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Sleeping Dogs is sliding in 
almost under the radar.

Read our feature on page 10.
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Ah, August. Spring is almost 
in the air… almost. Not that 
we have had a bad winter 

here in Johannesburg. Snuggling 
up with a good heater and a great 
game just didn’t happen much this 
year. That was, in part, because the 
weather here was simply too good 
for heaters and blankets. And, in part 
because there haven’t been a huge 
number of games released over the 
last few months. Unlike last year, 
the industry is not following a more 
measured release approach, rather 
reverting back to old habits which 
leave the middle of the year feeling 
like a barren wasteland – at least in 
terms of new titles.

That, though, will soon be changing. 
This month alone we have a few top 
title hitting shelves, including the 

likes of Darksiders 2, Sleeping Dogs 
(which is on this issue’s cover) and 
Madden NFL 13. While August still 
isn’t a bumper month, it is looking 
better – and I, for one, am really 
excited about Sleeping Dogs. And 
the rest of the year, for that matter. 
There are a lot of big names on the 
way… so many, in fact, that I am a 
little apprehensive. Visions of the 
2008 gaming boom, which blasted 
us with tons of awesome in the last 
quarter of that legendary year, are 
dancing in my head. There are going 
to be more than a few late nights 
ahead for the Gamecca Crew and 
I as we work our way through all of 
those titles.

And then there’s the Wii U, 
as well. There will be even more 
games launching, thanks to the new 

Nintendo console. It looks like there 
won’t be any holidays happening for 
us at the end of 2012. Unless, of 
course, the crack-pots who blurt on 
about the Mayan Prophecy are right, 
in which case the whole planet will 
get a permanent break. I hope that it 
doesn’t happen. 

And if it does, I hope we have had 
the time to get through all those 
great game releases first. It would 
really suck if the world ended the day 
before a highly anticipated release 
hits the shelves…

Right, enough thumb-sucking from 
me… we have a nice big preview 
section for you this month, as well 
as some great game reviews and 
features. Let’s get on with it, shall 
we? g
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R7970 Lightning
Core/Memory 
1070MHz Core
3072MB GDDR5 5600MHz Memory
Video Output Function
Mini DisplayPort x 4, Single-link DVI-I x 1 
Single-link DVI-D x 1 

Key Features:

Unlocked Digital Power
GPU Reactor
Xtreme Thermal
Military Class III Components



On the internet, no one can 
hear your argument.  

No one can see how 
ridiculously good-looking you are.

No one cares about your chiselled 
abs, your honours degree in 
molecular biology or the car in your 
garage which you maintain is not 
compensating for anything. People 
do not see much of you as a person 
when you’re in a multiplayer game 
online, you give them all they need 
to know in your skill or lack thereof, 
your avatar if applicable and the ever 
treacherous screen name. 

I kept the same screen name in 
everything from my mIRC account to 
the text scrawled across my school 
notebooks. Those were the simple 
days before you had to add copious 
characters, numbers and illogical 
letter replacements in order to find a 
name that wasn’t already owned by 

some American half your age with 
faster net than you.

I used to be a very confused pre-
teen on those chat rooms, I could 
never understand why I got more 
filthy private chats than anyone else. 
Only when I reached a less innocent 
age did I realise that my screen name 
was not only a cute nick for the stuff 
I sold at school to make extra tuck 
shop cash… but “IceLolly” was also 
kind of dirty for an 11yr old girl.

This morning I got an IM filled 
with profanity, exclamation and 
disgust. Something horrible, unfair 
and despicable has obviously just 
happened to this poor boy. I replied 
with shock and honest concern, 
terrified of the incident that resulted 
in this outburst. I got a reply of 

“Some child just stole my nick!”.
I could have told him off, I could 

have said there are children in Africa 

with dial up, I could’ve told him that 
some people still game on PS2; that 
he should stop whining until he gets 
a real problem. I could have. But 
instead, my reply was simple.

“DESTROY HIM!”
I have been running around online 

under the name of IDoubleDQD 
for a while, and, possibly because 
of a lack of real achievement in the 
MMO world, or because no one else 
on earth thinks my name is cool, 
it has never been stolen. But your 
nick is your identity as an online 
gamer. Despite representing your 
in-game skill and achievements 
gained whilst methodically destroying 
your social life, your nick is who you 
are. Especially having come from a 
generation where we have managed 
to secure screen names without 
characters, we must battle against 
the 12yr old gamers attempting to 

steal our beloved nicks and call 
us N00Bs for losing them. 

It takes real skill to have 
screen names that pass through 
profanity detectors but still 
identify you as being filthy 
minded, skill that takes years 
of listening to a dial-up modem 
and screaming at your brother 
for picking up the phone, skills 
that cannot be acquired by the 
gamers who were (terrifyingly 
so) born after 2000. 

And as I sign into Battle.net for 
a bit of post-work stress relief, I 
will fondly look on the names of 
our generation. The toxicwaffle, 
halfadog, TheHighGuy, our ally 
PoddleNoodle and who could 
forget the lovable Sloppy2nds.

You can take my win-streak, 
you can take my high-score, you 
can take my self-respect through 
a clever series of jokes about my 
mother… but you will NEVER 
take my screen name. g
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Sleeping Dogs is taking 
something of a stealthy 

approach...
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The video game industry is, to 
a large degree, dependant on 
hype. We’ll all hear about a game 

years before it gets released, and much 
of what we hear is designed to build 
anticipation to a fever pitch. Often, than 
anticipation leads to disappointment, 
with games not delivering on promises. 
Sometimes, the hype is all true, and 
gamers are thrilled when their growing 
impatience is rewarded by a stunning 
title. And then there is the third instance, 
the least common by far. That’s when a 
game has very little hype, comparatively, 
and yet stuns everyone with its 
excellence. And it looks like Sleeping 
Dogs might just be that kind of game.

Sure, we have been hearing more 
about this game as its release – set for 
later this month – draws closer, but for 
the most part it has been as covert as its 
main character is.

The premise behind Sleeping Dogs 
is straight forward, and not one that 
we haven’t seen before. The player will 
assume the role of Wei Shen, a cop 
sent deep undercover to infiltrate and 
investigate the Triads plying their illicit 
trade on the streets of Hong Kong. 
Wei has spent most of his life in San 
Francisco, and makes his return to Hong 
Kong as a San Francisco police officer 
sent to assist Hong Kong’s Triad Bureau. 
The character (and the player) will 
experience a moral struggle as they need 
to perform criminal activities, in order 
to investigate and take down a criminal 
organisation.

At the core of the game is an open 
world mechanic that will provide the 
player with a massive environment to 
explore. This third-person action game 
will also feature role playing elements, 
including three different experience 
point stats and customisable weapons, 
clothing and vehicles. Skills will also be 
improved through use in the game world.

Travelling will be on foot – during 
which the player can perform a variety 
of movement actions, as well as engage 
in combat – and in vehicles, including a 
wide variety of cars and motorcycles. 

Combat is either hand-to-hand, using a 
free-flow system to perform impressive 
martial arts moves, or weapon based. 
When using firearms, the game’s cover 
system will allow players to move 
between cover, blind fire, aim freely and 
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target specific opponents… and even 
specific body parts.

And then there’s the driving… this 
important aspect of the game promises 
to be action packed, with a good vehicle 
combat system. Wei will even be able to 
leap from one moving vehicle to another, 
provided it is a ground vehicle.

While not engaged in the story 
missions – which the player will be able 
to do at their leisure – Wei can steal 
cars, engage in street races, try his 
hand at karaoke, bet on cock fights and 
visit gambling dens. There will even be 
several potential love interests for the 
main character. All of these activities will 
also reward the player.

The nature of the game has drawn 
many comparisons to the Grand Theft 
Auto franchise but, while these are not 
inaccurate, Sleeping Dogs has its roots 
elsewhere. It stems from a franchise that 
was abandoned by Activision, called True 
Crime.

After low sales figures and criticism 
met the second instalment in the True 
Crime series,  development on the third 
game – to be called True Crime: Hong 
Kong – moved from Luxoflux to United 
Front. This was largely due to the fact 
that the Luxoflux studio was due to be 
shut down.

After numerous delays, the 
development time and budgetary needs 
of the development process grew to a 
point where Activision no longer saw the 
product as viable. A decision to cancel 
the game was made in February 2011.

Six months later, publishing rights for 
the game were acquired by Square Enix. 
However, because the new publisher did 
not also get the naming rights, the title 
was changed from True Crime: Hong 
Kong to Sleeping Dogs. Developers 
United Front are still at the helm.

With trailers, screenshots, videos 
and more information being released 
regularly in the face of Sleeping Dog’s 
upcoming release, a lot of excitement 
is being created around the title. It 
seems, on the surface, that Square 
Enix’s acquisition of the title was a very 
clever move, as Sleeping Dogs has the 
potential to redefine a very popular 
genre. We will have to wait until the 
middle of this month to find out for sure, 
when Sleeping Dogs hits the shelves for 
PC, PS3 and Xbox 360. g 
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With a trickle of games coming in, we are preparing for 
the flood gates to open within the next two to three 
months. We’re sealing the hatches and barricading 

the doors... the last few months of this year are going to be 
awesome! And what follows is a few of the reasons why... g
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Adapting expectations of MMO’s

Revolution 
Evolution

by Lein Baart
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The first Guild Wars was seen as something of 
a revolution in the MMO industry. Just a few 
months before, World of WarCraft had shown 

the world just how lucrative a MMORPG could be, with 
Blizzard raking in cash hand over fist, sitting on a throne 
probably built out of $100 wads. Then Guild Wars was 
released, and shockingly, there were no subscription 
fees. Not only that, but the majority of the game could 
be played as a single player experience. It was a brave 
step by developers ArenaNet, and the measure of their 
success lies in the fact that not only is Guild Wars still 
here, but the sequel is just around the corner.

This time, though, it seems ArenaNet has opted to 

stay the course, refining the elements of the first game 
rather than giving the system a complete overhaul. There 
will be eight professions available, though doubtless there 
will be more with expansions, as well as five playable 
races, including the antagonists of the first title, the charr. 
The level cap will also be raised from 20 to 80, which is 
meant to provide the perfect balance between character 
development and grind. It all come across as surprisingly 
standard, with the exception that ArenaNet have opted to 
do away with a healing class, allowing impromptu groups 
to form easier.

In fact, impromptu appears to be what Guild Wars 2 is 
all about. By far its most exciting aspect, the Dynamic 
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experience in relation to his effort. It’s a fantastic system, 
designed make players friends rather than competitors, 
and with each area’s difficulty being scaled to the number 
of players present, there should never be a shortage or 
overabundance of foes to smite.

There’s plenty to be excited about with Guild Wars 2. 
More than just the mechanics, the backstory and graphics 
have received what appears to be impressive attention, 
and Guild Wars 2 is shaping up to be the complete 
package. Whether or not it’s the illusive “WoW killer” 
remains to be seen, but then it’s never been about that. 
There’s room for more than one MMO, and Guild Wars 2 is 
definitely bound to leave its mark. g

Events System that Guild Wars 2 will introduce looks 
to almost completely do away with traditional questing. 
Rather than an endless stream of players queuing to kill 
that last damn wolf, each player will be assigned a rather 
vague quest like “help the farmer”. How you go about that 
seems to be a rather broad possibility, as the beta tests 
have shown that a number of tasks can accomplish it. 
Every player will impact on the quest, depending on how 
they choose to fulfil it, and this will cause “ripple effects” 
in the persistent game world, spawning monsters that 
every adventurer can aid in defeating. To help build this 
sense of community, standard mechanics like “kill tagging” 
have been dropped in favour of each player being awarded 

Genre: MMO

Offering both refinement and innovation, Guild 
Wars 2 should be a breath of fresh air to the 
industry, and one that is sorely needed.

Developer:
Publisher:
Distributer:

ArenaNet
NCsoft
Megarom

ETA

Aug 2012
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The world of profession actors, performing 
well trained fighting moves to a pre-
determined ending known as professional 

wrestling is entertaining when someone gets 
hurt being thrown off a ladder, which happens to 
be on top of a steel cage 30 feet in the air. That 
doesn’t normally happen anymore because of 
over-protective mothers protesting with hunger 
strikes outside television stations stopping the 
rest of us from watching awesome TV.

It doesn’t seem like WWE 13 will be very 
different from the previous titles in the franchise 
but it will surely introduce some cool new 
features, including various OMG moments like 
reversing finishing moves, and breaking through 
tables and rings. 

The line up will consist of the current WWE 
Smackdown and RAW wrestlers and will also see 
some old faces returning, like Stone Cold Steve 
Austin, Mankind and Mike Tyson, the latter being 
exclusive content for the pre-ordered game.

WWE 12 was a bit of a let-down when it came 
to presentation; it felt a little too “broadcasty” 
and more like an episode of wrestling… not a 
fighting game like you would expect. A little less 
role playing and some more fighting, improving 
the graphics and character movement in and 
out of the ring, new moves and a better control 
setup would really help and make this title much 
better than the previous one. 

What sells is entertainment and entertainment 
(in this case) is fighting, people getting hurt and 
some blood, a few tables and chairs used as 
weapons, or maybe a royal rumble.  We’ll see 
some of these, at least, in the new game, but 
whether it will feature the improvements we’d 
like to get remains to be seen.  g
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But only in terms of the game.

Weirdly Wonderful 
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by Dylan Bouch
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Genre: Fighting

Let’s hope for a fighting game and not a 
daytime soap-opera...

Developer:
Publisher:
Distributer:

Yuke’s
THQ
Ster Kinekor

ETA

Q4 2012
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Silent Hill: Book of Memories is a spin off 
game in the Silent Hill franchise created 
exclusively for the PlayStation Vita.

