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    INTRO




    Welcome to iPhone Games Exposed: A Beginner’s Guide. Perhaps, first of all we should welcome you to the world of the iPhone / iPod Touch. What you hold in your hand, or currently have resting in your pocket, is one of the most awesome pieces of kit that we’ve seen so far in the 21st Century, don’t you think?




    Aside from filling it up with all your favourite tracks from your music library, it’s natural that you’re going to want to load up your shiny new device (and believe us, it won’t stay shiny for long) with some of the best titles from the App Store. That’s where we, the helpful folks of iPhone Games Unlimited, come along.




    Since the inception of the website in 2009, iPhone Games Unlimited has been providing expert reviews on the top games to make their mark for Apple’s portable machines. By keeping the focus solely on games, and leaving the boring apps to the stuffy journalists, the site is able to speak to the true gamers out there, much like you, dear reader.




    What you’re reading now is a collection of 50 classic reviews compiled from the website, featuring games of many different styles and levels of quality. Several of the names may be familiar to you, while others may be catching your eye for the first time. What we aim to do is help you to spend your money wisely in the App Store, picking off the games that will give you the best value for your money, while also warning you against other that might not be quite as fun as their initial description may sound.




    Of course, this is just a mere selection of what’s on offer for you at the iPhone Games Unlimited website. By visiting the website on a regular basis, you’ll be able to keep up with even more reviews, the latest news and a whole lot more.  All that remains is to thank you for checking out this book, and we hope that it provides you with pages of entertainment, both here and on your iPhone!
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    Ace Combat Xi: Skies Of Incursion




    Reach For The Skies




    The Ace Combat series has now been flying in and around our consoles for the past 14 years and in that time we have had a previous eight instalments. It was first born on the Playstation and has evolved into a well known franchise that has made appearances in the last three generations of console gaming. With its first hand-held appearance landing on the PSP in the form of Ace Combat X, the portable version was well received and accumulated a good amount of praise from both fans and critics alike. Developers Namco Bandai have now decided to give it another run out on a mobile gaming format with the release of Ace Combat Xi: Skies Of Incursion for the iPhone and iPod Touch.




    The game takes the setting in the fictional Republic Of Aurelia which lies at the southern end of the Osean Continent. The citizens of Aurelia were in the midst of enjoying an era of peace and prosperity, rich in resources. This was until an attack from neighbouring Peoples Republic Of Leasath sent the tranquil environment into one of pure turmoil. After justifying the invasion as 'a symbol of the peoples rage over ages of unjust exploitation' Leasath overpowered the Aurelian border forces and engaged in air attacks upon their capital. Griswall is home to the Phuku Lagolla, the Aurelian airbase and in a bid to control the attack, the experimental flight technology evaluation squadron known as 'Falco' was ordered into action from it.




    It is at this point that you join the action in the main Campaign Mode and are launched into the surrounding skies in a bid to clear the area of enemy aircraft. This will be all too familiar if you have experienced the series before, but an attractive element of this title is the fact that no previous affiliation is required. The game centres around in-flight battles where you control an aircraft and are required to down any that oppose your cause. Controlling the flight is tricky at first but it soon becomes easier with practice. While it is sensitive, the control system does give you enough ability to fulfil the task at hand. Tilting your device up or down determines your altitude and from left to right dictates your direction. Upon finding an enemy you then have the option of using your gun to attack them, or launching a missile to bring an end to their part in a mission. This is controlled with the use of on screen buttons which are detailed, along with the rest of the controls, in pretty extensive tutorial slides.




    Aside from the main campaign mode which lasts for five missions (without the three additions made in the recent update), you also have free mission which allows you to revisit already completed levels. In total there are 10 aircraft to unlock and use and you start with a choice of three. This roster has now been bolstered in the form of premium content which is now available. Only two levels of difficulty exist, either Easy or Expert and these offer varying times during which you are required to complete your missions. If you do not complete it in this time, you will need to re-enter your cockpit and give it another stab from the beginning. The time limits are very slim however, particularly for easy mode and so this results in a lot of mission restarts. The two difficulties also offer different aircraft views between external and first person, dependant upon which level you choose. The content options are very limited without an update however, although we are assured there will be more to be added in the future.




