








elcome to Mistralis, the 
island of the LostWinds. 
On a blustery plain, a 
young boy by the name of 

Toku sleeps peacefully when a warm 
breeze awakes him from his lethargic 
daze. Still yawning, he makes his way 
to the village. However, on his journey 
the ground beneath him quakes and 
gives way, plunging our hero into a 
mysterious cavern where he stumbles 
upon the wind spirit Enril. And the 
adventure of LostWinds begins! 

Perhaps best described as a 2D 
platformer with the jump button 
removed, Lost Winds replacement to 
the genre’s staple is Toku’s newfound 
companion Enril (depicted on screen via 
the Wii remote’s pointer). Using Enril’s 
power over the wind is the game’s 
imaginative control mechanism, as Toku 
himself can only be moved left and right. 
Hold A and motion upwards with the 
pointer and Toku will be blown into the 
air, while a gust to the left or right will 
help him navigate the many pitfalls.

Utilizing Enril’s ability to boost Toku up 
rock faces and fight off the game’s few 
enemies, the control scheme never 
hampers the experience, remaining 
tactile and playful right up until the 
game’s dramatic climax. Finding chests 
unlocks new abilities for Enril and these 
too are put to excellent use. A 
slipstream that manipulates sources of 
fire and water, and a vortex to suspend 
objects in mid air help the player to 
reach hidden locations and solve some 
of the game’s quirky, if relatively simple, 
puzzles.

Where I’ll end up well I think, only God really knows
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Complementing LostWinds’, ‘built for Wii’ 
control scheme, is an artistic design that sits 
right at home on the console. Born out of 
Frontier’s investigation into the cultures of Tibet 
and the Andes, the stylised characters and 
jaunty hillside architecture have a fairytale-like 
quality. Toku himself is realised beautifully with 
little personality touches like a nervous shuffle 
from side to side when left alone, coming 
together to make him an unforgettable hero. 
This is all brought to life through an airy 
woodwind soundtrack and a lovingly crafted, 
fully interactive, 3D background. As you drag 
Enril across the landscape, trees, grass and 
even the supporting cast will react to your 
gusts, blowing whichever way your quest is 
taking you. 

At four hours to do and see everything, Lost 
Winds’ length may be an issue for some - 
although the island of Mistralis is so endearing, 
many players may well embrace multiple 
playthroughs. However, as a unique experience 
that will transport even the most hardened 
gaming cynic back to their childhood, 
LostWinds is overflowing with a sense of 
adventure and ingenuity, and as such serves as 
WiiWare’s first must have title. 



ur vision is hazy, we can’t stand 
up straight and we’re slurring 
our words - a sensation we’re 
willing to bet a significant 

proportion of SingStar enthusiasts are 
all-too familiar with. But, being the 
better way to enjoy Sony’s esteemed 
sing ‘em up, that’s certainly nothing to 
be too ashamed of. As we stated in our 
Buzz! Quiz TV review (pg 39), no one 
knows how to party quite as much as 
SCEE do, and nothing makes that more 
obvious than the eclectic range of 
Britpop, hip-hop, pop, rock and soul 
bursting out of Vol. 2.

But even with the revelry in full swing, 
there are still a few party-pooping 
questions rattling around our brains 
about this latest release. Why are the 
microphones still not wireless? Why has 
the single-player campaign from the PS2 
original (since removed for later releases) 
still not been updated and 
re-implemented? Why, in spite of the 
popular online service ‘SingStore’, is this 
release little more than a song pack? And 
is singing in harmony really worth the 
asking price? Wait, harmonies?

Yes, harmonies. Introduced to Vol. 2 is 
‘Harmony Duet’, a new option that allows 
two players to sing different lines of a 
song at the same time. Working in exactly 
the same way as players will be used to 
with lyrics scrolling across the top and 
bottom of the screen as the pitch gauge 
rolls across the centre, it’s a well 
implemented addition, but only features 
on a select few of the thirty songs on 
offer. For the rest it’s the same old song 
and dance.