The story begins as you receive a strange 
book, inside of which is a record of everything 
that has ever happened in your life up until this 
point. By altering what is being written you can 
essentially change history and rewrite your past. 

For the first time the franchise will feature a 
co-op mode via wireless and the focus this time 
around is very much on multiplayer, as opposed 
to the traditional psychological horror that is so 
typical of the previous Silent Hill games. Players 
can actually work together as they explore 
different Otherworlds and solve puzzles. 

With some rather limited character 
customisation, including character class, this 
represents a bit of a break away from the 
traditional Silent Hill narratives which usually 
employ a single character. Players can find 
different weapons to use, all of which have 
limited durability, as well as equip artefacts to 
boost stats. Interestingly supernatural powers 
are also available to the player, and this is 
controlled by the manner in which the player 
makes their kills. It’s nothing original but it’s 
certainly a new introduction into the Silent Hill 
games and could make or break this episode in 
the franchise.

Much the same as the other games, Book of 
Memories is very puzzle heavy, plus there are 
additional side quests that, like the puzzles, are 
auto generated.

There is a lot more focus on combat in this 
game, and the introduction of the class based 
system will likely bring something new to the 
Silent Hill franchise. g
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Hold my hand... 

Silent Hill 
Goes Co-op. 

by Pippa Tshabalala

Genre: Survival Horror

Silent Hill introduces co-op, superpowers and 
class systems. On a handheld. Sure, let’s see 
how this plays out.

Developer:
Publisher:
Distributer:

WayForward Technologies 
Konami Digital Entertainment
Ster Kinekor

ETA

Oct 2012
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For a second time.
Going Faster…

by Charlie Fripp
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When gamers think of racing games, often 
their first thoughts will be of the incredible 
Need For Speed franchise. This series of 

street racing titles began more than a decade ago, and 
there seems to be no stopping the franchise.

While some of the titles in the series garnered a 
bunch of mixed responses, fans have shown loyalty to 
the series, with high sales for the number of reboots 
the developers created. The latest instalment in the 
franchise will be no different, as publisher EA decided to 
reboot one of the most popular games - Need for Speed: 
Most Wanted.

Strictly speaking it’s not really a reboot, as the new 

title will pick up from the original IP, and will also follow the 
same gameplay style of the first Most Wanted. Gamers 
will have the option to pick one car and race against other 
drivers to a pre-determined final checkpoint.

As with the original game, police vehicles will more often 
than not jump into the chase and try to force the drivers 
off the road. The will cause for an  added adrenaline rush, 
as gamers will have to deal with the cops and competing 
drivers in order to speed past the finish line.

In terms of the gameplay and format, gamers will find 
familiarity in the way which the story is driven forward. 
Just as with the original title, players will be given a 
Blacklist of 10 racers (compared to the 15 from the 2005 
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whole host of statistics. EA also confirmed that Autolog 
recommendations have now been integrated into the game 
world, rather than sitting externally in the menu system.

But with that said, EA promised that the driving model 
will be “deep, physical and fun”, and shouldn’t be anything 
like Criterion’s Burnout. It might be a difficult thing to pull 
off, as Criterion is also developing this title.

The game, though it is a bit of a reboot, looks to be 
absolutely amazing, and with the Hot Pursuit reboot was 
anything to go by, gamers will be in for a stunning treat. 
The graphics are set to be some of the best we have seen 
from the studio, and it will no doubt have a very rocking 
soundtrack. g

game), and they will have to race and beat their way to the 
top.

Another departure from the original title is that it will 
also borrow some elements from Criterion’s Burnout 
series, meaning players will race in an open-world – while 
the final checkpoint is at a defined destination, how drivers 
get there is completely up to them. The most important 
factor here is that the shortest distance isn’t necessarily 
the best way to win a race. 

A standard feature in Need For Speed (and many new 
EA games), is the use of the Autolog system, which 
allows gamers to check a friend’s time on a certain 
section, compete with other virtual drivers and display a 

Genre: Racing

If history is to be believed, this reboot will be 
simply breath-taking.

Developer:
Publisher:
Distributer:

Criterion Games
Electronic Arts
EA South Africa

ETA

Nov 2012
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I have gamed for many years but I never liked 
arcades. I preferred playing games where I 
wasn’t terrified of the vast array of diseases 

I might catch off of the joysticks. But you 
cannot deny that arcade games played a vital 
role in most gamers’ childhoods, and Marvel 
vs. Capcom Origins combines the best of two 
of the most popular games. Marvel Super 
Heroes and Marvel vs. Capcom: Clash of super 
heroes were both hugely popular in the ‘90s 
and everyone loves a bit of gaming nostalgia, 
provided it doesn’t prevent the developers from 
creating all new titles once in a while.

Origins will combine these two games, taking 
the one-on-one of Super Heroes and the two-
on-two of Clash of the Superheroes to create 
one kitsch journey down fighting memory lane. 

For the first time, the game will make use 
of GGPO-enhanced online time to make for a 
more seamless game. And still I cannot type 
GGPO without thinking of how bizarre it is that 
we have an acronym for the term “Good Game 
Peace Out”.

Take all of these features, throw in a sprinkle 
of tag systems, team attacks and assists and 
then take that pile of goodness and submerge in 
a bucket of HD. Leave submerged until garish. 
Remove from HD enhanced goo. Allow to cool. 
Download off of PSN or Xbox live. Enjoy with a 
side-serving of button-bashing. 

Jokes aside, there is little Capcom could do 
to leave me cold, alone and disappointed. This 
game might be nostalgia at its best and these 
arcade titles often work extremely well with HD 
re-releases. 

Long live the button bashing brightly coloured 
re-release. g
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Two classic arcade brawlers in one kitsch download

Smells Like 
Childhood

by Sarah Snyman
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Genre: Fighting

The best of Marvel vs. Capcom in one title, 
‘90s arcade fighting without the sticky carpets 
and the bullies who stole your tokens.

Developer:
Publisher:
Distributer:

Capcom
Capcom
Online

ETA

Sep 2012
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Japanese RPG’s, or JRPG’s, are a dish 
seldom sampled by us unenlightened 
here in the West (or South). Beyond Final 

Fantasy and the like, which have received major 
mainstream attention, there are literally hundreds 
of titles that have never made the cultural 
crossover. 
While it’s become difficult, to say the least, to 
put modern games in easily definable genres, 
generally JRPG’s are heavy on long winded 
cutscenes, tons of battling, and enigmatic 
characters with stupid haircuts and oversized 
swords.

The Tales series has generally clung to most of 
these conventions through its 13 core releases. 
Heavily influenced by anime, the series is probably 
best known through its battle mechanic called the 
Linear Motion Battle System, along with several 
unique takes on standard RPG elements.

Originally released back in 2009, Tales of 
Graces, the 12th entry in the series, hit the Wii to 
rave reviews and due to popular demand has now 
made its way over to the PS3 as Tales of Graces 
F. Despite a North American release in March, 
the title is only now coming the lands of PAL, and 
is set to delight fans with updated graphics and 
several additional features, including an epilogue 
not included in the original story.

Tales of Graces F will still retain the Style Shift 
Linear Motion Battle System of the original, which 
was highly praised, as well as most of the series’ 
staples such as the skits. The plot will revolve 
around several childhood friends and their growth 
into maturity, and was well received in the original. 
Nothing here particularly screams innovation, 
though fans of the series will no doubt appreciate 
all the extras included in the updated version. g
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A little taste of the East for the West

By Popular 
Demand

by Lein Baart

Genre: Japanese Role-Playing Game

It’s going to be interesting to see how well 
Tales of Graces stands the test of time, as two 
years is a long time in gaming.

Developer:
Publisher:
Distributer:

Namco Tales Studio
Namco Bandai 
Megarom

ETA

Aug 2012
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When it comes to choosing a football 
game for your console or PC, it 
usually comes down to choosing 

between Pro Evolution Soccer and FIFA. We 
could debate all day how PES is better than 
FIFA and how FIFA is better than PES, but it’s 
really about the licence agreements… because 
no one really wants to play with Wade Roomy.  

The new PES title will have a whole bunch 
of new features which they say will enhance 
the overall game; the three main features in 
PES 13 are Player ID, Pro Active AI and a Full 
Control system (for both player movement and 
ball control). 

The full manual shooting and passing will 
allow the player to pass the ball anywhere on 
the pitch with the precise amount of power, 
use the dynamic first touch to receive the ball 
and pass the ball with more skill and break 
open defensive lines, or push the ball onto 
attacking forwards for the shot at goal. 

PES 13 characters will be look like the real 
players (without the real names) not just the 
way they look but also the way the player 
runs, celebrates, shoots and moves with the 
ball. This same feature will also be for the 
goalkeepers - with new animations and player 
styles each in-game goalkeeper will be true to 
the real player. 

The dribbling in PES 13 will allow the player 
to vary their dribbling speed or move freely 
in a 360-degree circle, push the ball past the 
defender, and still retrieve the ball without 
having to pass to players.

PES has concentrated a lot on individual 
player skill and less on team play, but football 
is a team sport… g
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Lifting a bit from FIFA’s playbook
It’s in the Game

by Dylan Bouch
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Genre: Sports Sim

PES will definitely contend with the new FIFA 

Developer:
Publisher:
Distributer:

Konami
Konami Digital
Ster Kinekor

ETA

Q4 2012
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The Thirty Nine Steps is less a game than a 
digital adaptation of John Buchan’s classic 
spy novel. That said, The Story Mechanics 

are developing this game for Playstation 3, PC/
Mac and iPad 2. The story will be brought to life 
through HD paintings, real time visual effects 
and a completely original music score as it 
tells the tale of the spy Richard Hannay as he 
desperately tries to combat a German invasion 
on the verge of a war in Europe.

What I find most interesting about this 
adaptation is the development of the game for 
PS3. While we’ve seen many of these types of 
narratives on PC and iPad, Heavy Rain is one 
of the only games in recent years that made a 
genuinely good attempt at bringing the concept 
of interactive storytelling to console.

The game is looking like equal parts book, 
movie and interaction, with an attempt to blend 
all three into something interesting in a unique 
manner. 

The developers have stated that the driving 
factors in this experience are the story and its 
progression, and it seems that the focus is on 
the experience rather than the ability to solve 
puzzles or engage in combat.

 The game, or adaptation, whatever the correct 
technical term is, even features some rather well 
known British television actors. The Thirty Nine 
Steps uses the original text as a framework, 
mixing it with various multimedia elements 
as you journey through John Buchan’s world, 
engaging in mandatory story driving events as 
well as both optional and necessary encounters 
with other characters.

Watch out for The Thirty Nine Steps on the 
15th of August. g
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Ok more like:  Spy Saves The Day. I think.

Spy vs Spy
by Pippa Tshabalala

Genre: Interactive Movie

Book digitally adapted for PC, iPad 2 and... 
PS3? Hmmm...

Developer:
Publisher:
Distributer:

The Story Mechanics
TBC
Online

ETA

Aug 2012
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Ice Hockey: an American pastime in which 
men skate on ice hitting a puck into a goal 
while they’re beating each other up, all for 

the amusement of the crowd. 
Ice Hockey is a high paced and dangerous 
sport, and that’s the reason why it is so popular 
in America, Canada, and Russia. 
Ice hockey, for those of us below the equator, is 
just something you see on TV or in movies. 

The NHL game franchise is another EA title 
released every year, and is obviously based on 
the current and upcoming NHL season, and 
allows the player gets play as his favourite 
team and play a single game or a complete 
season… as you would in other EA titles like 
FIFA, Madden, and NBA. 

Just like any EA Sports franchise, every year 
the character movement and overall gameplay 
and graphics  improve  for the NHL series. 
NHL13 introduces true performance skating 
and is sure to bring the best skating experience 
yet, with real physics, momentum, top end 
speed and explosiveness that will all contribute 
to the best ice skating ever, and probably the 
most realistic, too. 

With the skating physics revamped, the AI 
has also been adjusted so team mates will 
be smarter and react to everything on the ice 
and not just what they see, helping the gamer 
with attacking plays and strategies as well as 
defending the goal area. 

NHL 13 will feature some of the similar 
features that are on other EA titles; On-line and 
off-line events and tournaments, be a player or 
goalie and manager modes that will keep the 
player busy until next season. g
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Instant ice hockey game

Just Add 
Maple Syrup

by Dylan Bouch
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Genre: Sports Sim

A title for those who know a little something 
about ice hockey!

Developer:
Publisher:
Distributer:

EA Sports
Electronic Arts
EA South Africa

ETA

Sep 2012
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I love it when fighting games as true to the 
genre as the Dead or Alive series decide to 
class things up and become sophisticated. 

It’s like a girl of questionable morals deciding to 
don a cardigan and a pencil skirt and maintain 
that she is now hard to get. No one falls for it, 
but the resulting show is always highly amusing. 

Not only is this the only release to throw out 
X360 and PS3 simultaneously, Dead or Alive 
5 will also become a grown up game with an 
environment that affects the gameplay quite 
heavily. Classy indeed Team Ninja. 

The gameplay trailers are quite impressive. 
With scenery includes things like construction 
yards, complete with dangerously low-flying 
pieces of scaffolding zooming perilously above 
the action. When you throw your opponent into 
the surrounding landscape, it responds quite 
viciously and changes the entire game; this 
adds a hugely exciting dynamic to the fighting 
style and leaves me flustered and excited in 
anticipation. 

The danger zones are more dangerous than 
ever and it is possible to cause serious damage 
to your opponent if you kick them directly into 
some kind of electrified hazard. The signature 
triggered quick time events cause massive harm 
and look great in the trailers, and we all know 
that nothing is more satisfying than a K.O after 
two strikes.