    Ace Combat Xi: Skies Of Incursion will not only appeal to fans of the series, it will also suit the needs of anyone in the market for a satisfying shooter. Its depth will disappoint the hardcore but this will be rectified with the promise of more content to be added at a later date. Unfortunately this will likely come at a premium and at £4.99 in its original form it doesn't offer good value for money at all. In terms of the actual game itself though, it is a sharp, well presented title that offers exceptional game play.




    Positives:




    + Good handling




    + Different views




    + Challenging




    + In keeping with series theme




    + Compelling campaign mode




    Negatives:




    - Small amount of content




    - Too expensive for what you get




    - Not enough time to complete missions




    - No multiplayer




    Score: 77%




    Reviewer: Ben Stokes




    Alive 4-Ever Returns




    A second dose of carnage




    If there’s one combination that will always gain my attention at the drop of a hat, then that combination has to be burgers and chips. However, if I were to stretch things out to two combinations, then the second one would definitely be zombies and video games. Alive 4-Ever Returns is the sequel to the iPhone hit, and brings more quick fix undead slaying to the tips of your fingers.




    Owing something of a debt of gratitude to Left 4 Dead (with a few nods to Resident Evil in the style department too), A4ER puts you in the shoes of one of a quartet of survivors. Your goal is to successfully work your way through 40 missions, which are generally short affairs featuring mandatory goals and bonus challenges. Completing these earns you attribute points that can be used to boost your stats, such as maximum health or weapon capacity. In addition, you’ll be rewarded with cash that can be used to purchase additional weapons and equipment, and experience points that allow you to level up and generally become more powerful.




    The sort of goals you can expect to be tasked with are rather varied, with examples including having to lead survivors to safety, kill a set number of enemies, or defeating a giant boss-style enemy. Meanwhile, the challenges also throw up a host of different tasks like finishing a mission within a set time period, or simply making sure you collect a specific bonus item.




    In addition to the missions, there are also two other quick modes of play available – Horde and Survival. The former sends waves of undead creatures at you, with short breathers in-between. Each wave is slightly bigger than the last, and the types of enemies that you face vary as you progress. Survival mode, meanwhile, never gives you a chance to rest with enemies coming at you from all angles on a regular basis. The aim here is to simply stay alive for as long as you possibly can, earning a high score in the process.




    Replay value for the game comes in the form of playing through with all four characters, learning their quirks and taking the time to level them all up. In addition to this, if you enjoy the action in single player mode, you’re sure to enjoy teaming up with other players for a spot of multiplayer action, provided you both have an iPhone/iPod and a copy of the game to hand. To further cement the reasons to play again, the sequel incorporates the fast-growing OpenFeint system, giving you the opportunity to unlock achievements as you play through.




    Game-play wise, not much has changed since the original. The action is still viewed from a top-down perspective, with a virtual joystick on either side of the screen used to control your movement and fire-power. The secondary stick fires in the direction that you point it, with certain weapons provided a much more satisfying rate of fire than the standard issue pistol, which offers a slow rate as the downside to its infinite ammo. You can pick up additional weapons, such as grenades and sticky bombs, which can be thrown simply by tapping an on-screen icon.




    The various environments that you work your way around, from narrow corridors to forests to car parks present a highly dark atmosphere, perfect for the subject matter at hand, although at times it does become difficult to see some of the enemies around you, especially the zombie animals such as rats, worms and crows. You’ll know that they’re taking your health off you because the screen will flash red, but actually getting rid of them before they take too much can be a bit of a problem.




    Other enemy types are easier to see, including the likes of obese zombies, spitters and crazy sharp-faced monsters. The enemies become stronger, bigger and more dangerous as you progress through the missions, which is why making sure that you level up your character on a regular basis is important. You can even go back and replay previous missions if you want a quick experience burst and extra ability points but are struggling to earn them on one of the more recent expeditions.




    Perhaps the biggest problem that A4ER has is that it’s ultimately not that much different from its predecessor. More of the same isn’t necessarily a bad thing, but sometimes even a burger and chips benefits from some onion rings on the side. With the game set to more than double in price as soon as the first piece of DLC becomes available for it (the introductory price of £1.19 is described as a 60% discount), one would hope that it’ll be bringing something particularly new and exciting with it.