It’s still all about chasing high scores with 
pitch perfect vocals, creating amusing 
videos with the EyeToy to later upload 
online and generally having sing-along 
fun. Nothing more, nothing less. Whereas 
the original PS3 title was equivalent to a 
ground-breaking debut album that had 
us singing and dancing on the tables all 
night, Vol. 2 is the Best Of, retreading old 
ground with a compilation of hits without 
throwing anything particularly new or 
exciting into the mix.

The songs supplied are typical to what 
you’d expect from SingStar, a collection of 
popular spirit-raising tunes coupled with 
the usual bunch of misfits you wouldn’t 
normally find on a traditional karaoke 
setlist. The Libertine’s “Can’t Stand Me 
Now”, Panic! At The Disco’s “But It’s 
Better If You Do” and Gorillaz’s “Dare”’ 

Guess who’s back, back again
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each prove to be an odd choice for karaoke, 
while Tone Loc’s “Funky Cold Medina” and 
Paul McCartney & The Frog Chorus’ “We All 
Stand Together” never fail to raise a smile 
even twenty years later.

Given its popularity it’s surprising to see 
SingStar still go unrivalled, with little more to 
worry about than Harmonix’s emaciated 
attempt at singing in Rock Band. The 
systems work similarly and it’s arguable that 
the track list in Harmonix’s title are some-
what more appealing to the majority of 
gamers, but there’s a level of depth and 
multitude of singing options in SingStar that 
still goes unsurpassed. 

As we were reminded by SingStar’s uplifting 
opening cinematic, gaming is all about 
“having a good time”, and getting a few 
friends together with SingStar can still prove 
to be one of the better social gaming 
activities out there. Whether the track list is 
your idea of a good time or not is subject to 
opinion and the jury is still out as to how long 
SingStar’s electro-karaoke will continue to 
appeal without receiving a major structural 
shake-up. But for the time being at least, the 
one thing that SingStar aficionados can be 
sure of is that Vol. 2 certainly doesn’t 
disappoint. 

THE TRACKLIST IN FULL
Aerosmith - Dude Looks Like a Lady
Blur - Country House
Bobby Brown - My Prerogative
Eminem - Without Me
George Michael - Freedom '90
Gorillaz - Dare
Gossip - Standing in the Way of Control
Hot Chocolate - You Sexy Thing
Kaiser Chiefs - Ruby
Kool and the Gang - Celebration
The Lovin' Spoonful - Summer in the City
Maximo Park - Our Velocity
Morrisey - Suedehead
Nirvana - Lithium
Panic! At The Disco - But It's Better If You Do
Paul McCartney & The Frog Chorus - We All 
Stand Together
Pulp - Common People
Radiohead - Street Spirit (Fade Out)
Shakespears Sister - Stay
Spandau Ballet - TRUE
The Cure - Pictures of You
The Killers - When You Were Young
The Libertines - Can't Stand Me Now
The Mamas and The Papas - California Dreamin'
The Offspring - Pretty Fly (For A White Guy)
The Police - Don't Stand So Close To Me
The Proclaimers - I'm Gonna Be (500 Miles)
Tom Jones with Mousse T - Sexbomb
Tone Loc - Funky Cold Medina
Young MC - Bust A Move VERDICT
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bumble-bee buries its furry 
little head into a flower. A 
dew-drop lingers on the tip of 
a leaf. Waves lap on a distant 

exotic shore. A heavily armed samurai in 
a medical mask smacks a golf ball into 
the rough, while a wide-eyed youth 
demonstrates one of the lesser known 
uses for a baguette...

Welcome to the wonderful world of 
Everybody's Golf 2.

Somewhat a phenomenon in its native 
Japan, Clap Hanz latest addition to the 
series proves to be more than worthy of 
the attention. Golf (a sport famously 
derided as being little more than a way to 
spoil a nice walk) is hardly the sexiest of 
sports, but Everybody's Golf 2 approaches 
it with such verve that it’s hard not to be 
drawn in. Discarding the stern-faced 
realism of titles like EA Sports’ Tiger 
Woods series for more cartoonish 
presentation, Clap Hanz has embellished 
nearly every aspect of the sport without 
degrading its core concepts. The recent 
PlayStation 3 outing (reviewed in last 
month’s issue) proved that the series is at 
the top of its game, and the opportunity to 
carry that experience in your pocket with 
this updated PSP version is more than 
welcome. 