The game still sticks to the rock-paper-scissors 
style of gameplay that has made the title so 
successful amongst die-hard fans. With the 
inclusion of Akira Yuki from the Virtual Fighter 
series and the decision to make Hitomi and 
Ayane both playable, this title looks like another 
lovely hunk of Asian fighting goodness. g
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I love the smell of flawless victory in the morning

The Title Even 
Rhymes!

by Sarah Snyman

Genre: Fighting

Throw your opponent into a death trap danger 
zone and then exclaim joy in Japanese after 
your victorious K.O. complete with gratuitous 
cleavage of course. 

Developer:
Publisher:
Distributer:

Team Ninja
Tecmo
Ster Kinekor

ETA

Sep 2012
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The first Epic Mickey game introduced 
players to a family friendly fantasy world 
in which colour was an all-important 

element. And because of the way the game was 
structured – in terms of dynamics and all that 
fancy stuff – it was a Wii exclusive.

No, though, Disney Interactive are taking the 
second instalment onto the HD consoles as 
well; you’ll be able to play Epic Mickey 2: The 
Power of 2 on Xbox 360 and PS3 as well.

In this iteration, the player will enter the world 
of Wasteland, an alternate reality filled with 80 
years’ worth of forgotten Disney characters and 
scenery. In solo games, the player will naturally 
take on the role of Mickey Mouse, but a drop-in, 
drop-out co-op character has been included, in 
the form of Oswald the Luck Rabbit. For those 
that don’t know, Oswald was Walt Disney’s first 
cartoon creation, and the character from whom 
Mickey Mouse eventually developed.

Like the first game, this one will be all 
about restoring a world. And it will celebrate 
Disney’s history, which will appeal to fans of 
that prestigious animation studio. Part of this 
celebration will be 2D mini-levels, based on 
famous Disney short cartoons.

And what would Disney be without music? 
Well, this game takes care of that, too, allowing 
players to launch into full-throated singing at 
various points during the adventure. The all-new 
songs in the game are very Disney in style, and 
will ultimately lead to the player being able to 
‘conduct’ their own unique sound track.

Epic Mickey 2 sounds like fun for the whole 
family; bright, colourful action for the kids, and 
nostalgia for the grown-ups. That’s probably 
going to be a winning formula. g
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It’s a nostalgic Disney kick.

All Singing, 
All Dancing…

by Walt Pretorius
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Genre: Adventure

 family friendly adventure that will travel through 
Disney’s bright and entertaining history.

Developer:
Publisher:
Distributer:

Junction Point
Disney Interactive
Prima Interactive

ETA

Nov 2012
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Remember the days when the Kinect 
had yet to launch, back when it was 
called Project Natal? How it had 

everyone abuzz with what Microsoft was 
calling “the birth of the next generation of 
home entertainment”? Well history tells us 
otherwise, with a string of dance titles and the 
like (so that parents don’t feel guilty about little 
Susie being left out) doing little to elevate the 
Kinect’s reputation above that of a gimmick. 
A rubbish Star Wars game and a cumbersome 
vehicle combat title later, and there is still a 
dearth of serious games for the Kinect… that is 
unless you’re 10.

In all honesty, Dragonball Z for Kinect won’t 
exactly help in this regard, but let’s face it, for 
anyone who grew up in the 2000’s, there’s a 
quiet, somewhat shameful flutter of anticipation 
at this. To be released in October, Dragonball Z 
and Kinect seem like a gaming match made in 
heaven. Any fan, past or present, will be itching 
to try out at least one Kamehameha, no matter 
how ridiculous they’re likely to feel.

A first-person combat title, Namco Bandai 
is looking to make this a fanboy’s dream, 
with fifty characters and a hundred moves 
taken straight from the anime, as well as an 
exclusive episode. No doubt they’re going to 
take you through all the major plot arcs, which 
means you’re likely to stand around screaming 
for several hours for that truly authentic 
experience, and to complete the package the 
screenshots are showing vibrant, cel shaded 
graphics that really capture the feel of the 
show. The real question though is whether the 
Kinect sensors can handle the flailing limbs the 
game is going to demand. g
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You’re going to feel stupid, but you’re not going to care…

Fanboy’s 
Fighting Dream

by Lein Baart

Genre: First-person fighter

While it’s unlikely to make the Kinect a ‘‘must 
buy’’, there could be some serious fanboyish 
attractiveness to this title. 

Developer:
Publisher:
Distributer:

Namco Bandai
Namco Bandai
Megarom

ETA

Oct 2012
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If you know your way around the court and 
know how to play them, NBA titles can be 
alot of fun and very interesting.  

The NBA live franchise has been in a steady 
second behind the NBA 2k series for some time 
now, not even producing a title in the last two 
years, but with this new title on the way the 
LIVE series could just very well take back the 
top spot.

NBA Live 13 will feature a brand new 
graphics engine to bring all the NBA stars to 
life on your console.  

Each player has been modelled to their real 
life counterpart with photo realistic faces, 
authentic tattoos, hair and shoes, all to look and 
move like they should. 

How they play and react in the game will be 
unique in their signature style.

NBA live will also have that ESPN 
presentation style; all the camera angles, 
replays as well as the commentary team of Jeff 
Van Gundy and Mike Breen for that LIVE TV 
broadcast feeling.

Fans will be happy to know that whether it 
be defence or offence, NBA live will feature 
‘BasketBall IQ” which will deliver a fluid game 
with team mates able to react and respond to 
every aspect of the game. 

Players will also be able to read off each 
other as they would in a real match. And just 
like all EA sporting titles, there will be an on-line 
community for all those diehard fans who want 
to take their franchise or dream teams and take 
on the world. 

There is also a basket of other feature also 
waiting on-line to take the NBA live franchise to 
a new level.  g
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Will EA’s franchise make a successful comeback?
Rebound!

by Dylan Bouch
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Genre: Sports Sim

NBA Live will be back with a bang, we hope.

Developer:
Publisher:
Distributer:

EA Sports
Electronic Arts
EA South Africa

ETA

Q4 2012
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American Football is one of the four big 
sports played by the USA, and while 
there are other nations taking part in 

the activity, no other country has dominated 
the sport like the Americans. Viewership of live 
matches span into the millions, and is probably 
only rivalled by basketball or ice hockey.

So for that very reason it is no surprise that 
Electronic Arts is developing a 13th version of 
the hugely-popular pig-skin-tossing contest. 
Developed by EA Tiburon and published by EA 
Sports, the latest version will bring all sorts of 
innovations to the playing field.

As with all sports games developed by EA, 
the format is generally of a very high quality, 
so gamers will pretty much know that they will 
be getting a top-notch product, but the way 
of improvement is often a bit limited as better 
technologies arise.

But with that said, Madden NFL 13 will 
include a couple of impressive new features, 
such as commentary by Jim Nantz and Phil 
Simms. Players will recognise Nantz from 
saying “Hi. I’m Jim Nantz and welcome to Tiger 
Woods PGA Tour” and all the other commentary 
that went with the golfing title.

While a number of changes are on the cards, 
the biggest leap from EA is making it a more 
passing game, with much of the improvement 
being focused on that. The game will now 
integrate 13 new pass trajectories and ball 
speeds, with new animations added to the 
quarterback, which will speed up the game.

Madden NFL 13 is set to be one of the 
best football games that the company has 
developed, and gamers can look forward to 
hard-hitting action. g
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Passing will be the name of the game…
Crushing Blows

by Charlie Fripp

Genre: Sport Sim

While many changes focused on the passing 
aspect, player can expect a hard-hitting running 
game.

Developer:
Publisher:
Distributer:

EA Tiburon
EA Sports
Electronic Arts

ETA

Aug 2012
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Ok Worms: Revolution is not quite 3D... 
It’s 2D with 3D graphics. Which is 
just really a fancy way of saying that 

Team 17 have jazzed up this classic franchise 
and made it look all pretty. It’s certainly not 
the first Worms game to be released in 3D, 
following on from Worms 3D in 2003, but hey, 
I’m not complaining – I love Worms. Digital 
ones anyway.

Players can command teams of up to four 
worms with a completely new gaming engine 
providing all sorts of new and fancy rendering. 
As per usual, the game is turn based with 
both a single and multiplayer mode, as well as 
online multiplayer for up to four people. Worm 
customisation is back, in which you select your 
voices, victory dance, colours, hats and grave 
markers, and apparently some new worm 
classes even make an appearance. 

Gameplay hasn’t changed much – the 
objective is to eliminate the enemy worms, 
pretty standard stuff really, but the improved 
physics lend a much more realistic feeling 
to the dynamics, meaning that Worms: 
Revolution is likely to be a great deal more 
unpredictable than its predecessors as the 
physics allow you to set off chain reactions. 
There’s also a race mode as well as some 
other modes set to be announced at a later 
date.

While it’s unlikely that Revolution is going 
to reinvent the wheel, if you’re a Worms fan 
this is probably one you’re going to want to 
check out at some point. Bigger and better 
than ever before as they say – well I’ll reserve 
judgement on that, but I can say that it looks 
promising. g
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It’s 3D, you know…
Want A Revolution?

by  Pippa Tshabalala
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Genre: Turn Based Strategy 

The old and the new... the classic game 
dynamic will get a shot in the arm from better 
graphics and a few new ideas.

Developer:
Publisher:
Distributer:

Team17
TBC
Online

ETA

Oct 2012
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I won’t lie, when I saw the trailer to this, the 
third installation in the Secret Files series, I 
giggled. The epic soundtrack, the bride on a 

super bike in a dress that would be frowned upon 
by any bike safety specialist… I was secretly 
hoping that in this game, the most dangerous 
adventure yet would be the ill-informed marriage 
of Max and Nina. The explosions would cut 
to a slightly chubby Nina and a drunk and 
disillusioned Max arguing about where the 
adventure went in their lives and how they have 
destroyed one another’s hopes and dreams. 

But instead, Animation Arts bring us another 
game of cinematic boasting, action that would 
make Nate Drake feel foolish and some intricate 
puzzles.

This time, however, they have taken a wise 
approach. They’ve thought about the story and 
development! The previous two games were 
known for being a bit light on script but the team 
have brought on board some serious writers to 
ensure this release does not fall into the same 
rut. 

The story kicks off just after the couple’s 
nuptials. Max wakes up his new bride from a 
fiery recurring nightmare only to be kidnapped 
by a special forces commando team with no 
explanation. He leaves her with one clue, “look 
after the bird”. They don’t own a budgie. But that 
never stopped a hero before!

If you are a fan of adventure games with great 
graphics, solid puzzle integration and tons of 
action, this is definitely a title to look forward 
to. Although not as popular as the Uncharted 
series, Nina and Max are an adventure gaming 
couple capable of providing as much, if not more, 
enjoyment.  g
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Something about a bird?

Married & 
Kidnapped

by Sarah Snyman

Genre: Adventure

Max and Nina are back after 4 years, married 
and ready for more chaos, puzzles and 
explosions. But this time it comes with a plot!

Developer:
Publisher:
Distributer:

Animation Arts
Deep Silver
Ster Kinekor

ETA

Aug 2012
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This is an imagined conversation 
that may have happened, or 
probably did happen. We’ll 

never know if it did, but we can’t be 
sure that it didn’t.

Joe Soap is a small business owner 
who makes clip-on ties. Joe thinks his 
products are really cool, and believes 
that everyone would like to buy his 
product - if only they knew about 
them. 

Joe receives a phone call at his 
office one day, that goes something 
like this:-

“Hi, is this Joe Soap?” The person 
speaking may have a Russian 
accent, or may be from the South of 
Johannesburg. “Joe, I’d like to talk 
to you about growing your business. 
You need contacts to be able to make 
more sales. I’d like to sell you a list 
which is guaranteed to quadruple 
your business”

Joe is interested. “What is this 
list?”

“It is a list of names, email 
addresses and cellphone numbers. 
These are people who want to receive 
marketing information, and they will 
be happy to hear from you”. Only one 
of the three statements is true.

Joe is impressed. “This is amazing, 
how did you get these numbers?”

“Unfortunately that is a trade 
secret…” The real secret is that 
these numbers have been illegally 
gathered using data-mining Trojans, 
cookies from download and porn 
sites, and have been illegally sold to 
hundreds of people like Joe.

Joe is impressed that the seller 
knows exactly what he needs, and is 
ready to deliver it to him. He is also 
convinced that this list will give him a 
huge advantage over his competitors 
(suckers!) and that success is his for 
the taking. It doesn’t bother him that 
the seller had sent him several emails 
prior to the phone call (from randomly 
generated email addresses), which 
ended up in his Junk Mail folder.

Joe accepts the seller’s offer - A 
deal is made and money changes 
hands.

A month later, Joe is very unhappy. 
When he called people on the list, 
they were very upset with him, and 
shouted something about Consumer 
Protection. They said that Joe was 
harassing them. Joe tried to explain 
that it’s just marketing. Joe feels 
they may be more agreeable if he 
emails them - so they can see he is 
a legitimate businessman. He sends 
out emails in bulk from his ADSL 
account. Joe is at first ecstatic 

at the amount of replies, until he 
realises that they are mostly negative 
and involve him doing something 
anatomically impossible with his 
products.  The amount of emails 
being sent and received crashes 
Joe’s website server continually, and 
he now spends more time doing web 
admin than making or selling clip-on 
ties. A week later his website is taken 
down and his email addresses and 
ADSL are suspended. His Internet 
Service Provider tells him that he 
has multiple abuse reports against 
him, and they don’t want his business 
anymore. They also say they’ve 
reported him to ISPA (“What is this?” 
he wonders) and now he can’t sign 
up an ADSL or Web Hosting account 
with any ISP.

Joe tries to call the seller (who 
may or may not be Russian) to ask 
for his money back from purchasing 
the contact list. He is politely told 
that this is not possible, and that the 
upset people concerned are being 
ridiculous - this is a normal part of 
doing business today. After some 
thought Joe decides to call again, but 
the number is no longer in service.