    However, if you missed out on experiencing the original game, and want get your trigger fingers around a spot of quick fix undead slaying, then this is one of the most welcome returns that the App Store has seen to date.




    Positives:




    + More zombie-killing fun




    + 40 missions to undertake




    + Great quick fix play




    + Multiplayer options




    + Plenty of replay value




    Negatives:




    - It is more of the same




    - Price is scheduled to jump up




    - Can be difficult to see enemies at times




    Score: 80%




    Reviewer: Rich T




    Angry Birds




    Cheep as chips




    Try not to be confused, this is not about the inevitable situation that men encounter after watching too much football or spending too long at the pub. Instead, Angry Birds is a kind of tactical puzzle game that one might compare with the likes of Jenga and Boom Blox.




    Across several levels, you control the less than happy flappers, as they attempt to defend their territory against a series of smug pig-like creatures who want nothing more than to feast upon their eggs. As these green pigs surround themselves with structures made out of the likes of wood, glass and stone, the birds will attempt to take them down in a rather suicidal manner.




    From level to level, you fling your birds at the pigs and their structures using a catapult, with the hope that you can either crash straight into pigs, or cause their structures to fall down upon them. Naturally, certain elements aren’t as easy to knock down as others. Glass, for example, is much more likely to shatter upon impact, while stone is far more rigid and unlikely to break at all. In the case of a stone structure, your aim has to be to try and have your bird make contact where two pieces meet, in order to dislodge rather than destroy.




    To complete a level, you must successfully eliminate all of the pigs without running out of birds to toss at them. For every bird that you have left when you’ve managed to topple all the pigs, you’ll receive bonus points. You’ll also receive a rating of between 1 and 3 stars, depending on how many birds you didn’t use. If there are pigs still standing once all of your birds have been lobbed out, however, then you’ll have failed the level and must try again.




    As you’d probably expect, the game gets far more challenging as you progress further on, with different sized birds added to your arsenal. Obviously smaller ones will have a lesser impact upon certain structures, which means you have to think far more tactically about where you aim them. Sometimes it’s just a case of using the smaller birds to reposition the structures accordingly so that you can finish the job with a bigger one.




    Controlling the game is nice and simple. You can drag your finger back and forth along the screen to view the entire level, and when you’re ready to launch a bird, you place your finger on the catapult, and draw back at the angle that you wish to fire at, letting go when you’re ready to release. Following this, you simply watch on as the bird flies towards and hopefully connects with its target.




    After each turn, the trajectory of the previous bird is shown on screen as a dotted line, which helps give you a guideline as to how to alter your approach for the next turn. Again, when you’re throwing birds of different sizes, you also have to take the added or reduced weight into approach when you decide to aim further up or down.




    If the prospect of 120 levels, each with plenty of replay value based around trying to get three star ratings on all of them wasn’t enough, there’s also the Golden Eggs – secret treasures that you can also uncover throughout the game. What’s more, it also use the Crystal system, which allows you to share high-scores and earn achievements.




    Admittedly, the sign-up process for Crystal that the game promotes to you in the first place is a little bit of an annoying distraction, especially as you’re forced through a lot of it if you just want to sign in as a guest, but if you’re into achievement earning, then they’re always a nice added bonus to have in a portable game. Still, it’d be nice if there was some sort of universal system introduced in the long term, rather than various different companies setting up their own systems in a handful of games.




    Angry Birds is one of those games that will have you scratching your head with frustration at times, but also wanting to come back for more. The elation at taking down a number of pigs with a signal bird is perhaps outdone by successfully clearing a level that has had you restarting over and over and over again, because one of those damn pigs just won’t stay down. It’s always a pleasure to wipe the smirk off their face that they’ve been taunting you with in the past!




    Something else that once again comes into account here is the price of the game. For just 59p, you get a superb casual game that’ll keep you entertained and also get your brain working at times. It only takes a couple of minutes, if that, to play a level, which makes it ideal for quick bursts of fun. However, it’s also quite capable of sucking you in very quickly, and having your eyes and fingers glued to the screen. Now these are the types of Angry Birds that we’ll be happy to see more than once every four weeks!




