
Revolver System.

Of course it would be nice if all of it was 
explained to you, and luckily for you 
the game does indeed go over every 
little thing, the very basics of it all. The 
tutorial mode starts off with how the 
attacks work, moves on to skills using 
the various directional inputs and doing 
specials. Of course once you’re done 
this, you can move onto the challenge 
mode. Challenge mode is pretty much 
exactly the Trials in Super Street Fighter 
IV, character specific challenges to per-
form various combos. This is essentially 
where you learn the characters, their 
distortion drives (supers), their bread 

and butter combos (combos you can 
easily rely on and execute) and really to 
see some pretty neat stuff. Challenge 
mode can be pretty daunting for new 
players as some of these combos really 
require some intense timing presses and 
at times, the game just isn’t forgiving 
with the player’s inputs and just really 
require for example a super jump in-
stead of a regular jump even if a regular 
jump works just fine.

In terms of characters, not much has 
been added to the roster, especially 
when you compare it to Super Street 
Fighter IV. It’s rather disappointing that 
they only added 3 new characters and 
an additional 3 DLC characters (2 of 
which have been released so far). While 
one could argue that they all play differ-
ently, a larger roster could easily appeal 
to more people, someone for every-
one. However Blazblue’s roster is still 
fantastic, different sorts of play sty|e 
and odd characters is what you’d expect 
from the Guilty Gear creators. Snake like 
Hazama to the blob Arakune are just 
some examples of the weird characters 
you could use and see a significant 
difference between them and the way 
they’re played. The DLC characters are 
fairly good additions so far, adding to 
the fray is Noel’s old friend Makoto as 
well as Rachel’s butler, Valkenhayn and 
eventually later Platinum the Trinity.

Story mode returns in the same fashion 
as before, you go through a visual novel 
like sty|e and do various battles with 
the other characters in the story. The 
thing about story mode is that while 
it is indeed good for a fighter, it is still 
rather convoluted. It has a rough time 
explaining the story properly and there’s 
a lot of terms and other side stories 
one needs to be aware of beforehand 
or simply read a summary online. The 
anime cut scenes also feel rather cheap 
and look like they were made in the 
90s, of course this isn’t about its cut 

scenes but you’d wish with such a good 
looking anime sty|e game Arc System 
Works would do a little better. However 
the main benefit of story mode is the 
unlocking of one of the game’s secret 
character Mu, and though it’s easy to 
get through it, it’s still a tedious process 
and one would hope they’d have un-
locked it from the get go.

Other modes include the typical training 
mode where you can hone the combos 
you learned from Challenge mode 
while Arcade mode and Versus mode 
are fairly self explanatory. Score Attack 
mode is very similar to Arcade mode 
albeit the difficulty is a lot higher and a 
Game Over means a Game Over. It’s the 
mode in which you can rack up points 
and compare your score to other people 
online. Lastly there’s the meat of the 
game, the online multiplayer. If you’ve 
played Blazblue: Calamity Trigger, you’ll 
be aware of it’s fine netcoding and the 
very minimal latency and lag during 
matches. While Continuum Shift still 
has some fine netcode for a fighting 
game, there is more of a frequency in 
lag compared to Calamity Trigger which 
is sorely disappointing, at times it makes 
certain input heavy characters such as 
Taokaka or Hazama just nearly unplay-
able. A new plus side is that you are able 
to play Training mode or Arcade mode 
(Ranked matching only) while waiting to 
be matched up in Ranked or if waiting 
for players to enter your lobby in Player 
Matches.

Graphically, Continuum Shift retains the 
beautiful anime like sprites from the 

first game. Sprites rendered nicely 

into HD and as well as have a smooth 
animation to them that nears the 
quality of King of Fighters in terms of 
sprite animation. The game doesn’t 
suffer any hiccups, it doesn’t suffer from 
tearing, there isn’t any lag; it’s just a 
smooth, fast paced battle between you 
and your opponent. Accompanying this 
good looking game is a tremendous 
soundtrack that fits so well with the 
game’s characters and themes. Daisuke 
Ishiwatari’s soundtracks have always 
been second to none and Blazblue 
Continuum Shift is no exception.

