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Once again, it's time tohangwtth?arm NG RO S S
i and his posse as you leam to rhyme like 2 T
rap star. Flow to all new songs. Freestyle e
with the rap masters, Take your timing and . %

. 5 thythm to a whole new level. But you better
The original rap star’s back in the house. e e suis. otvenvise, Parsgss o ‘4 @
get the girl or save the world. And you gotta
¥ ' believe this dog ain’t goin’ out like that. 4
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Relax over a cold one, hero. You've just killed hordes of the evil undead, kicked the butt of
your girlfriend-stealing former best friend, rescued several Sorceress-hotties and saved the kingdom.
Quite a splash for a guy who's now the star of the next epic adventure from Capcom.

Maximo places you in the heart-print boxer shorts of the noble knight
Maximo — hero, warrior, and all-around great guy. Go medieval for hours on 20 huge levels.
Can a knight save the day? When you're living life to the Maximo, anything’s possible.
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There are worse things than missing
the game-winning free throw.

Like having to call your roommate
“Daddy” for a week.
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YOUR PEE CONTAINS UREA.

Thanks to tobacco companies,
so do cigarettes. Enjoy.
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COVER STORY
36 MAXIMO

We're blowing out Capcom’s newest action/platformer by giving
you the inside skinny on what went into making the game, offering
up a detailed review. Then, we give you a kick in the pants with
our very own strategy guide. Who else would do all of this just for

you? No one, that’s who.

FEATURE
42 HIGH PLAINS DRIFTER

Game Informer goes behind the scenes for the eagerly anticipated title
Mace Griffin Bounty Hunter — a game which seamlessly incorporates
both first-person shooting and starship combat. You may not know this
now, but you're going to buy this game. Flip on over and find out why.
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FEATURE
48 BIG HITTERS ON DECK

For the second year running, Gl is the magazine sports fans go to for
their spring training report on the upcoming wave of baseball games.
Luckily, Bud Selig’s asinine visions of contraction don’t reach into the

digital realm. Play ball!!
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Your office is a 20,000 seat arena, your salarﬁ"':-haé a whole lot of zeros, and “Who stole my stapler?” is
“Who’s picking up Vince on D?” You wanted. real, you got real. Build an all-NBA team during the draft. Check
‘your team’s actual NBA playbook, and call thase plays with real-time coaching. And details? You can count |
the players cornrows. Have your secretary take a ' memo — this rules.
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Gomancne 4 o i aguele o s 89
Criisniveloclydstanai 91
Dave Mirra Freestyle BMX 2. ........... 91

18 EDITORS’ FORUM

The rantings and ravings of the lunatics
who write for this magazine are once again
given precious editorial space. Notice
though, that it isn't much. If you give these
people an inch, they'll take a mile...MATT! |
said you could have one chip — not the
whole bag!!!

20 Gl SPY

The Game Informer paparazzi stalk the
video game industry, bringing you candid
photos of all the action.

22 DEAR GI

Everything from video game piracy to some
shocking and troubling news on the drug
known as "crack” is in this month's Dear
Gl. Also, there is an army out there. If you
mess with them, it could mean your butt.
Don’t say we didn’t warn you.

26 NEWS

We have obtained an exclusive interview
with Resident Evil godfather, Shinji Mikami,
for your eyes only! You won't believe what
this guy has to say. Also found within the
gilded pages of GI News are shots of
Universal Interactive’s new Lord of the
Rings Xbox title, and a little something we
have a feeling might be connected to a
very hush-hust next-gen title. Insane!
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54 PREVIEWS

Okay, we're going to list a bunch of the
games In the preview section, then time
how long it takes you to rip through the
pages to read them. Here we go: Onimusha
2, Wrestlemania X8, Global Operations,
Vexx, and Auto Modellista...Begin.

74 REVIEWS

You've been hearing about Maximo for a
long time - now see if the game can live up
to the hype surrounding it. While you're at
it, you should check out what we thought of
WWF Raw, Genma Onimusha, Sim Golf, and
Gitaroo Man, too.

©2 CHARTS

What's hot? What's not? What's up?
What's down? It's not NASDAQ,

it's the Retail

4 Sales Data and

ol the G| editors’

,’} Top 10 Games.

o

96 PLAY TO PERFECTION
Maximo will never defeat you! Not with this,
The Best Maximo Strategy Guide Ever™, Be
confident that you can play this game with-
out worrying about your controller suddenly
flying out of your hands and crashing into
your TV screen.

102 SECRET ACCESS

This section is dedicated to all of you
filthy cheaters out there. Don’t feel bad,
we're filthy cheaters too. It sure helps
when you're trying to beat Max Payne,
Splashdown, or Final Fantasy X.