- This article is inspired by the 
true stories of Server Admins 
everywhere! g
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Another One?

Is there a new PS3 on the way? 
Well, at the time of writing, all 
the information seems to be 

well-founded rumours. It is difficult 
to say whether or not this device 
will actually see the light of day, but 
things do seem to indicate that it is 
at least likely.

So, for a moment, let’s assume that 
Sony will be releasing the rumoured 
PlayStation 3 Super Slim. In this 
case, there are a few questions that 
arise. The most significant of which 
is, obviously, why?

There could be a number of 
answers to this, but there are two 
that seem most valid. The first – and 
most likely – is that Sony want to 
maintain a brand presence (or maybe 
even recapture a bit of market share) 
in the face of the imminent Wii U 
release. An Xbox announcement 
may come out soon, too, so keeping 
their product in the forefront of the 
public mind will be an important step 
to ensuring that they retain a grip 
on the market for the foreseeable 
future. See, the PlayStation 3 was 
the last of the current generation of 
consoles to be released. That means 
that it might be the same when the 
next generation finally arrives. So, in 
releasing a new version of the PS3 
now, they can offer a much cheaper 
console that still has a lot of life in 
it (if statements from Sony about 
the proposed lifespan of the PS3 
system are anything to go by.) In 
short, they might be releasing this 
new console instead of making a new 
announcement, something that will 
annoy rumour mongers the world 
over.

The other possibility might be 
something almost opposite to the 
former idea. See, everyone (including 
Sony) knows that times are tough. 
Money is tight. So releasing a brand 
new console, considering global 

financial conditions, 
is something of a 
risk. If fewer people 
have the cash to 
buy a new console, 
the manufacturer 
could end up 
losing… but if there 
is a new console 
supported by an 
upgraded version 
of the older, still 
viable console – 
which sells for a 
much lower price 
– then you’re pretty 
much looking at 
hedged bets. The 
excitement of the 
new console may 
help spur sales of 
the older one.

This might 
not be that big 
a stretch of the 
imagination. After 
all, the PS3 can 
still offer a lot, and 
Sony know how to 
support their older 
consoles. Hell, the 
PS2 was supported 
well into the PS3’s 
lifecycle. In fact, 
in some territories 
(including here in 
South Africa) you 
can still buy a new 
PS2.

All this 
speculation may be 
interesting, but the 
real proof will be 
in watching what 
Sony does very 
carefully over the 
next few months… 
if they release the 
Super Slim at all. g
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Many serious gaming 
enthusiasts may scoff at the 

idea of social gaming, but the 
industry is taking notice...
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When a triple-A video game title 
sells over a million copies, people 
tend to make a noise. Reach more 

than that, and everyone gets excited at how 
healthy the video gaming industry is. Take, 
for example, the idea that (on Xbox 360) 
Kinect Adventures sold 18 million copies, 
Call of Duty: Black Ops sold 12 million and 
Halo 3 sold just over 10 million. On PS3, GT5 
sold 7.43 million copies, while God of War III 
cleared just over 5 million and Call of Duty: 
Modern Warfare II sold 4.8 million. For really 
impressive figures, we can take a look at 
Nintendo’s extremely successful ii console; 
Wii Sports sold 79.6 million, Mario Kart Wii 
32.44 million and Wii Sports Resort 30.1 
million.

Those figures really are extremely 
impressive, and show at least a few good 
reasons why the industry, overall, turned over 
around US$25.1 billion in 2010.

One branch of the industry, though, 
could dominate the scene within just a few 
years. Consider this: Angry Birds has been 
downloaded around 140 million times. That is 
according to a report based on a recent study 
of social gaming habits, and the figures are 
astounding. The report indicates that social 
gaming, as a concept, is rising quickly.

The reasons for this are varied. For one 
thing, social gaming appeals to many non-
gamers. 35% of social gamers polled had 
never played a ‘traditional’ video game 
before. While this could easily be seen as 
a ‘gateway drug’ to increase the overall 
industry, the relative simplicity and lower 
time demands placed on the player by social 
games will likely keep a large number of 
these people exactly where they are.

Most social games are free, though. Many 
would argue that the financial impact of 
such activities would be relatively minor 
– but, once again, the numbers speak for 
themselves. Through various financial models 
that leave purchases as the player’s choice 
– rather than a necessity to play the game 
– US$2.2 billion was apent on virtual goods 
in 2009. Analysist predict that this number 
will swell to around the US$ 6 billion mark in 
2013. The mobile gaming industry alone is 
expected to reach a turnover of US$54 billion 
within three years. Those are some pretty big 
numbers.

So where does all this potential come from? 
Quite simply, one of the driving forces behind 
the concept of social gaming is that the 
games themselves are easily accessible, and 
playable via devices and services that people 
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already own and use. In other words, the 
purchase of a game console, or the upgrading 
of a PC, is not necessary. Services including 
Facebook and devices like mobile phones 
and tablets all help contribute to the growth 
of this valuable market. 83% of those polled 
used Facebook for their social gaming fix. 
Between 70% and 80% of mobile downloads 
are games, and 84% of tablet owners use the 
devices for gaming. The advent of smart TVs 
also opens up new avenues for social gaming 
– some industry analysts have even proposed 
that there is a threat to console gaming 
from such device, but that may be a bit of a 
stretch.

So what kind of reaction does the 
‘traditional’ video game industry have to 
these facts and figures? Well, it is obvious 
that there is great interest… Disney 
purchased social game developer Playdom 
for US$ 763.2 million, while Electronic Arts 
paid US$400 million for Playfish. Acquisitions 
like these aren’t made lightly; unless there is 
massive potential, these kinds of big money 
business deals won’t happen.

Some ‘traditional’ video game publishers 
are using the phenomenon quite effectively. 
In the example of EA, the publisher has 
produced mobile versions of major franchises 
for several years now. And they are using 
Facebook gaming to create awareness 
of their titles. The Sims Social has been 
around for several months, allowing players 
to have an experience very similar to The 
Sims in a social gaming environment. 
Recently, EA also released SimCity Social, 
allowing social gamers to build a city in the 
Facebook environment. Whether this is 
added promotion for their upcoming reboot of 
SimCity or not isn’t even arguable. Creating 
awareness for a more ‘hard-core’ product 
through extremely accessible platforms 
makes sound business sense.

Love them or hate them, social games 
are here to stay. And they are just going 
to get bigger. Although many elitist ‘hard-
core’ gamers look down their noses at these 
titles, the truth is that they are extremely 
popular, thanks to a more free approach, 
varying levels of complexity and high levels 
of addictiveness. And popularity drives the 
market... it really is that simple. Anyone who 
doubts that needs only to look at the fact 
that ‘traditional’ video games follow strong 
trends, and popular titles are likely to see 
sequels. Gaming is big business, as far as 
publishers and developers are involved, and 
social gaming is becoming a big part of it. g 
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NThis month will see a handful of great titles hit the 
shelves as the end of the year starts kicking into a full 
release-frenzy swing.

In the meantime, we have had a few good titles trickling in, 
including a new take on the MMO genre and a fairly decent 
movie-game.

It’s just enough to keep us ticking over until the craziness 
starts... g
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What if all those conspiracy theories were 
true? What if, behind the bright facades 
and smiling faces, there lurked a pit of 

unending darkness, ready to dump the world into horror 
of Lovecraftian proportion?  What if nothing is what it 
seems, and there is a shadowy – and terrifying secret – 
behind every corner?

These are the questions that developers Funcom 
toyed with when they created The Secret World, their 
new MMO published by EA. In this game, the player 
will assume the role of an operative working for the 
Illuminati, the Templars, or the Dragon, all secret 
societies and shadow organisations that manipulate and 
manage from behind the scenes. But there is another 
task that they have undertaken, and one that allows this 
concept to work as an MMO. All of these groups are self-

proclaimed protectors of the world at large, and humanity 
in particular. And the world is breaking down, with the thin 
veneer of reality peeling away to reveal a terrifying, rotten 
core of madness and evil.

To combat these events, the three organisations have 
gone on a recruiting spree, selecting new operatives 
from among the thousands of people who – with these 
new events – have begun displaying powers that are 
extraordinary. And that’s where the players come in.

AT the start of the game, the player will need to choose 
one of these factions before moving on to the character 
customisation process. Seeing as how there are three 
character slots for each player, creating a character that 
works for each of these is also an option. After a fairly 
robust, if slightly limited, character customisation stage, 
the player is flung into a massive world where magic and 
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player a lot of different things to do, rather than just the 
usual ‘go over there and kill fifteen million of those things’ 
that MMO gamers have come to accept as ‘the way things 
work’.

Rather, this game will task the player with a variety 
of mission types, ranging from guns blazing through to 
stealth. There is a lot of investigation to do, as well, and 
Funcom have set up a network of online resources to 
support the game. In one instance, the player will need 
to use Google to research a company. The Google is real. 
So is the company website. OK, so the company does not 
actually exist, but these activities are actually ‘outside’ of 
the game… real Google, real Internet, real fake website. In 
fact, the game’s built-in web-browser will see quite a lot of 
use as the player investigates numerous clues and ideas to 
help complete missions.

technology collide.
It is clear from the outset that Funcom have some very 

distinct ideas of how to handle MMOs. And many of those 
ideas fly in the face of convention, resulting in a game that 
feels – initially, at least – incredibly fresh and exciting.

First of all, there are no character classes. Rather, 
character progression is far more free-form, with the player 
able to make use of a rather big skill tree to customise 
their in-game persona. This means that there is an 
awesome amount of variety on hand for building the exact 
character the player wants. 

Next up, there are the quests themselves. While every 
MMO featured grinding of some kind, The Secret World 
manages to disguise it in the form of side quests that are 
a little more interesting than the average initial MMO fare. 
Main quests, too, are put together very nicely. Giving the 
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This s another point in which The Secret World is 
different from other MMO titles. It actually asks the 
player to think. The multi-tiered story missions will ask 
the player to perform a variety of tasks, but the things 
that need to be done will generally be varied. And the 
game refuses to spoon-feed players. There will be times 
that you won’t even get a waypoint; rather, you will need 
to actually explore and investigate. It may seem strange 
to say, but that’s pretty fresh for the whole MMO thing. 
The Secret World won’t hold your hand.

Up until now, things seem pretty dandy with this 
game. Other elements that add to the overall effect 
include really good graphics (considering the nature of 
the game), a great story line and a cast of awesomely 
crazy characters, all of whom are beautifully animated 
and voiced. In fact, missions are always preceded by 

a full cut-scene, rather than by a box crammed with text 
instructions. This all helps set The Secret World apart.

But there are cracks that show. These could, of course, 
be put down to an ‘early days’ kind of idea, and they are 
hopefully things that Funcom will iron out over the next 
few months. For example, the occasional bug will surface. 
Some are merely annoying, but we encountered on that 
saw our character stuck in a wall, and no amount of 
hammering the ESC key would bring up any form of menu. 
The bugs will likely be sorted as they are discovered – The 
Secret World is a massive game with numerous complex 
locations, so it will take a bit of time for all these problems 
to be discovered.

Other problems, though, will require some creativity 
on the part of the developers. While the initial missions 
are exciting and fresh, latter missions start feeling a little 
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humdrum. While the three factions are supposed to be 
battling each other as well as all that evil, the idea just isn’t 
prominent enough. Rather, the game focusses on globe-
trotting and quest solving – an imbalance which needs to 
be addressed.

Still, all the issues that game has are none that wouldn’t 
be commonly found in a newly released MMO. There is 
little reason to believe that Funcom won’t be sorting out 
many of these issues in fairly short order. Should they do 
that, The Secret World will be able to live up to the bucket-
loads of potential that it has. The unique setting, clever 
implementation of fresh ideas and different approach all 
hold a lot of promise. If these promises are realised, The 
Secret World will be a n MMO of true note. We’re holding 
thumbs, because we love the ideas behind this sometimes 
surprising title. g 

old. In fact, things like repeatedly killing a certain kind of 
monster at various locations – which one would expect 
in the early grind stages of the typical MMO – crop up 
later than expected. But they do still crop up, taking that 
wonderfully inventive feel that the early stages of the game 
present and pretty much flinging it out of the window.

Now Funcom have promised a lot more in form of 
downloadable missions and content – a bit each month, in 
fact – so these lacklustre later quests might just be a bit 
of temporary padding. But you’ll still have to go through 
them, and they may well test your resolve.

And then there are the controls, which can get a bit 
clunky. The game doesn’t use a very original control 
system at all, relying rather on a tried and tested hot-key 
combat system.

The PvP elements of the game also feel a little old and 
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The thing about remakes is that, quite often, they 
would have been better never done at all. We’re 
not talking reboots here, see, but rather almost 

identical recreations of games on new platforms. And 
when the game is old – let’s say around a decade – it 
becomes even more of a thing that should not be. At 
least, in theory. And then a game like Project Zero 2 for 
the Wii comes around, and disproves ideas about leaving 
well enough alone. In the case of this particular title, 
the remake is not only excellent, but it is most welcome 
– allowing us to relive a game that was first released 
for PS2 around ten years ago with enough tweaks and 
upgrades to make it current, while not changing the 
basic principles that made the original great in the first 
place.

Project Zero 2 puts the player in control of twins Mio and 
Mayu as they explore the ghost-riddled All God’s Village. 
As such, the game is a survival horror title but, just as the 
heroes of the game are not what one might expect, neither 
is the game dynamic. See, instead of hunting ammo and 
gunning down zombies, the player deals with incorporeal 
undead that want them to join their ranks. You cannot 
shoot a ghost. But you can, according to Project Zero 2, 
steal it’s essence. To this end, the player needs to take 
photographs of the ghosts using the only weapon at their 
disposal: the Camera Obscura.