    Positives:




    + Simple, addictive game-play




    + 120 levels to play and re-play




    + Achievements to unlock




    + Golden eggs to uncover




    Negatives:




    - Crystal sign-up is a little annoying




    - Can’t switch up bird firing order




    - Those smug pig smiles!




    Score: 85%




    Reviewer: Rich T




    Asphalt 5




    Still burning rubber after all these years




    This month marks the fifth year since the original Asphalt game was released on the DS and the now defunct Nokia N-Gage. The series has become well know for its hand held routes and the release of Asphalt 5 is in keeping with this reputation. Not many games are able to boast a solely hand held past and in that sense Asphalt is pretty unique. The latest addition to the series sees it sticking to its routes and producing an in depth, value for money racing experience. It has also managed to stay with up with the times and developers Gameloft must have been rubbing their hands together when they heard news of the iPod Touch and iPhones production as in it, they have a device seemingly tailor-made to suit the needs of the title.




    There is an impressive opening sequence to kick this game off and it is clear from this point that full advantage has been taken of the iPod's capabilities. Immediately you have to pick a car of which there are two to choose from, a Mini Cooper and a Nissan 370Z. You can also view your chosen motor from any angle by gliding your finger across the touch screen to the desired position. It is possible to take your pick from another 30 vehicles which you are able to unlock as you progress through the game. These include the Ferrari FXX, the Lamborghini Revention and the Ducati 1198 giving you an nice range of vehicles to chose from.




    You are able to jump straight into the action with a quick race at the beginning of this one or you can set up your own single race. The top mode on the game is the career mode which is the main outlet through which you are able to unlock further content. This includes all of the aforementioned vehicles but also new tracks, vehicle upgrades, vehicle colours, decals and even some sexy ladies! Ah, the ladies, not only are they attractive to look at, they also give you added extras if you select them to join your team. No, not those sort of extras (we know what you were thinking), but in the form of added money multipliers and speed boosts.




    At the beginning of each track you get a guided tour around it which highlights major points of the tracks so you don't get any nasty surprises on your way around. The graphics during this segment are impressive, as are the rest of the in-play visuals. While they do appear basic at some points, the game more than make up for these in other areas and considering this a 'scaled down' version of the game they are very eye-catching indeed. During races you can receive extra money by performing stunts, which include Near Misses where you must swerve out of the way of other vehicles on the road with not much room to spare. The opposite end to this however is ploughing straight into the other vehicles which, if you are travelling fast enough, triggers an action replay to show the carnage in slow motion. You can even achieve Urban Chaos by driving through streets and taking out signs and barriers to gain extra points.




    On the downside there is a glitch on the game that can work against you and in your favour. Sometimes, if you get too close to a short cut route, the glitch will push you down that path. This is good if you are trying to win the race but in some races you also have to complete other objectives such as eliminating the opposition. It can be particularly frustrating if you are hot on the tail of your target only to be sucked into an alternative route.




    One of the hottest topics that all readers of this review will want to know about is how the game handles. Well it is good news on this front as the controls are ultra-responsive and are very easy to perform. You change direction by simply tilting the device to the required direction. To brake, all you have to do is touch an icon in the bottom left of the screen and to use your Nitro Boost you touch a symbol in the bottom right of the screen.




    Asphalt 5 is a very tidy and well presented iPod/ iPhone game and with its depth, it is a good App to have upon your person. The series also has scope for expansion so going on this evidence, it would not be a tragedy if we were to see another instalment on Apple's hand held beast.




    Positives:




    + Visually pleasing




    + Good range of options




    + Control system works well




    + Good range of cars and bikes




    Negatives:




    - Annoying glitch taints experience




    Score: 70%




    Reviewer: Ben Stokes




    Assassin's Creed II: Discovery




    Realising Responsibility to the Creed




    Assassin's Creed 2 was, for many gamers, the best game of 2009. After a long wait between its release and the culmination of events from the original title, Ezio Auditore's tale was built up to massive proportions and greatly anticipated amongst fans. With another painstaking wait already ensuing until the next instalment to the series, Ubisoft have provided some light relief by releasing Assassin's Creed 2: Discovery on the iPhone and iPod Touch. The newest addition is a port of the DS title of the same name and producer of the game Ben Mattes claimed that the App Store version would be the superior of the two, but was he right?