106 CLASSIC GI

The very first video game magazine on the
market paved the way for the rest of us.
Take a look at the people behind it and the
challenges they ran into as pioneers in the
field. When you're done with that, fire up
your old SNES and play some Super Punch-
Out along with our classic guide.

112 ETC

A hodgepodge of items grace Etc this
month. Among them, a 9-11 tribute comic,
a Dreamcast accessory, Masters of the
Universe figures and more.
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RENEW YOUR SUBSCRIPTION NOW!

Without a monthly fix of Game Informer, you start to get
cold sweats, your hands start shaking, and you hallucinate
that bugs are crawling under your skin. So why suffer?
Be safe and check the address label on your current issue.

It tells you how many issves you have left.

848 P24 *t**it***i**********tti*tti5_DIGiT 601 56
III'IIIIII iIIIIllllll'lIIIII'II'II!IIIII'IIIIIIIII

1001 JOHN Q GAMER
123 MAIN STREET
ANYTOWN US 12345-1234

ISSUE
10 OF 12
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(612) 486-6100
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Now that all the holiday hoopla
has come to an end and all the
new systems are out, it's time for
Game Informer and the rest of the
industry to get back to the
business of games. Over the last
couple of weeks | have had a
chance to take a glimpse at what
the future holds for gamers this fall, and | think
everyone will be quite pleased with what lies in store.

| have little doubt that this year will be better than
the last. If you consider how many amazing games
came out in 2001, that is quite a feat. This year will be
vital to all three consoles if they hope to storm into
2003 with some momentum. So, expect Microsoft,
Sony, and Nintendo to bring out the big guns. At this
early stage in the game, Xbox and Nintendo still have
their work cut out for them to catch up with
PlayStation 2, but | certainly think it's possible for
them to make up a lot of ground if Sony stumbles.

If you still haven’t decided which system to go with,

y

b

WHERE DO WE GO FROM HERE?

or to go with all three as | would advise you to do,
don’t expect anything too spectacular to come down
the pipe and change your mind in the following
months. However, with online gaming coming back to
the mainstream with both Sony and Microsoft
launching their networks, there might be some great
mid-year gaming surprises.

Personally, | wish there were more big name
franchises coming out in the early part of this year, but
unfortunately game companies are compelled to
launch all their monster titles during the holidays.
Luckily, there should be just enough solid software
to keep gamers happy while we wait for the fall and
the onslaught of killer titles. The good news is,
Game Informer will be unveiling many of
these games in the coming months
so get ready to be amazed. Don't
let that subscription run out -
you won't want to miss what’s
coming. I've seen it. It's going to

Andy McNamara
knock your socks off. A

Editor
andy@gameinformer.com

S FAITH N BEGORRA.,
" MOTHER McVIE..0Y VEY! |
THE LITTLE FOLK.. 4

Andy sleeps off his St. Paddy's Day overindulgence of Lucky Charms. The little folk and their pot 0’ gold, left to right: Kato, Kristian, Reiner,
Justin, and Matt.
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REINER, THE RAGING GAMER
reiner@gameinformer.com

After a successful holiday season, the video game industry has once
again entered into a state of hibernation. | can understand why
companies want to have new product on the shelves during the
busiest shopping season, but | also feel as though it would be
beneficial to release games year round. After digesting more than
they could chew in 2001, gamers remain hungry — especially those
who invested in the Xbox and GameCube. Rather than continually
feeding those in need, developers are once again gearing up for
another competitive holiday season. Over the next few months, we
may see one, perhaps two blockbuster titles. Rather than letting your
machines gather dust, | recommend catching up on the games you
missed out on last year. It may seem like the industry is dead, but in
actuality it's resting and preparing for another mind-altering explosion.
Without question, 2002 will be the most impressive year in the
history of gaming.

MATT, THE ORIGINAL GAMER
matt@gameinformer.com

| can sincerely say that the first month of 2002 has been one of the
most hectic months of my life. Everything was looking peachy, until
the pretentious, middlebrow suckwads at Minnesota Public Radio
decided to lay off my girlfriend a week before we were set to close on
the house. Luckily, my mortgage company was none the wiser
(thanks, Dan) and we got the pad anyway. From there, it's been a two-
week gulag of writing the mag, moving, and practicing for and playing
two shows with my band in the space of twelve days. I'm lucky I'm
already bald, or | probably would have lost all my hair from stress. As
always, the mag got done, and now I'm representing Southside
Minneapolis to the fullest, as a property-tax-paying citizen. Finally got
the new Jay-Z record, too. It's good.

KRISTIAN, THE GAME DAWG
kristian@gameinformer.com

Baseball is a funny little sport. It's one of those things that is
incredibly boring to watch if you've never played it. Except if you're
talking about soccer - that sport would be boring even if you gave the
players shotguns and clown shoes. In any event, | can't think of
anything else to say. Therefore, I'm giving the seven of you who read
my monthly rants an assignment: Email or snail mail me a suggestion
for the subject of my blurb next month and I'll pick one to write about.
Don’t bother telling me to write about how much | suck - I'm already
well versed on that subject. I'll even sweeten the pot...| will personally
mail a Game Informer shirt or a drawing of my own creation to the
entry | choose. I'm a terrible artist, by the way, so please indicate
which prize you'd like In your message.