Using this device, which is controlled by the Wii remote, 
the player needs to take several pictures of each skittish 
spirit to defeat them. It sounds a lot easier than it actually 
is, and added difficulty comes from the fact that this game 
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Nintendo intend to release a new version of the franchise 
(which they now own) for the upcoming Wii U… after 
all, it is pretty late in the Wii’s lifecycle to spring what is 
essentially a new franchise on the console.

Whatever the case may be, Project Zero 2 offers Wii 
users something that doesn’t come around all that often 
– an excellent gaming experience more or less aimed at 
an older market. And horror fans will be able to rejoice in 
the numerous frights and overall creepiness that the game 
has in store. It’s not for youngsters, though… this game is 
really scary, enough so that adults may well soil themselves 
from time to time. Kids will likely be scared witless by the 
game, which is truly engrossing and enjoyable. So, if you 
don’t want your kids crawling into you bed at night because 
of nightmares, keep it away from them. g

is actually really rather scary.
The well-structured plot line and carefully orchestrated 

action keeps things like backtracking and repetition to a 
minimum as the player explores, snaps pictures of nasties 
and collects items in the various levels. Tweaks to make 
the title more current include things like a graphic overhaul 
and widescreen support. In addition, a number of new 
features make the game feel a lot more current, including 
mini-games. One of these, for example, is one that gives 
the player a ‘tour’ of some or other spooky location, and 
then measures the frights that they get through the motion 
sensing technology of the remote and nunchuk.

Most important, though, is the fact that Project Zero 2 
for the Wii doesn’t feel at all dated. In fact, the game still 
feels extremely relevant. This might hint at the fact that 
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With the Olympic Games starting soon, 
enthusiasts are glued to their television 
screens in order to catch all the action as 

it happens in London. It is estimated that the total 
viewership of the Olympics might turn around the 
1-billion mark.

So it comes as no surprise that Sega would like to 
capitalise on the excitement by launching an official 
videogame to accompany the action - in the form of 
London 2012: The Official Video Game.

At the main screen, gamers are asked if they would 
like to compete in single events, or start an Olympic 
campaign. Single events are still within the Olympic 
format, but players will be able to choose how many and 
which events they want to part take in..

Selecting the Olympic campaign, players will select 

a country to represent in the medals tally, and an option 
is also available for them to change the team’s kit. 
Something that is a bit of an oddity is the fact that players 
are able change the team composition (athlete’s names) 
and insert anything they wish, probably added so that 
gamers would be able to include themselves in a team. 

The game features a total of 31 sports, but players 
won’t be able to compete in every discipline. Gamers 
will be asked to select sports from a pre-determined list 
of about five items, with the unselected sports being 
unavailable for the rest of the tournament. 

Once players have gone through all the sports selected, 
the Games will conclude and a tally of medals will be done. 

In terms of gameplay, Olympic titles have a notorious 
history of being button-bashers, where players will have 
to rapidly mash their thumbs to the bone in order to make 
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London is the place to be
Going for Gold

by Charlie Fripp
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speed is built up by rapid-fire, and then locked. The only 
other thing that players then have to do is wait for the 
correct angle and release the object with a flick of the 
stick. 

The most difficult disciplines to compete in are all the 
Diving and Trampoline events, while Skeet Shooting also 
ranks high on the difficulty scale. 

Graphically, the action is presented in a neat little 
package with detail where it matters. It’s not on par with 
titles like FIFA or Tiger Woods, but it’s a refreshing look at 
the Olympics games.

While the game is fun to play, it shouldn’t keep gamers 
busy for too long, as the Olympic campaign can be 
completed in a matter of hours. It also has multiplayer, 
which will extend the playability. Overall, it’s fun and 
engaging and will provide an authentic experience. g

their character perform better. But London 2012 decided 
to do things a little bit differently. In most events, speed 
will lock in place, just requiring the player to press buttons 
at the right time.  Most events that include running will 
have a rapid button-pressing section - which isn’t all that 
bad, and understandable to a point.

As an example, take the 100m dash. Getting down in 
the blocks, players press a button to push off. Running 
down the stretch, they will have to rapidly press the action 
button, while concentrating at keeping it within level of the 
strength bar. Go over the level in the bar, and the runner 
will use more energy and tire more quickly; go under, and 
the runner will naturally run slower than competitors. To 
lunge over the finish line, gamers just have to flick the left 
analogue stick.

With sports like javelin, discus and shot-put, the initial 
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Fresh ideas are not something we see often in video 
gaming these days, so when the hype around an 
upcoming title emphasises a new concept, things 

start looking pretty exciting. But it’s when the hype only 
really focusses on that one aspect that you should start 
getting suspicious, because it could indicate too heavy a 
reliance on that one new thing, at the expense of all the 
others.

Inversion’s hype was all about the fact that you could 
manipulate gravity in the game. It sounded awesome. But 
the final execution feels too scripted and underutilised to 
live up to the promises made by the developers.

The player takes on the role of Davis Russel, a police 
officer in the fictional Vanguard City who, along with his 
partner Leo Delgado, fights an invading force of oddly 
primitive yet technologically advanced humans called the 

Lutadore. Primary in the Lutadore’s arsenal is their ability to 
manipulate gravity and, fairly early in the game, the player 
gets the same ability, thanks to a looted Lutadore Gravlink.

The Gravlink’s abilities are rolled out slowly through the 
course of the shortish campaign. At first, the player can 
create areas of low gravity. Then they will be able to fling 
objects locked in the low gravity they created. Later on, they 
will be able to crush people and bring down objects with high 
gravity. It sounds great on paper, but realistically we have 
seen other games where making people float up from behind 
cover or throw all kinds of stuff can be used to the players 
advantage (Mass Effect and Dead Space, respectively, in 
case you were wondering.)

In fact, the only time that changing gravity actually makes 
the game more enjoyable is in Vector Shift areas, where 
floors become ceilings, walls become floors, or so on. This 
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This game about gravity could have been heavy…
Lightweight

by Walt Pretorius
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than the game’s object flinging abilities. All of the finesse 
that should have been built into the gravity mechanics is 
absent.

And it feels overly scripted; cut-scene after cut-scene are 
punctuated by moments of often frustrating action. Even 
implementing gravity effects feels forced, seeing as how the 
player has very little ability to just go ape with it. Still, the 
environments are wonderfully destructible, and there are 
lots of enemies to knock off, even if the weapon choices are 
limited.

Aside from the short single-player campaign, there are 
a few multiplayer modes which make interesting use of 
gravity from time to time. But, on the whole, Inversion is a 
forgettable game. And that’s sad because the core concept 
is really rather good. Had the mechanics and general 
dynamics been polished a bit, it would have been a winner. g

allows for a whole new dimension within the otherwise 
humdrum third-person pop-and-drop mechanics the game 
presents. Even battling in zero gravity is much less cooler 
than it sounds, thanks to iffy controls and far too little player 
freedom.

If you treat Inversion like another third-person action 
game, perhaps a poor man’s Gears of War, let’s say, then 
you will have a fairly decent experience. The game isn’t 
great, though… dodgy controls and an AI that is sometimes 
thick as two planks don’t make things any better. Playing 
co-op makes it more bearable, with a friend stepping into 
Delgado’s shoes.

But if you want to get jiggy with the gravity, you’re in for 
a frustrating time. The mechanics for high and low gravity 
wells is completely inaccurate, while throwing handfuls of 
pudding at flies while blindfolded is probably more accurate 
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Ultimately forgettable, Inversion is a fair way 
to kill a few hours and bad guys... just don’t 
expect too much from it.
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The Amazing Spider-Man game is a postscript 
story to the Amazing Spider-Man film, in which 
Oscorp’s cross-species experiments escape into 

Manhattan. Dr Alistair Smythe sends out Oscorp robots 
to help with the situation (a bad idea) and now Spider-
Man will have to sort out both these dilemma’s.

The open world and free roaming city of Manhattan 
feels too small for our hero as he swings through the 
city, although Spider-Man looks and moves really well. 
Somehow “Spidey” can swing through parks and around 
the city without a building to swing from but it still looks 
awesome. Spider-Man doesn’t just swing but can also 
web- rush by holding the right bumper; the player can (in 
slow motion) see the final destination (building, rooftop, 
or into the air) and web rush there in a spectacular 
fashion or a quick tap of the bumper will take spider-man 

to the nearest web-rush destination. 
The open world is great just to swing around in, and try 

going as fast and high as possible. The city itself is looks 
top-notch, with a good deal of detail… the only worry is 
that the city seems very empty for Manhattan but on one 
hand that’s good because there will be less that can go 
wrong and fewer people to save. Spider-Man looks great 
acrobatically manoeuvring through the skyline of the city. 
Other characters in this title look less attractive but that 
doesn’t affect the overall feel. 

Swinging through the city, players will see comic books 
scattered all over; collecting these comic books will allow 
the player to view these original comics in the “extras” 
menu, which is a very cool concept and perhaps the most 
addictive part of the title. Other features, such as menus 
and the pause screen, all look excellent… they are very 
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Return of the guy that wears a blue and red body suit…
Arachnid, Dude

By Dylan Bouch
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the stealthy takedowns – wrap them up in a cocoon and 
stick them to the ceiling. The controls are simple, really, 
whether fighting or swinging through the city. The Story 
mode is a little too short but the whole game overall is 
great; most of your time will likely be in the free roam 
areas and side missions. 

The soundtrack lacked a bit of variety, sticking with 
the theme song from the film, which softly plays in the 
background. 

While reading the comic books the same dramatic super 
hero music plays, making an epic read of classic comics. 
The voice acting is not bad at all, but the actors are not 
the same as the actors from the film. Also Spider-Man 
does get repetitive when speaking to citizens and swinging 
through the city, talking to himself.  But that’s no deal-
breaker…g

easy to navigate and tie in with the whole theme.   
The story mode is filled with plenty of side missions 

which the player can take on, attending to distressed 
citizens and beating up some bad guys, or assisting with 
car chases and pretty much whatever else spider-man 
would do. The Amazing Spider-Man has taken a chapter 
from the Batman game series. The stealth fighting 
style and the ability to hide from enemies before a kill, 
specifically. 

This stealthy fighting style is really cool - the only 
issue is the lack of combat moves available. But some 
parts of the story will require the player to be stealthy 
anyway. Attacking enemies requires only one button, 
which performs highly acrobatic moves, taking the criminal 
down in a few good swoops. Spider-Man also can shoot 
his enemies with his web, either to restrain or - with 
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A really addictive Spider-Man game, the story 
is short but the fun will last longer.
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If you are a real Game of Thrones fan – in other 
words, someone who has read George R R Martin’s 
books, rather than just pirating two seasons of the 

TV series off of the Internet –then you know that the 
World of Westeros is exciting, complex and deep. And 
you would probably take offence at being called a Game 
of Thrones fan, too, as that only really refers to the first 
book, rather than the whole Song of Ice and Fire saga.

It seems that the developers behind the new Game of 
Thrones video game – not a strategy game this time, but 
rather an RPG title – are also fans. I say this because 
they have realised that when you are dealing with the 
world of Martin’s creation, story is paramount. Sadly, 
though, it seems that the high priority placed on crafting 
a great tale has meant that other aspect of the title have 

slipped a bit.
While the story fits very well into the universe, and will 

certainly please aficionados, the game itself does leave 
one or two things to be desired. The combat system, 
for example, gives the player an interesting strategic 
approach not unlike those seen in JRPGs, in which the 
player needs to string together a variety of attacks in 
advance. However, it is very exploitable. That’s good for a 
laugh, but once you crack the formula, the challenge does 
get reduced.

Graphically, the game is good, but it feels less rich than 
it should. Certain areas feel under populated, and the 
dreary approach to the design doesn’t always do Martin’s 
rich world justice. The voice acting and character depth 
of the main characters, and most others, are very good, 
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It’s all about the story…
For the Fans
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and white morality, but rather exist in the grey areas. This 
also comes through in the type of side quests the player 
will have to undertake – they tend to be less of the fetch-
and-carry variety, leaning towards more realistic random 
situations, like helping decide a thief’s fate, and so on.

More than anything, this feels like a good first step, 
rather than a fully realised recreation on Westeros for 
RPG fans. Many of the good ideas the developers came 
up with need tweaking, and the world itself could use a 
bit of reimagining. But still, the experience is there, and 
is enjoyable enough – provided you will forgive the game 
some of its idiosyncrasies and odd bits.

This game will not appeal to the masses. In fact, it is so 
canted towards fans of Martin’s works that it is likely only 
they will really appreciate it. g

but some of the NPCs feel a bit forced. And the complex 
combat system can seem extremely overwhelming at first, 
although after a while all those stats and ideas develop 
into a rather interesting take on making war in this game.

With all that said, this can be a very enjoyable title. 
It will be better appreciated if you enjoy the books, and 
even then the world feels a bit smaller than it should, 
thanks to a fast-travel system. But the interesting lead 
characters (you get to play two in the game, but cannot 
create your own) and solid role playing aspects of the 
title are great. For example, the game has no dictated 
morality, relying rather on a more complex system of 
responses that will directly affect the game world. This 
feels more real, and ties in nicely with the duality of most 
of Martin’s characters… people who don’t have black 
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The story is paramount in this title, and it 
really is aimed at fans of the books more than 
anyone else.
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It seems that Sony is hell bent on re-releasing 
every single classic PS2 game as a remastered HD 
collection, and The Ratchet and Clank Trilogy is only 

the latest in this trend. Is it worth the money however?
The Trilogy includes the original three Playstation 2 

games: Ratchet and Clank, Ratchet and Clank: Going 
Commando and Ratchet and Clank: Up Your Arsenal, all 
in 1080p and with support for stereoscopic 3D, but the 
story and the gameplay thankfully remain unchanged. 