    Discovery almost acts as one huge side mission to the main console game and takes us back to Venice, Italy where we are reunited with Ezio, our now familiar Assassin. The events in this game take place 15 years after the death of his family at the hands of Rodrigo Borgia, which ultimately drove our main protagonist into exile. Initially Ezio puts his quest for vengeance on hold in order to retrieve an ancient artefact that has been stolen from the Assassins after stating that his responsibility to the group is stronger than his thirst for revenge. However his treasure hunts turns into one of rescue when it emerges that members of his fellow clan have been kidnapped by the Spanish Inquisition. As a result we follow his story across Europe in a bid to rescue the ones that mean so much to him. On the way he unravels a devilish plot from rival group, the Templars to sail west and discover the New World, which sets up this adventure very nicely indeed.




    The game is played out in Memory Blocks, as in the parent title of which there are eight in total. It takes the form of a 3D side-scrolling beat em up, only with a shed-load more advanced controls and options. Our adventure begins inside the Animus where a familiar female voice delivers an extensive training level, which is just as well because there are a whole host of controls to get your head around. Controlling Ezio's movement is straightforward. You have a control slider in the bottom left of the screen which you have to press and then slide either left or right. You'll move slowly or speedily, dependant upon how far along you slide the marker. Unfortunately the control bar is very sensitive and you have to ensure you're on the right side of a delicate balance between creeping and running. You will find that mastering the bar is essential to being successful in this one. There are also three buttons in the bottom right of the screen, which vary in their effects depending on your current situation. The main usages however are jump, attack and toggling in and out of stealth mode (which we will come back to later).




    Climbing up walls is easy; to do it you simply walk up to a wall, which Ezio will automatically begin to climb. Whilst climbing you are able to alter the speed at which you ascend and descend in the same way that you can control your walking speed. Long jumping can also be achieved when on rooftops by taking a long run up or by running down a slope and then pressing the jump button with the right timing. Glowing paths are also present in the game, just in case you get stuck and don't know where to go. Ground rolls and wall jumps can also be performed and the on-screen button functions change when it is relevant to use one of these actions.




    The combat control system is not as in-depth, but still gives you a good amount of options. Attacking opponents is done by using your sword which is signified by an on-screen icon. If you time your attacks well, you can break your opponents' guard should they have time to think about your impending assault. If they do manage to get a foothold in the battle they can be extremely hard to defeat with long and tedious battles forming in such an event. If both you and the guard you are attacking strike at the same time, a clash occurs and you're placed a in a quick time event that requires tapping the attack button as fast as possible to out-muscle your enemy. If you want to avoid all this palaver however, then by far the quickest and easiest way to dispatch of your enemies is the stealth kill. There is a button that allows you to enter and exit stealth mode and once in it you are able to creep up on guards and take them out without their realisation of your presence. If you get spotted though, you are thrown into an all-out battle. Stealth plays a very large and important part throughout the game with its use being entirely necessary to complete some missions.




    As in the console daddy, hiding places are present with bundles of hay and wheelbarrows being the sole representatives. Using them will give you enough time to prepare a stealth attack on some unwitting guards. Whilst hidden you can see your enemy's position and the way they are facing if they go off-screen, signified by directional arrows. This allows you to time your attack, so they don't see you and in turn alert other guards. If you do grab the attention of the guards you could be in trouble, particularly if more than one gang up on you. You begin the game with very little life and if you get trapped in between two guards in the very early stages, you can pretty much say goodbye your participation in the mission. In order to gain your health back you need to escape the action, so that replenishment can occur, once a place of safety is located. Failing this you can collect wanted poster throughout the levels which feature Ezio's image. Using your iPhone's camera or any other existing picture you may have on your device (in our case, we used an image of Mario, creating an amusing twist on the serious plot!), you can change the face that appears on these posters!




