FORMAT REVIEWED

Xbox 360
OTHER FORMATS
PS3, PC

PUBLISHER
SEGA

DEVELOPER

Eurocom

REVIEWED BY

E

RUN BABY RUN

BEIJ

sit before you a broken man. My right
hand is bandaged, my left is covered in
blisters, the skin on my thumbs is raw,
and as much lactic acid is now coursing
through my veins as those of Mrs
Radcliffe’s after a laborious marathon.

This feeling may be familiar to some of you -
those who are perhaps experienced in the
stick waggling and button mashing
shenanigans of machines hidden away in the
back of dusty old shacks that we once called
‘arcade parlours. Of course, the guilty party in
each of those situations was the renowned
Track and Field. But with the Olympics just
around the corner, another of these “athletic”
titles is ready and willing to enforce the
summer suffering upon us all over again.

Upon first impression, everything in Beijing
2008 is present and correct. The majority of
events are all performed via the aforemen-
tioned stick waggling or an alternate mashing
of the face buttons, with slight variations to
shake up the game’s thirty-eight events. Each
mix up, however, has varying levels of
success. The skeet shooting event, for
example, requires keen timing of both
analogue control and button pressing, and is
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pulled off successfully. At the other end of the
spectrum is Judo, which after numerous
attempts still manages to leave us completely
bewildered.

Regardless, the majority of events are
enjoyable enough, and with four friends, four
controllers and four tenuous bodies poised for
the starting gun, it no doubt will provide some
of this summer’s biggest laughs. Combined
with some excellent animation and thoughtful
tutorials, at its core Beijing 2008 is a solidly
enjoyable game with a real competitive edge
to it. However, after the initial exhilarating rush
comes to an end and you begin to tuck into
the meat and potatoes of Beijing, you'll find
what’s on offer disappointingly empty.
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Developers Eurocom seem to have taken an
indolent approach to this latest instalment of
the track and field genre, which becomes
immediately apparent with the game’s solo
career mode. Kicking off with a rather tame
opening ceremony in which you are given the
‘thrill’ of launching fireworks through the use
of button presses, what follows is a basic run
through of events, divided up into qualifying
and final days (which act as little more than a
slightly fleshed out training mode for the
multiplayer). Eurocom has attempted to spice
up the monotony with the odd challenge and
thoroughly basic stat-tracking system, but too
little thought has been put into these areas for
them to amount to much.

Unfortunately, things are no better elsewhere
in the game. Despite the option to play with
custom characters, there is a curious absence
of any character editor mode, instead being

given a paltry choice of preset models with
which to ‘customise’your team of athletes.
Shockingly there are no offline leaderboards for
you and your friends to track your best times,
scores and distances with. The game’s training
mode offers no help with which to improve your
skills, but the mere ability to practice events ad
infinitum. Perhaps most damningly of all though
is the barebones online offering which, lacking
the jovial banter of split-screen couch gaming,
will remain largely untouched.

Those previous two paragraphs should be a
crushing blow to any of you track and field
enthusiasts out there. It comes as a huge shame
as Eurocom have done a superb job of
transplanting those old arcade track and field
experiences to the modern console market. As a
package though, Beijing 2008 is
woefully inadequate and with
the muscle that the Xbox 360
and PS3 has behind them, this
kind of offering is unacceptable.
If you're a fan of the genre or
want to sit out for a budget price,
by all means pick it up and enjoy.
But for a full price game, Beijing
2008 DNF.