As these crucial elements remain the same, it seems 
pointless to discuss these in any great depth, but for 
the benefit of those gamers who have never played the 
Ratchet and Clank franchise, here’s a basic rundown. 

The Ratchet and Clank series is set in outer space, 
and the two main characters travel to various planets 
in and around their fictional solar system. In the first 

game, Clank, a small infobot from the planet Quartu teams 
up with a lombax named Ratchet on the planet Veldin. 
Together they must defeat the evil Chairman Drek of the 
Blarg race, who is intent on destroying the galaxy. Sounds 
simple right? Of course these things never go quite 
according to plan.

In Going Commando, Ratchet and Clank must chase a 
thief across several planets to recover the Experiment…

And lastly in Up Your Arsenal, Ratchet’s home planet 
of Veldin comes under attack, headed up by the villain Dr 
Nefarious.

It seems that our heroes save the galaxy from 
destruction with surprisingly regularity, but the stories of 
all of these games mirror so many platform type games 
as the heroes battle against the odds to conquer all and 
save the day. The scripting and visuals are cute and 
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But is it worth the trip down Memory Lane?
Cute and Clangy
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see the improvement visually as your progress through the 
series. 

The game is something of a combined genre, part third 
person shooter, part 3d platformer, as you collect some 
awesome weapons and navigate your way through some 
tricky bits of landscape.

Sure, the games are not maddeningly difficult, but in 
some areas become challenging enough to retain the 
players interest whilst not becoming overly frustrating. 

The Ratchet and Clank Trilogy is by no means a bad buy. 
If you’re a fan of the series, or you’ve played some of the 
later games and would love to be able to play the originals, 
you won’t be disappointed by this collection.  

Hopefully newcomers won’t be deterred you from 
looking past its age and playing what is still a truly 
enjoyable and classic series. g

quirky however, and as you can see by the titles, they’re 
subtle enough to pass over most children’s heads, but still 
amusing and give us a sense that the game will appeal to 
adults as well.

The real question now comes down to whether or not 
these games have stood the test of time.

Visually Ratchet and Clank might be HD but it certainly 
retains its slightly boxy and old school look. In other 
words, you can see that this game is remastered and not 
a 2012 build. While this will probably not be a problem for 
fans of the franchise, it’s unlikely that newcomers will be 
drawn to it in favour of newer, flashier titles regardless of 
the status of the series. 

The gameplay is intuitive and relatively easy to pick up, 
but there is something about the camera that grates a 
little. This is likely because of the games’ age as you can 
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Genre: First Person Shooter

Still cute and enjoyable, but more than likely to 
be enjoyed most by fans of the franchise.
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Wait, what? Speech in a LEGO game? Yes, 
in the case of LEGO Batman 2: DC Super 
Heroes. For the first time ever in Traveller’s 

Tales long running LEGO series, which has spoofed 
franchises like Star Wars, Harry Potter, Indiana Jones 
and Pirates of the Caribbean, the characters actually 
speak. It’s a first for LEGO games, and one among many 
that this particular title introduces to the franchise.

The reason for the voice acting – which has been 
very well done, I must add – is that LEGO Batman 2 is 
more plot-reliant than any previous LEGO title. And it 
actually has a good story, along with all the zany humour 
you might expect from a game in this series. More so, 
in fact, thanks to the fact that the developers can now 
deliver spoken gags as well.

This isn’t a case of reinvention, tough; rather, we are 

seeing improvement and expansion of the ideas that made 
previous LEGO games so popular. You will still be able 
to run around and trash lots of stuff in order to collect 
studs. But this time around instead of having lots of 
complex levels joined together by a world hub, the player 
has been given an open-world to explore. The campaign 
part of game isn’t significantly longer than most other 
LEGO games, but the sheer amount of exploration and 
replayability that can be done here will add many, many 
hours of enjoyment. You can spend ages simply gadding 
around and finding stuff – which you can more than likely 
smash for even more studs. 

This idea becomes even more appealing when 
considering that the game has tons of characters to 
unlock, many of which can be used to revisit levels already 
completed to access areas and items previously locked. 
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No more grunts and shrugs here…

Holy Voice 
Acting, Batman!
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co-op that all the others do (particularly the latter ones.) 
At a glance, it is little more than just another LEGO title, 
but when you get to grips with LEGO Batman 2: DC 
Super Heroes, you will soon discover that Traveller’s Tales 
have taken yet another big step forward for the franchise 
with this title. With that, though, comes a handful of new 
problems, but none of them are particularly bad. They 
might serve to become small annoyances, but the overall 
effect of the title is not ruined by them.

Stalwart fans of the series will likely have a problem with 
the voices, though, But after a little while, they become 
something of a non-issue. They serve to help create 
a deeper, more compelling and more enjoyable LEGO 
experience than we have seen before. If this particular 
title is a sign of things to come from the franchise, we are 
rather excited about the next release, too.  g

And most characters have alternate suits that enable new 
abilities… the scope is literally vast. These unlockable 
characters span the whole DC universe, and include 
characters like Superman, Flash, Wonder Woman and 
many more.

Collecting red and gold bricks is also a huge thing in 
this title. The whole idea of these has been revitalised 
thanks to the open-world system, and the player will often 
need to employ a variety of different characters to get the 
prizes they are after.

Even though one might expect that this new LEGO 
Batman game plays on the release of The Dark Knight 
Rises, the plot is an original one, penned specifically for 
the game.

For all intents and purposes, this is a LEGO game with 
more. It employs the same easy mechanics and simple 
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Genre: Adventure

This latest addition to the LEGO game 
franchise adds many great new ideas to the 
formula... it is not just another LEGO game!
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Let me start off this review by telling you that I do 
not have children, I am not a child, no children 
were involved in the review of this game and 

neither I, nor anyone who played with me, should be 
allowed to look after children. In order to give this game 
the fair review it deserved, a friend and I ensured that 
we put ourselves in a childlike mind set, set the scene 
with bowls of sweeties reminiscent of a kiddie’s birthday 
party, called our mommies to tell them we loved them 
and embarked on a descent into eight-year-old bliss. 

When I was eight, I was playing Doom. I understand 
that the kids of today are slightly more protected. I ate 
out of the dog’s bowl and played on the internet before 
the days of Net Nanny and Google safe search. Parents 
of today keep their kids more sheltered, and obviously 
let them play Madagascar instead of arming them with a 

BFG and letting them loose on hell spawn.
But back to the game. 
The foursome of African animals, previously confined 

to a zoo in New York, were let loose in Madagascar. They 
then escaped the African island and encountered their 
less “colonised” counterparts in the fields and plains of 
deepest darkest Africa. 

After having tried again to get back home to their 
beloved New York, they have now ended up on the shore 
of Monaco, for an expedition to Europe.

After realising that animal control, and a female officer 
dripping with ‘dominatrix” by the name of Captain DuBois, 
want nothing more than their African hides in captivity or 
mounted on a wall, they attempt to find sanctuary in the 
loving arms of the European circus. The team of monkeys 
are there along with the scheming penguins and the ever 
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African animals, from New York, in a European circus.
Non-Sucky Sequel

by Sarah Snyman
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game, and I found it pretty epic that each character has 
their own skills and attributes, each adding to the solving 
of a quest. 

There is a great aspect of teamwork in this game that I 
imagine would be beneficial for any child’s development. 
It reminded me of the multiplayer levels in little big planet 
but with less abuse being hurled at the incompetent 
player. Each character sees interaction points that either 
sparkle yellow or white, the white being inaccessible for 
your character and the yellow being your responsibility, 
you will need the other character to activate areas in order 
for both of you to advance.

If I had a child, I’d buy them this game and play it with 
them on multiplayer for hours on end. 

Actually, I’d probably tell them to go to bed and just play 
by myself. g

loveable lemurs. 
Games based on movies are always difficult and are 

often dismal failures but if I was a child, enthralled by the 
latest animated movie, I would love this game!

The game offers an array of different modes, including 
story, missions and circus levels which involve mastering 
different circus based skills like throwing mangos at the 
audience and shooting through flaming hoops with a 
testosterone fuelled tiger.  

I honestly had quite a lot of difficulty with some of the 
later levels. Maybe I’m too blonde or unskilled to compete 
with small children on PlayStation, but the quests were 
rather complex and I did end up running amok in Europe 
evading capture by animal control for a while before 
finding my way.

You get to play as all four of the characters during the 
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Score

Genre: Adventure

A kid’s game that can keep any child-like adult 
entertained for hours on end. Just overlook the 
physics failures.

Similar to: Rio

MaxPlayers Local 2 Network 0 Online 0

Developer:
Publisher:
Distributer:

D3Publisher
D3Publisher
Ster Kinekor

Parental Advisory Accessibility

3+
Casual

Hard-Core

Medium

Prejudice
Drug Use
Sex
Language
Violence

75

Reviewed on:
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PSV
Wii
Move
PS3
Kinect
X360
PC

3DS
DS

AT A GLANCE:

http://www.infinitegames.co.za/index.php/catalogsearch/result/?q=%22madagascar+3%22


When the 3DS first came out, it held a 
lot of promise. One of the things that 
was extremely exciting was the idea of 

Augmented Reality – AR for short. But many developers 
seemed to ignore the whole AR thing for the most part, 
and games that delve into the idea are relatively rare. So 
when a new title comes out that is heavily reliant on AR, 
it is something of a breath of fresh air.

Spirit Camera: The Cursed Memoir is a 3DS spin-off 
of the Project Zero series. In fact, an AR code included 
with Project Zero 2 Wii Edition will provide Spirit 
Camera players with extra content – although even that 
won’t go far to add to what is a lamentably short game.

In Spirit Camera, the player literally becomes a 
paranormal investigator. The 3DS camera becomes 

the player’s Camera Obscura, which must be used to 
unravel a chilling mystery and battle ghosts. Part of this 
process is using an included AR book, which unlocks 
stages in the game as the story unfolds. This is a very 
nice implementation of the AR technology, as the player 
bounces between their own reality and an alternate one, 
viewed via the 3DS. This means, of course, that the AR 
system will populate the player’s environment with all 
kinds of ghosts. The effect can be quite chilling, except for 
one factor. See, for a horror game to work really well, you 
want to play it in the dark. But for an AR game to work 
well, it needs good lighting. This means that the scare 
factor is seriously minimised. Additionally, some of the 
dark, alternate reality scenes get rather tough to view in a 
brightly lit room.
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Aren’t horror games meant to be played in the dark?
Obscured by Light

by Walt Pretorius
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of using underutilised 3DS systems.
There are a few mini-games on offer, too, like fighting 

ghosts who are plaguing your real-world friends (a creepy 
sight, more often than not) but these feel like tacked-on 
padding, and won’t do much to keep you playing the game 
for very long.

Overall, Spirit Camera: The Cursed memoir feels a lot 
like a missed opportunity. The ideas are great, but they 
aren’t always sensible. The plot is good, but it is too 
short. And the overall  AR implementation, while unique 
and drawing the player in to a degree, goes a long way 
to actually scuppering the overall effect of this survival 
horror title. After all, no one is afraid of ghosts in a well 
lit room. Still, it may be worth a try, and it is nice to see 
another adult survival horror title emerge for the 3DS. g

In addition to AR, Spirit Camera also used the 3DS’ 
accelerometers. Moving the console will adjust the 
viewpoint in the alternate world, and will obviously allow 
the player to chase ghosts around their own living room as 
they try to sap their energy by capturing images of them 
with the Camera Obscura. It also means that you won’t be 
sitting back and relaxing while you play this game – you 
will need to turn, tilt and move pretty much constantly 
while playing, all the while keeping the AR book handy on 
a nearby flat surface.

Because of its achingly short single player campaign, 
Spirit Camera feels more like a late tech demo than a 
full retail title. It is a great idea, though, and the story 
is not bad at all. But it feels flimsy, and like clever 
implementation of ideas flew out of the window in favour 
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Score

Genre: Survival Horror

A great idea that has gone awry, Spirit Camera 
sacrifices atmosphere for implementation of 
3DS technology.

Similar to: Project Zero 2 Wii Edition

MaxPlayers Local 1 Network 0 Online 0

Developer:
Publisher:
Distributer:

Tecmo
Nintendo
Core Group

Parental Advisory Accessibility

16+
Casual

Hard-Core

Medium

Prejudice
Drug Use
Sex
Language
Violence

55

Reviewed on:
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Wii
Move
PS3
Kinect
X360
PC

3DS
DS

AT A GLANCE:

http://www.infinitegames.co.za/index.php/spirit-camera-the-cursed-memoir-3ds.html
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by James Francis

72

No Dig Dug-ing Around

Digger
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You know how it goes. You are due to deliver an 
article on a classic game, but the title you chose 
is taking forever - none of today’s 3-4 hour 

nonsense. So you reach back into that pile of classics you 
recall playing a long, long time ago, hope you can find a 
version online, brush it off and present it as this month’s 
feature.

This is how we come to Digger, one of the five games I 
can remember playing first. The year was 1986 and my dad 
had just acquired a brand-new PC, an AT (not the slightly 
more advanced XT) complete with CGA graphics and what 
I think was 256kb of RAM. It had a floppy drive, but no hard 
drive. Such storage was expensive, as big as a hardcover 
fantasy novel and had a whopping one megabyte to offer. 
CGA is perhaps the most alien today - it was a whole four 
colours. That’s less than any modern mobile phone I can 
think of. But at least it was not as awful as the purple 
shades of EGA and did the job until we upgraded a few 
years later to the marvels of 256 colour VGA.

But I digress. Digger. It was one of my first and involves 
a little truck chomping up all the emeralds before a legion 
of underground monsters caught up. When I was a kid, we 
thought it was a duck on wheels, showing that story - at 
least back then - had little to do with why you play. The 
image on the box would have illuminated us to the world of 
underground tunnelling machines, but in 1986 South Africa 
games were mostly pirated. I didn’t even know games came 
in boxes until at least the late ‘80s.