    There are two main methods of competing levels, either by taking the ground route and eliminating all enemies or jumping on the rooftops which, whilst being the safest option to reach the end of levels, is also the least lucrative. Each mission gives you a ranking when you complete it which indicates just how well you did. Completing the level in a good time, performing stealth kills, retaining stealth status and the amount of damage you take are all calculated and you are presented with an appropriate amount of Synch Points. Collecting these allows you to unlock Animus Hacks which act as side missions to the already extensive game-play. Throughout Discovery you also have the opportunity to unlock achievements known as Feats and these range from stealth killing a certain amount of guards to finding all the map scrolls hidden with the title's environment.




    Assassin's Creed 2: Discovery is a great addition to the continuing saga. Its plot, game-play and array of options will be more than enough to keep fans of the series happy and slightly fill the gap between main titles. If you are new to the series it will still serve its purpose but its frailties and downfalls will be very much exposed. Fans will invariably choose to ignore them due to the content but the difficult and sensitive control system may frustrate those unfamiliar. Discovery does deliver an overall pleasing Assassin Creed experience, and with DS owners forced to pay around £25 for the privilege of playing this title, iPhone and iPod Touch owners have an utter bargain at £5.99.




    Positives:




    + Offers a wealth of options




    + Cool use of pictures in wanted posters




    + A continuation of the AC saga




    + Good range of controls




    + Feats are a nice touch




    + Offers side quests




    Negatives:




    - Over sensitive controls




    - Drawn out enemy battles




    Score: 87%




    Reviewer: Ben Stokes




    Bejeweled 2




    Addiction, thy name is PopCap




     




    Previously a hit on PC, Xbox and PS3, Bejeweled 2 is a natural fit for the iPhone’s touch capabilities. While this version may have shed a few modes of its predecessors, it retains the more captivating sections of play, as well as offering an excellent and highly addictive social mode too.




    For those living in a darkened cave, covered by rocks and encased in ice, the aim of Bejeweled is to switch the positions of gems on the screen, so as to create lines or columns of the same colour, with a size of between 3 and 5. These then disappear from the field of play, causing further gems to drop in. In the “Classic” mode of play, your aim is to continue creating lines until you run out of legal moves to make (you can only switch gems if doing so creates a line or column).




    In creating these gem combos, you’ll begin to fill a bar at the bottom of the screen. Once completely full, the current level is completed and you’ll move to the next one. A change in level sees the gems completely reshuffled, and it takes a little longer to fill the bar next time around. A means of filling the bar a little quicker is through the use of power-ups.




    If you create a combo of 4 gems, you’ll earn a Power Gem. When used in a combo, this gem type blows up, taking out other gems around it for extra points. Meanwhile, if you manage to put together a five gem combo, your reward is Hyper Cube. This can be switched with any gem in order to instantly destroy all gems of the same colour on the board of play. After earning a Hyper Cube, it’s important to keep hold of them until you absolutely need to use them, as they can seriously reshuffle the board and turn potentially defeat into continued success.




    You can also benefit from Cascades, where further combos are made when the gems fall after you create a combo. Earning multiple combos in these cascades will give you a score multiplier, which can also help boost the level completion bar nice and quickly, and increase your points healthily too!




    In addition to Classic mode, the iPhone edition offers three further modes, the first two of which will likely be familiar to long-term fans of the series. Action Mode sees the completion bar begin at half full on each level, and slowly begin to tick down. You have to continue making combos to fill it up and complete each level. If you take too long over your moves, and the bar empties out, then it’ll be game over and you’ll be sent back to the start. Again, using power-ups will help keep you in the game. Naturally, as the levels progress, the bar ticks down faster, requiring you to increase your speed and also keep your eyes constantly on the look-out for the next move.




     Endless Mode, on the other hand, is for people who simply cannot stand failure. In this mode, you’ll always have a legal move to make, and the game carries on forever. As you might imagine, playing this mode for long enough will see the gap between levels start to become incredibly large, with the potential for it to take an hour or more to fill the bar. Even if you can’t see a move at times, you’ll get a hint in the form of a handy arrow if you take too long without attempting to switch a gem. This can also be called for if you don’t want to wait, but doing so will cost you points and level progression.