JUSTIN, THE DIGITAL DEVIANT
justin@gameinformer.com

Life is full of questions. Here are a few that have been on my mind.
Why hasn't Nintendo made a backlit GBA yet, when many would pay
extra to actually see the screen? How can LucasArts keep milking the
Episode | license, when the movie wasn't that good? When will there
be a good non-launch, non-port Xbox game? Why did Koei make
Gitaroo Man 800% easier for the American release? When will
Nintendo realize it needs the press and third-party publishers? Why
haven't more MN-iving Gl readers come to see me take on other
cruiserweights at indie wrestling shows? When will Michael Jordan
just disappear? Why don't people turn off MTV and the radio, and quit
letting others decide what they listen to? Whatever happened to Jell-o
Pudding Pops? They were damn good.

KATO, THE GAME KATANA
kato@gameinformer.com

Sucking is a way of life at Game Informer. We are inundated daily with
earnest proclamations at just how much we "suck," and how we're
the "suckiest sucks that ever sucked," and so forth. The editors,
myself included, are also guilty of using it to describe games. Let's
reach for a higher standard. For example, why not be more positively
negative or eloquently descriptive from now on? Turn "this sucks" into
"this game does a great job of failing in every way conceivable." Don't
you feel better already? Of course, don't get me wrong, | dislike loads
of stuff — last month's review bio is a case in point. But don't we all
agree that Limp Bizkit honestly sucks anyway? So why don't we say
that when talking about Fred Durst and/or his band, you are officially
allowed to use the word "suck.”
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The most powerful driving experience ever is blasting
its way onto the Nintendo GameCube and Xbox.

PREPARE TO BE HUNTED MARCH 2002

> NINTENDO . :
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Spy Hunter & 1984, 2002 Midway Amusement Games, LLC. Al rights reserved. SPY HUNTER, MIDWAY and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. “Theme From Peter Gunn” Composed and Conducted by Henry Mancini, Published by Northndge Music
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CANDID PHOTOS FROM THE

SEAMY UNDERBELLY OF THE
- VIDEQO GAME INDUSTRY

1 Justin Leeper is Gl's foremost expert

at tossing salad. 2 Square Soft’s
Kyoko Yamashita waves hello to the
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Frederrick Jones, H

gang at Gl

s Matt Helgeson

de to become homiez 4 life. 4
Capcom’s Melinda Mongelluzzo and

Laura Heeb, and GI’

dec

Ga
at a recent press event. 5

PSM’s Chet Barber thanks Capcom’s

1

Newsweek’'s N

| Croal fight off the

paparazzi

Matt Atwood for his excellent work on

Geomatrix. @ Here's ad

Heavy Metal
sales guru Rob Borm
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HE’S MAD AS HELL, AND HE’'S NOTY
GOING TO TAKE IT ANYMORE!
Are you guys getting sick of people complaining about
innovation, or is it just me? | just read Josh Fuentes'
letter in the January 2002 issue of Gl and | need to
vent. | am so fed up with people
ragging on video game companies
for trying something new.
People scream, "Give us
something different!" Then,
they piss and moan when
companies try to answer their
pleas. | swear to God,
the next time | hear
someone complain
about "Cel-da" or
"Rocket-pack Mario,”
I'm going beat some-
body's ass. Nintendo tries
to give you something new and -
before you even touch the game - you complain about
how it is going to suck. Every Mario and Zelda game
has been a masterpiece, and just because one of
them has a new graphic look doesn't mean it's going
to play poorly. I've also heard people complaining that
Final Fantasy X uses real voice actors instead of the
traditional text boxes. Hello? Square is trying to do
something special in this game! If people don't quit
whining about innovation, all games are going to be the
same and we're going go back to the crash of '83.
AAAAAHHHHH! Make it stop! That's all | have to say.
Thanks for letting me vent, and keep up the good work.
Bryan Piras
Via emall
P.S. Can you bring back Rick, the Video Ranger? He
was cool.

S

Okay, Bryan, you need to calm down. Close your eyes
and start taking deep breaths. Now, imagine that
you're in your happy place. Bad thoughts out, positive
thoughts in. You're obviously under a lot of stress
right now, and probably aren’t thinking clearly. The
fact that you think the Video Ranger was cool is
proof of that.