Digger goes about the level eating emeralds and the odd 
bag of gold that tumbles down. As the machine progresses, 
it forms tunnels in the dirt, which those marauding 
subterranean monsters traverse to track you down. Imagine 
Pac-Man, but you dig towards the dots and the ghost can 
rush after you along your own tracks. At times a power-up 
appears: shaped as a stem of cherries, it let you eat the 
monsters, all to the tune of the William Tell Overture. 

But the critters have two advantages: every time one 
is killed, another appears. They also move faster than the 
mining vehicle, which is armed with a -very- slow-charging 
shooting attack. Ah, and there is a third: the creatures, 
called Nobbins, can flip over and become Hobbins, which 
tunnel just like Digger. If that doesn’t seem like cheating, 
that they do this at a whim sure does...

Playing it today, Digger seems rather hard and unfair. 
Perhaps it’s because I lack the reflexes of someone with 
a single-digit age. The looping soundtrack becomes too 
much and once the five levels start to recycle, the allure 
leaves you. But this was not the case nearly three decades 
ago. Digger was something of a marvel in the graphics 
department, especially if you could play with the full 16 
colours. It set a standard for sound on the IBM PC and 
people played it obsessively, trying to beat each other’s 
high scores. It even has two-player (one at a time, though) 
and gauntlet modes. Digger was eventually bundled with 
new IBM PCs, but never spawned a sequel - though a 
remake appeared on PSN in 2009. g

73

Genre: Arcade
Released: 1983
Find It On: Digger.org
Works On: Dosbox

GAME INFO.

Digger
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There’s something about getting to unbox a piece 
of awesome hardware. Even when reviewing 
(seeing as how we don’t get to keep most of the 

stuff we look at) there’s a moment of awe when that 
really great item is revealed; a moment when you can’t 
help but saying “whoa”, even under your breath.  The 
latest top-notch Radeon chip graphics card from MSI 
had that exact effect on us.

We see a lot of graphics cards, but the MSI R7970 
Lightning is one that has really made an impression 
on us, in all aspects. Aside from the blazing fast 
performance it delivers, even the actual physical 
aesthetic of the card sets it apart.

Performance wise, it is excellent. The 7970 chipset is 
complemented by 3GB of GDDR5 RAM, which allows 
for very quick performance under all kinds of load, from 
intense gaming to… well, that’s really where it counts, 

isn’t it?
What MSI have done with this particular graphics 

card – like they do with most of their graphics cards, in 
truth – is take the reference model (the base card issued 
by the chipset manufacturer) and improve on it. This is 
how different brands using the same chipsets distinguish 
their products, and MSI have done a fantastic job in this 
regard.

Heat dissipation, for example, is taken care of by a great 
system of high-density fin heat sinks, extra thick heat 
pipes and a pair of Twin Frozr IV fans. These fans are a bit 
bigger than the average, and even have been set-up to 
reverse direction for the first thirty seconds of operation, 
which takes care of dust build up on the heat sinks. They 
use propeller blade set-ups, too, which increase airflow.

In addition, they have taken their expected Military 
Class III components a few steps further with this brand 
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by Walt Pretorius

A powerful card with some great new ideas…
All New!



new card. Copper MOSFET, highly-conductive capacitors, 
golden solid state chokes and dark solid capacitors all for 
part of the component line-up. The overall result is quieter 
operation, increased stability and longer lifespan.

And, vitally important to a card of this specification, MSI 
have made sure that it is extremely overclockable. The 
Triple Overvoltage system allows for every aspect of the 
card to be pumped with more juice. In addition, a GPU 
Reactor built onto the back of the card allows for more 
overclocking space, as well as improved stability under 
strain.

With four DisplayPorts, 2 DVI ports and components 
that usher in a degree of new thinking, the MSI R7970 
certainly is a card for enthusiasts to pay attention to. It’s 
fast. It’s reliable. And it is expensive, yes, that too. But 
with this kind of card, you would expect a higher price, 
and the performance it delivers is well worth the cost. g

Score

94

Summary

Powerful fast and full of new 
ideas – this card is perfect for 
enthusiasts and overclockers...

Manufacturer
Distributer:

Online:
RRP:

MSI
Pinnacle Africa
www.pinnacle.co.za
R6 899

Tech Specs:

Radeon 7970 chipset
3GB GDDR5 RAM
Military Class III 
Triple Overvoltage tech
GPU Reactor
4 DisplayPorts

•
•
•
•
•
•

Pros

•
•
•
•
•

Very quick
Nice new ideas
Quiet!

Cons

•
•
•
•
•

Costly
Fairly large

AT A GLANCE:
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One of the reasons that people will give for not 
liking a particular video game console is the 
shape of the controller. If you are one of those 

who prefer the Xbox 360 controller, but still want to play 
games on the PlayStation 3, Gioteck has an interesting 
solution for you.

The Gioteck HF-2 Bluetooth Controller for PS3 is 
shaped almost exactly like an Xbox 360 controller, 
offering a larger device with offset analogue sticks, 
as opposed to the more symmetrical standard PS3 
controller. The larger size of the controller may be 
comfortable for many people, too, and the contoured 
shape sits very comfortably in the player’s hands. 

The whole device is covered in a very stylish non-
slip material that lends it a matt look, perfectly 
complimenting the urban camouflage design that covers 
the tp of the HF-2. In short, it is a very comfortable 

controller to use, although the oversized bumper buttons 
take some getting used to.

The analogue sticks have rubber thumb grips, and have 
notches at every ninety degree point, for added accuracy. 
The dished D-pad also makes direction selection much 
easier while you’re not looking at the controller.

But the device is about more than just comfort – it is 
a very practical controller, too. For example, thanks to 
downloadable software, the analogue stick sensitivity can 
be adjusted. Additionally, the functions of the bumpers and 
triggers can be switched at the flick on a switch on the 
controller, meaning that you won’t need to sit remapping 
controls (if they can even be remapped) in-game when 
developers decide to mess with standard set-ups. Want your 
fire button to be R2 instead of R1? Hey presto, it’s done.

A turbo function has also been included, which is a bit 
of a throw back from the old days when joysticks were 
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by Walt Pretorius

An Xbox feel for the PS3…
Different Strokes 



experimenting with the idea, but this can save you a lot of 
button-mashing related thumb-cramping.

The Gioteck HF-2 is a great controller, perfect for those 
who want an Xbox feel while playing PS3. It is accurate, 
sensitive and responsive. The only real downside here is that 
it is not rechargeable. The user will either need to spring for 
a pair of AA batteries, or will need to cough up some extra 
cash to get the HF-2 Rechargeable Battery Pack. Both, 
incidentally, sold separately.

Naturally you can plug the controller in to play, but this 
does sort of defeat the whole purpose of it being Bluetooth. 
And the cable supplied with it is short… so just go and get 
the Rechargeable Battery.

Oh, yes, how could we forget… unlike pretty much any 
other controller on the market, the HF-2 will have firmware 
upgrades released. Those will keep it going strong for 
ages.g

Score

89

Summary

A very versatile controller for 
the PS3, complete with an 
Xbox 360 feel.

Manufacturer
Distributer:

Online:
RRP:

Gioteck
Apex Interactive
www.apexint.co.za
R699.95

Tech Specs:

Bluetooth
X360 configuration
Interchangeable 
buttons
Turbo mode
Sensitivity adjustment

•
•
•
•
•
•

Pros

•
•
•
•
•

Very comfortable
Versatile
Responsive

Cons

•
•
•
•
•

Rechargeable 
battery sold 
separately

AT A GLANCE:
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We haven’t seen an Asus graphics card for 
a while, but it is always pretty exciting to 
get one out of the box and plug it into the 

review rig. Asus manage to, fairly consistently, produce 
graphics cards that impress- and this HD7970 is no 
different.

Armed with a powerful Radeon chipset, this card 
certainly has power where it counts. This is supported 
by a generous 3GB of GDDR5 RAM, which gives the 
card plenty of breathing room while sorting through all 
of those complex graphics processes. The combination 
of the two results in a rather sweet performance from 
this higher end card – as one would well expect from 
both the brand and the chip manufacturer.

Being a Radeon card, the HD7970 brings with it 
certain features that are expected; these include 
Eyefinity technology, with support for up to six screens 

(although you will need DP 1.2 compatible monitors to do 
so) and CrossfireX compatibility. 

The card itself is impressive to look at (another aspect 
we expect from Asus). All the important components are 
enclosed in a sturdy and stylish housing, finished in black 
and red. A prominent turbine style fan aids in cooling the 
card, in conjunction with a decent cooling system that 
keeps the HD7970 ticking over smoothly under all kinds of 
strain. 

The card offers four outputs – one DVI, one HDMI and 
two DisplayPort – for monitor connection. Once again, 
using six monitors with this card will require the right kind 
of monitors. Still, even if you don’t have access to those 
kinds of monitors, using more than one with this card is 
simple, although an extra DVI port would not have gone 
amiss here. That would simply have tied into standards for 
monitors, really, keeping things easier for the end user.
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by Rob Edwards

A card for enthusiasts, by enthusiasts…
Tweaker



Then again, this card isn’t really aimed at the run-of-
the-mill PC user. Rather, it is aimed at enthusiasts in 
general, and overclockers in particular. See, like most Asus 
graphics cards, the HD7970 is made for overclocking. 
Robust design on the part of Asus ensures that the card 
can handle quite a fair amount more juice than its default 
settings allow for. And to help with the overclocking, Asus’ 
GPU Tweak utility offers a user-friendly and safe way to 
squeeze extra power out of the device.

In the end, this isn’t necessarily a card that everyone 
is going to want to get hold of. With a price point that is 
a bit higher than expected, and a strong bent towards 
overclocking and extreme usage, the HD7970 will likely be 
more at home in an enthusiast’s arsenal than just another 
desk-top PC. If you are willing to put in the extra expense 
and effort to use this card the way it was meant to be 
used, you won’t be disappointed. g

Score

90

Summary

A very nice card, but probably 
better for enthusiasts than just 
every-day user types...

Manufacturer
Distributer:

Online:
RRP:

Asus
Asus
www.asus.com
R5 499

Tech Specs:

Radeon 7900 chipset
3GB GDDR5
2 DisplayPorts
1 HDMI port
1 DVI port

•
•
•
•
•
•

Pros

•
•
•
•
•

Great performer
Well put together
Easy overclocking

Cons

•
•
•
•
•

More of an 
enthusiast’s card

AT A GLANCE:
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Innovative ideas are things that are, sadly, not as 
common as we would like them to be. See, every 
now and then a new idea comes along, which gets 

everyone all excited. And then the idea is rehashed and 
minimally reworked, resulting in a truck-load of similar 
products that vary only in brand name and overall 
design. And if there is one area in which this idea is 
prevalent, it is in the field of video gaming peripherals.

Then again, it is entirely possible to take an existing 
idea and approach it in an original way; innovation 
doesn’t necessarily mean coming up with all-new 
concepts. And that is where Gioteck do really well. This 
peripheral manufacturer is coming up with really fresh 
approaches to existing ideas, providing consumers with 
something that – while not necessarily absolutely new – 
is more often than not funky and fresh.

Their AC-1 Ammoclip for Xbox 360 is such an item. 

Sure, there are tons of controller charging docks out there, 
but the ideas behind this particular one are rather unique. 
See instead of being a fancy, decorative plastic stand 
that you park in a permanent position near your Xbox, the 
Ammoclip is completely portable. And safely portable, too, 
thanks to some really smart design ideas.

At first glance, you may well be forgiven for thinking that 
the Ammoclip is a slightly oversized metal DVD of game 
box.  But the chunky, durable plastic hinge will soon give 
you a clue that this is not, in fact, a cool way to transport 
disks. It is a very well built and designed charger for two 
Xbox 360 controllers.

The only downside to this device is that it does not come 
with rechargeable batteries. That said, it works with pretty 
much any Xbox 360 battery of this nature, and we should 
all be using those by now… so there really isn’t a problem 
there.
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by Walt Pretorius

Small, effective, tough… just the way we like it.
Keep Shooting!



Inside the metal case are two contoured plastic surfaces, 
designed to add stability when the controllers are plugged 
in. In the centre is a black plastic column, with interfaces 
for plugging the controllers in to. 

The whole affair takes up very little space (particularly 
when closed) and the controllers are held snugly in 
position while charging. The Ammoclip might not be quite 
as handy as a magnetic induction charging system, but it 
comes really close.

Power is supplied to the unit via a USB cable (which 
plugs into the Xbox). The other end of this cable has a 
proprietary plug, which interfaces with the Ammoclip itself. 
The unusual configuration of this cable means that you 
won’t want to lose it, because replacing it may be tricky. 
Dual LEDs indicate charge status.

If you’re after a quick and convenient Xbox charging 
system, look no further. g

Score

90

Summary

A compact, tough and very 
portable recharging system for 
two Xbox 360 controllers.

Manufacturer
Distributer:

Online:
RRP:

Gioteck
Apex Interactive
www.apexint.co.za
R299.95

Tech Specs:

Portable
Metal casing
Charges two 
controllers
USB powered

•
•
•
•
•
•

Pros

•
•
•
•
•

Very portable
Tough!
Holds controllers 
snugly

Cons

•
•
•
•
•

Rechargeable 
batteries not 
included

AT A GLANCE:

g amec c a  •  i s s u e  38  •  Augu s t  2012 81



www.gladgetmag.com IS
S

U
E

 2
2

 / V
o

l.2
A

u
g

u
st 2

0
1

2

Invasion!
Gioteck: a name to remember
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www.gladgetmag.com
Technically, playful !



g amec c a  •  i s s u e  38  •  Augu s t  201284

M
S

I G
TX

 6
7

0
 P

ow
er

 E
di

tio
n 

G
ra

ph
ic

s 
Ca

rd

On the box of the MSI Power Edition GeForce 
GTX 670 there is a sticker that says that, 
according to GfK, this is the top VGA brand 

in Germany. Aside from being a bit of marketing, 
that statement gives one pause for thought. The 
stereotypical idea of the German desire for precision 
and efficiency is not that far from the truth, quite 
honestly, and so when a company can legitimately make 
this claim (backed by GfK figures) it actually means a 
lot.