    The final mode is perhaps the most addictive of them all, and will likely be common with regular visitors to the social networking site Facebook. Bejeweled Blitz became popular on FB, and was later added as an extra mode to this portable version of the game. In Blitz, your aim is to score as many points as you possibly can in 60 seconds of play. Much like Endless Mode, there will always be moves available to you, but the frantic nature means you have to find them as quickly as possible. If you’re quick enough in making combos, the screen will start to flash red and the points you earn will ramp up even quicker.




    Blitz adds two new power-ups to the mix. The first is the score multiplier, which appears at random and must be incorporated into a combo to activate it. It then remains active for the rest of the 60 seconds, with the next multiplier that appears being 1 higher than the previous one (x1, x2, x3, etc). The other new power-up is formed when you create a 5-gem combo in either a T or L-shape. When activated in a combo, this gem fizzes with electricity and takes out all other gems in the same row and column as it.




    By linking up Blitz Mode with your Facebook account, you can keep an eye on how all the scores of your “friends” compare with your own. The premise of wanting to do better than your best bud, cousin or that guy who never once talked to you in school but so desperately wanted to add you so that you could see his offensive diatribes on why Manchester United are better than every other team out there (they’re not) is more than enough to keep you going back for one last play. After a poor game, you’ll even want to try again knowing that you’ll do better next time around. Once you get hooked on Blitz, you won’t want to put the game down for a long time.




    The beauty of Bejeweled is its “anyone can play” simplicity. If anything, the only problems that are generated from it are man-made. Making the wrong move to how you intended is likely a symptom of pressing down too hard and firm with your fingers rather than an actual issue with the game. At the same time, it can be frustrating trying to go for a move when a Cascade is taking place and thinking that the game’s not responding to your action, but again, that’s more a problem with player impatience.




    Ultimately, with hours of addictive play for less than two of your so-called English pounds, you’d be an absolute fool to pass this one up. You’re not a fool, are you?




    Positives:




    + Four different modes of play




    + Easy to learn




    + Highly addictive




    + Autosave lets you exit and come back




    Negatives:




    - Blitz may cause you to neglect the other modes




    - It’ll drain your battery pretty quick




    Score: 95%




    Reviewer: Rich T




    Brothers In Arms: Hour Of Heroes




    Cometh The Hour...




    Brothers In Arms began its roots on the PC with Road To Hill 30 back in 2005 and the latest instalment Hells' Highway was released on PS3 and Xbox 360 last year. The WWII shooter was received well within the gaming community but with the rising popularity of other war titles (mentioning no names) it seems to have slipped to the back of most gamer's minds. The series has featured on the majority of handheld consoles within the market and now it is the turn of the iPhone and iPod touch to get some clip emptying, grenade throwing treatment.




    Hour Of Heroes continues to run with the WWII theme and is based on three historical campaigns, Normandy, Ardennes and Tunisia. In all there are 13 missions to work your way through, all of which retain the calculated attacks and tactical awareness the series has made its name upon. Before you get stuck into the campaign mode there is an in-depth tutorial mode that will teach you all of the combat skills required to rise to the top ranks of your artillery force. The control scheme works in the majority but does fall at a crucial point, seeing around you. By using the direction panel in the bottom left of the screen you can move your soldier around. By sliding your finger around, you are able to look in desired directions. It is this that becomes frustrating though because it takes an absolute age for the view to pan around. So if you need to look behind you when the enemy are attacking, you can take a significant amount of damage by the time you actually have them in your sights.




    Combat is an altogether different story, however. In truth it is a joy to behold and is actually very easy to control with accuracy to boot. This is something that has been the downfall of many shoot-em-ups on the iPhone and iPod Touch. It has an auto lock-on feature in which your cross-hairs turn red when you are staring down the aim aid at an enemy. Shooting is controlled with a button in the bottom left of the screen and unless you are way off target, you will gun down your opponent in no time at all. On the down side however, long range shooting is near non existent. Even when you can see the enemy and your cross-hairs are locked on in red, if the enemy is too far away, your attacks simply wont hit them. We also have the grenade throwing function which is unique and ultra satisfying. To throw one, you select the icon in the top right of the screen and then tilt your device forward or backwards until you have the perfect placement, before tossing it straight at the opposition using the fire button.
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