Overall Continuum Shift offers much of 
the same of the previous game without 
as many additions as one would like (but 
of course that’s why it’s offered at $40 
instead of a full $60), but it still has that 
Blazblue charm and fun to it. The fast 
paced fighting, sick combos and varied 
characters give Blazblue a good edge 
when compared to other fighters even 
if the roster addition has been miniscule 
and Challenge mode is a tad challenging 
to many beginners, it’s still a fantastic 
game that I recommend to many to try 
out.

siLVURcross

BLAZBLUE: CONTINUUM SHIFT 
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Space Invaders: Infinity Gene

Platform: PSN, and XBLA

Score: AAA

There are games that haven’t 
evolved much since the beginning 
of time (looking at you, Halo). 

Then there are games that evolve with 
each installment, such as Final Fantasy. 
And then theres Space Invaders: Infinity 
gene.

This downloadable gem opens with a 
brief look at the original game, almost 
as if to mock its own outdated design 
in these modern times of 4D and Uber 
cells and whatnot. the game soon breaks 
away, fading out to a fitting quote from 
Mr. Darwin himself, before launching 
players on one trippy ride of a shooter 
that’s tied to its namesake, while crank-
ing it up to 11.

Infinity gene doesn’t just settle with 
breaking the mold within the first 5 
minutes. as you continue your journey 
to eliminate those pesky invaders, evolu-
tion takes hold of your game and sud-
denly, its as if the mold was never there 

in the first place. the ability to move 
freely is granted early, as without it you 
will most certainly run headlong into an 
enemy vessel in no time flat. the whimsy 
of these evolutions eventually tappers 
off as you find they more often than not 
open more of the sound test rather than 
a new weapon of invader destruction for 
you to play with, but at its core, Infinity 
Gene still grabs you up in its new age 
retro world with game-play as engaging 
as ever before.

Sound and graphics only complement 
the gameplay to an engrossing degree. 
hard and fast techno beats match up 
with retro blips and laser fire like peanut 
butter and chocolate. The console 
versions enjoy custom music capability 
through the system infrastructure, so 
when those techno tunes start getting 
old, some tunes are only a few buttons 
away. The graphics never stray too far 
from home either. the artstyIe is notice-
ably retro, while also bringing everything 
up to a new age shine that can be en-
joyed by all, without being an eyesore.

Not content to leave you with hours of 
standard shooting fun in the normal 
mode, the game also includes challenge 
stages that change each time, bonus 

stages that will test your skills and the 
ability to take the music off the hard-
drive to generate stages from the music 
data itself. these typically work quite 
well, and makes it so the invasion is only 
as short as your music collection.

At the $10 price of admission, should 
you take up arms against the alien 
menace, or is this just an invasion of 
your wallet. Space Invaders Infinity Gene 
shows anyone willing to dive in a fun 
time full of twists that should satisfy any 
itchy trigger finger.

darkspineslayer

KANE & LYNCH 2: DOG DAYS

What we have today is definitely not 
a scare, but a horrifying sequel to a 

failure of an original game.

Kane & Lynch 2: Dog Days is an awkward 
game, while I enjoyed my time spent 
playing it I thought to myself, this is so 
much better than the original. But there’s 
one glaring problem. With a solid shoot-
ing mechanic, and a revamped cover 
system, Kane & Lynch 2 doesn’t do much 
or actually it doesn’t do anything at all.          

Kane can’t catch a break, at the beginning 
of the game we learn that these two 
thieving bastards still haven’t learned 
their ways after the first game and are 
still wanna be badass gangstahs. So after 
an older wiser lynch (new & improved 
with an Asian girlfriend now) sets up an 
arms deal, Kane comes down to Shanghai 
as a farewell to the business this being 
the job that will set them for life. But as 
soon as Kane arrives Lynch must run an 
errand ( and it’s not laundry or getting his 
eyes checked) they have to take down a 
small time gangster and in turn accidently 
kill the daughter of a man of great politi-
cal importance.

So after they screw the pooch, all hell 
breaks loose and it’s a scuttle for the 
police of Shanghai to find and murder the 
living crap out of Kane and Lynch. Every-
where becomes a warzone, McDonalds, 
rooftops, alley ways so on and so forth. 
The game leads you from one mission 

to the next of the dynamically paired 
duo trying to make it out of Shanghai, 
there’s no real variety in the environ-
ments except for the end of the game 
(there is an interesting moment where 
the duo are running around the city ass 
naked though), when a helicopter they 
hijack just so happens to crash land on 
the building where the father of the mur-
dered girl awaits for them. And even after 
they exact their revenge the characters 
still haven’t grow, it’s like if I was on a roll-
er coaster that went in a circle, with no 
crazy drops or upside down loops. It’s just 
uninteresting and uninspired gameplay 
that really makes the game not boring, 
but just not exciting. It’s a mediocre third 
person shooter I enjoyed but only for 
a good weekend. There are some pro’s 
though. An aggressive AI keeps you on 
your feet, destructible cover keeps you 
moving, your AI partner isn’t an idiot, and 
the online mode is interesting enough 
to keep you engrossed. But with more 
complete and robust shooters like reach, 
bad company 2, Kz2, and other games it 
just doesn’t compare.