And from what we have seen from MSI’s graphics 
cards in the past, we have no reason to doubt it, either. 
There are extremely good graphics cards, for the most 
part.

The GTX 670 makes use of a few new ideas that 
MSI have introduced for their latest graphics products. 
Aside from the expected features – like Military Class 
III components – this card offers a few new ideas that 

are likely to become common features for similar products 
produced by MSI. These include various aspect. The 
first, most obvious is the implementation of Twin Frozr 
IV cooling technology. That’s not exactly brand new, but 
the 80mm propeller style fans, multiple heat pipes, high-
density heat sinks and nickel-plated copper base are great 
technologies from this company. In addition, the fans have 
a new feature – spinning backwards for the first thirty 
seconds of operation, to ensure that dust build-up on the 
heat sinks is minimised. The propeller blade technology 
built into the fans also ensures enhanced air flow, 
meaning that this card runs quite a lot cooler than many 
competitors.

Another technology that makes this card appealing 
to enthusiasts and overclockers is the idea of Triple 
Overvoltage. 

Supported by MSI’s friendly Afterburner software, 
this card can have GPU, memory and PLL overclocking 
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Lots and lots of Germans can’r be wrong…
Performer 



performed, allowing the user to squeeze a significant 
amount of extra performance from it.

Armed with a GeForce GTX 670 chipset and 2GB 
of GDDR5 RAM, the card has lots of room for great 
performance, even at factory standard settings. And it is 
quick – maybe not quite as quick as the R7970 reviewed 
elsewhere in this issue, but still pretty close. It runs cooler 
and quieter than reference GTX 670 cards, too, which is 
always a plus point. And it supports up to four displays, 
thanks to two DVI ports, an HDMI port and a DisplayPort.

It’s not on the cheaper end of the price spectrum, but 
neither should it be. 

This card is a performer, not designed for those who 
simply need a graphics card to get them through. This one 
is an enthusiast’s paradise, with great performance and 
tons of unlockable potential. It comes packing a whole 
bunch of top-notch Nvidia tech, too… making it a really 
great option. g

Score

90

Summary

A great GeForce option for 
enthusiasts, with tons of 
unlockable potential.

Manufacturer
Distributer:

Online:
RRP:

MSI
Pinnacle Africa
www.pinnacle.co.za
R5 399

Tech Specs:

GeForce 670 chipset
2GB GDDR5 RAM
Triple Overvoltage tech
Twin Frozr IV cooling
2 DVI ports
DisplayPort

•
•
•
•
•
•

Pros

•
•
•
•
•

Quick
Quiet
‘‘Overclockable’’

Cons

•
•
•
•
•

Expensive

AT A GLANCE:
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Smart people know that the most obvious choice 
isn’t always the best one. Buying a brand name 
controller – specifically, an ‘official’ PlayStation 3 

controller – for your PS3 can be a costly affair. And, quite 
frankly, doing so fails to take advantage of a wealth of 
good ideas that flood the market by way of third-party 
peripheral manufacturers. There are many great options 
out there that don’t carry the PS logo, but whether 
through laziness or brand loyalty (or a misguided sense 
that first-party products are immediately superior, no 
questions asked) lots of people don’t give them their due 
consideration.

The VX-1 Wireless Controller for PS3, manufactured by 
Gioteck, serves as an excellent alternative to costly first-
party products, and bring a few really good ideas to the 
table. First and foremost, it is more comfortable than the 
‘official’ PS3 controller, thanks to an improved ergonomic 

design that will have players experiencing less discomfort 
after extended periods of gaming. The action buttons are 
contoured and precisely placed to allow the user an easy 
time of moving their thumb from the rubberised, non-slip 
analogue sticks to them and back. The directional pad is also 
designed for ease of use, with its concave shape allowing for 
easier directional selection. And the hand grip are rubberised, 
adding even more to that all-important user comfort level.

Armed with 2.4GHz wireless technology, the VX-1 is a 
responsive and accurate game controller. The advanced Li-
polymer battery performs well too, providing a longer than 
expected game time – no complaints there. And to keep 
things going even longer, the controller has an automatic 
standby mode that it enters after five minutes of inactivity.

Even the trigger buttons are an improvement over the 
original PS3 controller; they are slightly concave, feeling more 
like triggers, and are a lot more comfortable to use.
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by Walt Pretorius

First-party products aren’t always the best option…
Improvement



In addition to all of this, the VX-1 features upgradeable 
firmware, meaning that it will remain a viable and good 
controller for longer.

In terms of button placement, it follows the ideas set forth 
by the PlayStation 3 first-party controller. The analogue 
sticks, in other words, are centrally, symmetrically placed. 
This will be suited for those who like the PS3 configuration, 
while those that are more comfortable with an Xbox style 
setup may well want to look at the HF-1 (also from Gioteck) 
reviewed elsewhere in this issue. The analogue sticks are also 
slightly angled, providing a more comfortable hand position.

The VX-1 is yet another example of Gioteck’s excellent 
approach to gaming peripherals. It may not share the 
military finish that many of their other products feature, but 
looks aren’t everything when considering the comfort and 
performance it delivers. It is a solid and effective alternative 
to the original. g

Score

80

Summary

Here’s a third-party controller 
for the PS3 that shows how 
things should be done...

Manufacturer
Distributer:

Online:
RRP:

Gioteck
Apex Interactive
www.apexint.co.za
R499.95

Tech Specs:

Ergonomic design
non-slip analogue sticks
Rechargeable
2.4GHz wireless
Li-polymer battery
Auto-standby

•
•
•
•
•
•

Pros

•
•
•
•
•

Comfortable
Great buttons!
Good battery life

Cons

•
•
•
•
•

May be a bit big for 
some tastes...

AT A GLANCE:
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When it comes to screens of all kinds, 
bigger is better. At least, that’s what 
most people seem to think. But there 

comes a point when a large screen becomes 
impractical, particularly as far as TVs go. It is easy 
to be dazzled by that massive flat panel, only to find 
that you have too much TV for the room it is placed 
in.

Small TV screens are not really in demand, but 
there certainly is a space for them. Particularly if that 
small TV is also a desktop PC monitor, like the LG 
Flatron M2362.

The functions of this monitor-TV hybrid may not 
be immediately apparent, but there are a variety 
of reasons why someone would want a TV on their 
desktop, ranging from space problems to industry-
specific requirements. Whatever the need may be, 

the M2362 takes care of the problem, providing the 
user with a 23 inch flat screen monitor that has full TV 
functionality – including a built in TV tuner.

What this means is that the device isn’t quite as 
skinny as other monitors of its size class. But, then 
again, it’s not just a monitor. It features DVI, HDMI 
and component inputs, as well as an antenna cable 
port and audio in jack. The front has a host of TV 
related controls, including programme selection, volume 
controls and those kinds of things. A headphone port 
is mounted on the side of the device, too, for easy 
personal audio.

So why would you want one of these? Well, this really 
is a case of necessity. This is hardly a device that you 
would get unless you really needed it, for whatever 
reason.  But should you require one, it’s good to know 
that it’s there…
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by Walt Pretorius

A great idea, if you need it…
All-in-One Viewing



Image quality via the matt screen is, naturally, very 
good – one wouldn’t expect anything less from LG. It 
comes with a full function remote as well, which does 
seem a little redundant, as you’re not realistically going 
to be viewing this device from a long distance away. 
Perhaps the desire to keep the front free from finger 
prints would be a viable reason for the remote, or 
perhaps using it is a little simpler than the various front 
mounted controls, but in all honesty it seems a little 
unnecessary. Still, it’s there and it works well.

This screen is, in short, a very versatile and handy 
one, but unless needs dictate, there isn’t much reason 
to get one just for its ‘cool’ factor. The inclusion of the 
TV tuner makes it a bit more of a niche item, which is 
great if you need it, but inflates the price unnecessarily 
if you don’t. The choice, in the end, is up to the 
consumer.  g

Score

79

Summary

A combination of TV and 
monitor with a 23 inch screen.

Manufacturer
Distributer:

Online:
RRP:

LG
LG
www.lge.com
R1 999

Tech Specs:

23 inch screen
Built-in TV tuner
Full function remote
DVI port
HDMI port
Component ports

•
•
•
•
•
•

Pros

•
•
•
•
•

A great combo
Clear visuals
Space saver

Cons

•
•
•
•
•

Not something 
everyone would 
need

AT A GLANCE:
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Faster, quieter, more reliable – these are things 
that are always asked for by PC users. But as far 
as hard drives go, they haven’t really been things 

that have seen that much improvement over the last few 
years. However, solid state drive (SSD) technology is 
turning storage ideas on their heads.

Transcend’s SATA III SSD720 is a 2.5 inch solid state 
drive perfect for laptops and notebooks. This diminutive 
drive consumes less power, reads and writes data more 
quickly, and is not subject to failure of working parts… 
because it doesn’t have any. Instead, this 128GB drive 
makes use of technology that doesn’t require a spinning 
disk to store data.

At the moment, SSD capacities are a little on the low 
side. But with technology moving so fast, we will likely 
see bigger SSDs shortly. In the meantime, though, this 
is one of the most reliable data storage devices we have 
seen.  gR
ev

ie
w

Score

86

Summary

Even though the capacity isn’t 
huge, this SSD is way more 
reliable – and safer – than a 
tradition HDD.

Manufacturer
Distributer:

Online:
RRP:

Transcend
Rectron
www.rectron.co.za
R1 499

Tech Specs:

128GB capacity
SATA III
Read uo to 550MB/s
Write up to 500MB/s
2.5 inch
7mm form factor

•
•
•
•
•
•

Pros

•
•
•
•
•

Power efficient
Quiet
Fast

Cons

•
•
•
•
•

Light on storage 
space

AT A GLANCE:

by Rob Edwards

No moving parts means less to go wrong
Safer Data 
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Gioteck’s leaning towards military style peripherals 
for gaming is no more evident than in the TX-2 
Throat Mic for Xbox 360. Sure, their other 

devices have a distinctive military look, and sometimes 
even a similar feel, but this one really has you feeling like 
the real deal. That’s because we associate throat mics 
with military personnel, after all.

The precise sensors sit on the front of the user’s 
neck, held in place by an adjustable neck hand. Using 
technology similar to that of the military, the mic picks 
up vibration from the throat to produce very clear voice 
communications. An in-ear piece provides audio. And it 
can be flipped, so that the ear piece can be used in either 
ear.

Noise isolation helps ensure clarity in voice 
communications, and the whole thing plugs into the Xbox 
remote, as expected. It all feels extremely authentic, and 
works really rather well. Perfect for doing virtual battle. g
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Score

90

Summary

An honest-to-goodness, 
military style throat mic... for all 
those weekend warriors and 
Xbox operative out there.

Manufacturer
Distributer:

Online:
RRP:

Gioteck
Apex Interactive
www.apexint.co.za
R249.95

Tech Specs:

Adjustable neck band
Ear piece
Dual throat sensors
Noise isolation 
technology

•
•
•
•
•
•

Pros

•
•
•
•
•

Feels awesome
Good 
communication 
audio

Cons

•
•
•
•
•

Doesn’t come 
packaged with an 
MP5...

AT A GLANCE:

by Walt Pretorius

Feel like the real deal!
Covert Ops 
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August. The month of 
my hatching. Save your 
birthday wishes – please. 

This year, I really don’t want them. 
You see, I’m turning 30. The big 
three-oh. The grown-up age. The 
age where I’m only five years away 
from a mid-life crisis.

But what about my right-now 
crisis? I’ve always relished the 
fact that I’m not all grown up and 
enjoy a good fart joke as much as 
the next 8-year-old. I still do. But 
unlike that 8-year-old, I feel that 
I’ve lost my passion for games. 
For a while now I’ve loathed self-
identifying as a gamer – I’d much 
rather just say I don’t mind playing 
games. The few titles I am a fan of 
I will still go out and buy, if not for 
fun, just out of habit. And it’s hard 
to kick a habit. Other 30-year-olds 
drink or smoke; I drop R600 on the 
latest Forza or Gears of War.

Don’t get me wrong. I still 
enjoy playing games. Max Payne 
3 is huge fun. I bought all the 
downloadable content for Gears of 
War 3. Forza 4 still gets me firing 
it up just to hear and see the cars.

However, I didn’t finish Max 
Payne in a single sitting. It’s 
actually still in my Xbox, waiting as 
I slowly make progress on the odd 
night where I feel like playing. That 
DLC for Gears of War? Haven’t 
touched it; “no time” is the excuse 
I make to myself. And my days of 
racing online in Forza have long 
since passed. I keep meaning to 
get together in the virtual pit lanes 
with my friends, but my Xbox Live 
subscription has expired and I just 
don’t feel that interested anymore.

I now game on my terms and 
when the mood strikes me. 
My tastes are far fussier and 
I’d rather play some coop with 
friends, having a laugh, than ruin 

my evening by participating in a 
screaming match with incompetent 
teammates. 

They say a leopard’s spots don’t 
change, but I wonder whether they 

begin to fade as time passes. And 
as the “low power” warning on my 
enthusiasm for gaming starts to blink, 
I wonder what’ll come along and 
inspire me to change the batteries. g
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As Old as 
You Feel...
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by Christo van Gemert
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