Everybody’s Golf 2 has clearly been made 
with a lot of love. Characters are cheerful, 
charismatic and avoid stereotypes, courses 
are beautifully rendered with a delicate 
attention to detail and the gameplay is well 
paced and snappy, combining a dizzying 
number of elements into a cohesive, 
immersive and addictive whole. 

Before teeing off, we do have one word of 
advice - you may want to consider turning 
the in-game music off as it is, for the most 
part, dreadful. Once this sonic assault has 
been tamed however, there is little point in 
resisting Everybody’s Golf 2’s charms.   

Structurally, EG2 is standard affair, with 
players working their way through twelve 
18 hole courses, competing in match, 
stroke and versus games against a range 
of opponents all while improving your 
characters abilities. Where EG2 raises its 
game is in its wonderful attention to detail. 
Through an elegant system of item cards 
doubling as stat boosters, Everybody’s Golf 
2 manages to connect with the hoarder in 
all of us, and winning items can quickly 
become an obsession; acting as both 
incentive and reward for playing. Tweed 
trousers, flat caps, tracksuits and baseball 
caps are among the less interesting items 
that can be obtained. A few hours in and 
you will have a wardrobe full of odd-ball 
garments, miniature Cadillac’s to drive you 
around the course, clown-noses, rugby 
kits, overalls and Samurai outfits. Golf 
club replacements in the form of 
tennis-racquets and French baguettes 
perfectly capture Clap Hanz’s off-the-wall 
approach and these touches rarely fail to 
raise a smile.  

Although all of this may all sound a bit 
saccharine or just plain weird, the more 
eccentric additions never feel forced or 
unnatural and the actual golf remains 
convincing. The control set-up, though 
fairly traditional, is flexible enough to 
minutely tweak your shots and landing 
within feet of the hole is immensely 
satisfying. That you have a caddy to cheer 

you on adds to the warm 
glow that seems to 
permeate every facet of 
the game. Charismatic AI 
opponents are equally 
solid, offering a real 
challenge making them 
worthy and enjoyable 
adversaries. 

Further spicing up the 
gameplay are the hidden 
items and characters that 
litter the courses.  
Panning the camera over 
to further investigate a glint in the 
undergrowth can unveil all manner of 
surprises; from a Kendo sword wielding 
girl awaiting the arrival of her brother to 
an iron-mace imbedded in the ground. 
These hidden items and characters add 
an element of exploration to game and 
allow the courses to retain a sense of 
intrigued rarely seen in a golf game. 

Outside of the core tournaments, 
Everybody’s Golf 2 has a raft of other 
modes to keep you entertained. 
Mini-games and multiplayer (both online 
and offline) are available along with the 
ability to relive your finest moments on 
the green (which are saved automatically 
by the game). Most notable is the online 
functionality, which proves to be as 
streamlined as the rest of the game. 
Supporting up to 16 players, games are 
played in parallel, with the location of 
your opponent’s balls being indicated on 
your screen. Set to a strict time-limit, the 
system works extremely well and suites 
the bite-size nature of portable gaming 
on the PSP perfectly.  

I’m hookin’ my arms and I’m pullin’ my woods
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Although not a massive progression from 
the original, it is hard to fault Everybody’s 
Golf 2 as a package. The addition of online 
play will no doubt be welcomed by those 
already won over by the series’ charms, 
and only the most stern-hearted of 
newbies will fail to be won over by such 
likeable characters as Elma Thud 
look-alike Frau Ada. The game proves that 
even the most tired of genres can sparkle 
when handled correctly and it is evident 
that Clap Hanz has meticulously crafted 
this version for the portable market.    

http://www.amazon.co.uk/gp/product/B0017USAAY?ie=UTF8&tag=dpadmagazine-21&linkCode=as2&camp=1634&creative=6738&creativeASIN=B0017USAAY
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