Kane and lynch 2 is an average game with 
average cover/gunplay and an interesting 
online. As I will say this game isn’t worth 
full price, but within a month and a half 
has dropped down to $40 spondullucks 
already. So if you’re looking for good time 
filler and have exhausted all your op-
tions,  Kane and Lynch isn’t the worst TPS 
around But it isn’t the best either.

ANIMAL-MOTHER

SUPER MARIO RPG (SNES)

Super Mario RPG Legend of the Seven 
Stars hits all the right notes for being a 
great RPG. It has an interesting combat 
system that will keep you involve in the 
game, a catchy soundtrack with some of 
the most memorable songs in a Mario 
game, an interesting story for a Mario 
game,and very memorable characters.

The game looks very good for an SNES 
game. The background is very colorful 
and brings the Mushroom Kingdom to 
life. The various locals you will be explor-
ing all look unique and beautiful. The 
character sprites all look great and rep-
resent the characters well. The monsters 
look nice and fit in well with the Mush-
room Kingdom. However many monster 
sprites are re-used. This breaks away 
from the immersion a bit.

The main characters are done really well. 
Mario, the silent but tough Hero, Bowser, 
the comical character, Peach, the strong 
willed princess. Two new characters ap-
pear in this game and this game only, (not 
counting cameos) Geno, the warrior from 
Star road, is an interesting character. Mal-
low is another new and interesting char-
acter. I won’t spoil anything but he’s more 
than he appears.

The music is very good. It’s done by the 
composer of the Parasite Eve and King-
dom Heart series. The tunes you hear 
will be stuck in your mind and keep you 

humming it.

The game uses a time hit system. When 
your character attacks, you can hit the 
button again right before attacking to do 
more damage. You can also reduce your 
enemies attack by hitting the attack but-
ton before they hit you. This really helps 
you stay focused while playing the game. 
It adds depth to the game.

The game does have one problem that 
hardcore RPG fans will not like. The game 
is a bit too easy. The game doesn’t do 
much to challenge you except with two 
bosses and one of them is optional. Ma-
rio and the gang gets special moves that 
use FP (flower points). Each character has 
his or her own special moves. You can 
raise FP by using Flower tabs/boxes or 
just by finding flowers in blocks.

The story is a bit different compared to 
the other Mario games. It still start out 
with the cl@ssic Bowser kidnaps Peach 
and Mario must go rescue her. However 
as you progress through the game, it gets 
deeper and deeper. It’s not complicated 
but it’s a nice change of pace. 

Pros:
    * Brilliant Music
    * Addictive Gameplay
    * A nice story 
Cons:
    * Re-Used enemy sprites
    * The game is a little easy. 

Timmy00
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The first BioShock was a master-
piece. It was a raft of original-
ity in a sea of repetitive bull 
**** (ie, the FPS genre). It took 
some core ideas from System 

Shock 2, simplified them and integrated 
them into a new (understatement) game-
world, and then filled that simple frame-
work with perhaps the most thought pro-
voking, bat **** insane content that the 
genre has ever seen.

Its failures are minor in comparison to its 
enormous accomplishments; “overrated” 
is the term that comes to mind for most 
people when they notice everything that 
slipped through the grasp of BioShock’s 
ambition.

Personally, I tend to notice those things 
that it managed to pull off more than 
those things that it couldn’t; in my mind, 
its high points are up there with the 
best moments from all of gaming, and, 
generally speaking, the most ambitious, 
exceptional games, are usually rife with 
problems.

Planescape: Torment is an amazing 
****ing game; It reached heights within 
the medium that have yet to be sur-
passed (or even matched) in terms of sto-
ry and writing. Many respectable people 
call it the best RPG of all time, and quite 
a few call it the best game ever, period.

Even so, let’s be real here: there was a 
serious drop in the quality of Torment’s 
content post-Sigil, and that lasted basi-
cally up until the finale.

Point being (to rip off Pauline Kael), great 
games are rarely perfect games, though I 
would modify that statement to say that 
great games are never perfect games. 
Ever. So, having said that, let’s talk Bio-
Shock 2.

In many ways, it’s sort of the sequel that 
never should have happened. Irrational 
didn’t wan’t to make it (Infinite is their 
BioShock 2, clearly) but 2K did; why? Be 
honest, gentlemen: it’s a bloody cash-in.

They knew they could make money off 
another game set in Rapture, so they 
made one. End of story.

This, however, is not necessarily an in-
dictment of the game itself. The reasons 
behind it’s development matter mostly in 

a historical/contextual sense. The game 
deserves to be reviewed on its own mer-
its, and it does have some.

First of all, the combat in general is bet-
ter. It’s more interesting and varied, the 
dual wielding of plasmids and weapons 
is nice, the drill is fun (particularly when 
you powerslide into someone from thirty 
yards away), and the new enemies (along 
with the new versions of old enemies) are 
well designed.

In other words, it’s exactly what you 
would expect from a direct sequel. More 
weapons, more enemies, slight improve-
ments to the mechanics, little tweaks 
here and there. Nothing earth shattering 
(like moving it to a city in the sky and hav-
ing lunatics flying around on rails and fir-
ing giant cannons and stuff).

BIOSHOCK 2
*WARNING: POSSIBLE SPOILERS FOR BIOSHOCK*
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It gets ****ing insane sometimes, and is a hell 
of a lot of fun, like the original, just moreso.

Story? Not so much.

It isn’t that the overall tale isn’t good, it is, it’s 
just that the quality is diminished in general, 
like changing from one brand to another and 
losing that special something along the way.

The writing isn’t as good. In BioShock it was in-
credible; foaming at the mouth crazy, yes, but it 
was ballsy and ferocious, and quite unlike any-
thing else.

“A worm looks up and sees the face of God! 
But look around ... it’s a regular convention of 
worms in here. They all had mothers, fathers, 
people who loved them. They got married, 
**** their wives. What makes you think you’re 
any different? I haven’t chosen a spot for you 
on the wall yet. Let me know if you have a 
preference.”

Certain of its scenes were potent beyond what 
I had ever expected from it; most people men-
tion the confrontation with Ryan or any of the 
Sander Cohen moments, and I won’t disagree, 
but along the way there were all these incred-
ible little moments, beautiful and terrifying and 
perfectly measured.

I remember a scene in Fort Frolic where the 
ghost of a woman (someone Jack really should 
have known) led me across a stage, past strip-
per’s poles, into a dark hallway. ‘Bir mir mist 
du schön’ was playing. I retraced the footsteps 
of an old man, witnessed through time’s back-
pages him murdering this special woman, then 
watched the door open slowly and entered and 
saw the present state of things (or the past 
state of things, or maybe both). Time, motiva-
tions, relationships, all synchronized. It was 
horrible, and it was beautiful, and BioShock 1 
was made of these kinds of moments.

It’s not that BioShock 2 doesn’t have good mo-
ments, it’s that the flavor has been watered 
down, so to speak. The game doesn’t deliver 
scenes like the one I just detailed. I stopped ex-
pecting it to at some point.

It goes, and it goes, and it delivers on its prom-
ises, but its promises aren’t very big ones. It 
reached low, and it caught what it was reaching 
for, but who cares?

BioShock’s grasp far exceeded its reach, and fell 
on its face several times, but when it did catch 
hold, it was ****ing brilliant.

In other words, BioShock 2 may never fall to the 
lows of its predecessor, but it doesn’t get any-
where near its highs, either.

FINAL SCORE:

Backhanded compliments out of 10

jethrovegas
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SystemWars Monthly 2.0 wants you to submit your reviews and articles to us so it can feature in the next issue of SWM! 
Of course, while we do not gaurantee every piece that gets sent in to us will be featured, we will do everything within our 
power to make sure every fellow contributor has an equal chance at participating. So, do you have something that you want 
to feature in SWM? Drop on by the sister union of SWM 2.0 -- SystemWars Monthly Connection! Post your content there, 
and we’ll get back to you ASAP! We are a community driven magazine that pours blood, sweat and tears into this work of art 
-- without the community, we are nothing!