We wholeheartedly agree with your sentiments,
and we eagerly look forward to the unique new vision
Miyamoto has for Zelda and Mario on the GameCube.
However, this aversion to innovation runs a lot deeper
than that. Many groundbreaking titles have failed mis-
erably, just because they were too far ahead of the
curve for consumers to grasp. Take PenPen Trilcelon,
for example. For years, people said, “Please, please
give us a penguin racing game! We are tired of cars!
Penguins are cute and frolic in the snow!!” But when
they got one, what happened? Nobody bought it. How
about Glover for the N64? We can’t count how many
letters we’'ve received over the years begging for an
action/platform game starring a disembodied hand.
Guess how much that sold? Zilch. People just don't
appreciate true genius.

A

SO TIRED
| mean, | get tired of hanging out with my friends really

fast and | see them maybe twice a week. You guys see

each other every day. Do you guys ever get tired of

being around each other?

Danny J. Mandark
Via juno.com

You have no idea.

PITHY PROSE
This letter was written using
only eight words.
Greg Ramled
Via email

N/ Good job, Greg! Next time, try
N using zero!

PIRACY CONCERNS

| have a subscription to your magazine and | think it is
the best. | have some friends who bootleg video games
and | was wondering what your thoughts are about this.
They say that it doesn't hurt the company, but | read
an article on the millions of dollars that Sony lost

due to bootleggers.
Brandon

West Chester, PA

The proliferation of CD-ROM burner
technology has spurred a massive
increase in the incidence of video
game piracy in recent years, primari-
ly in bootlegged versions of easy-to-
duplicate PlayStation games. So far,
DVD-ROMs are much more difficult to
copy, and all three of the new consoles
have sophisticated lock-out technology, but
we expect that game pirates are already figur-
ing out ways around these preventative mea-
sures.

Yes, it is possible and often easy to
duplicate games. However, that does
not make it right. Bootlegging games
is no different from shoplifting, and L .
running a piracy ring can often result ﬁ‘vk
in serious criminal charges. The \lﬂ 3
Interactive Digital Software Association :
(the governing body of the video game
industry) estimates that illegal game piracy
cost the industry $3 billion in the year 2000,
and has been involved with a number of sting
operations on piracy rings with the FBI and the US
Customs Service.

Being involved with a bootlegging operation could
put both you and your friends in some serious legal
trouble, but, more importantly, it negatively affects
the health of video games as a whole. Today, it takes
an investment of millions of dollars and sometimes
hundreds of people to make blockbusters like Metal
Gear Solid 2 or Final Fantasy X. If developers can’t
recoup these skyrocketing costs with sales revenues,
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then it doesn’t take a genius to figure out what hap-
pens next. Basically, your friends’ argument that
“These companies make billions of dollars, so what
difference does it make if we copy a few games” is
just rationalization for his own illegal behavior. Do the
right thing and buy your games like everybody else.

SPELLING WOES CONTINUE
Hey, guys, | just wanted to tell you, before | criticize
you, that your magazine is one of the best I've ever
read, and has three times more humor than PSM mag-
azine. | think you've done a great job, and | love the
Previews section because it tells me everything | need
to know about upcoming games on PS2 that | want.
But in your Final Fantasy Issue, 105, | think, | read the
article about Gumpei Yokoi. | think it's very sad about
his death, but | mean, if you do, too, then spell his
frickin' name right! It's not very respectable when you
keep on spelling the genius' name wrong, is it? | bet
you'd feel bad, Andy, if they spelled your name wrong.
Picture this: Here lies the body of Andru McNameral!
How do you feel now, GI?

Sean McDorman

Is this because everyone pro-

ARGHHH MATEYS!! 8 i
WHO NEEDS ACOPY OF  hounces your name as “seen?
FINAL FANTASY X7 We obviously meant no disre-

spect to the memory of Mr.
Yokoi, but there is a bit of a contro-
versy surrounding just how his name is

¥ spelled. In translating Japanese to English,
5 ‘12 the letters “n” and “m” can sometimes be
48 '/ used interchangably, which is probably

‘4»' what led to the two spelings of Mr. Yokoi's
name in the first place. In the book Phoenix:
The Fall and Rise of Video Games, Leonard
Herman uses “Gumpei,” as does Steve Kent in
The First Quarter. But David Scheff, who wrote
Game Over: Press Start To Continue (consid-
ered to be the definitive history of
Nintendo), opts for “Gunpei.” We opted to
use Scheff’'s spelling. However, after
receiving your letter, we tracked down a
source at Nintendo who said the definitive
spelling is in fact “Gumpei.” So, from now
on, we will change our spelling to relect
the official Nintendo stance on the issue.
We apoligize for any confusion caused by
our article.

= GAMES OF THE

LIVING BASEHEADS

| am an avid gamer and | was wondering if it is

mandatory for Japanese game designers to smoke
crack on the job. For example, take that game Mister
Mosquito — what is with that?

Tim Hart
Via aol.com

Crack? What about it? What are you trying to insinu-
ate? Listen, we’re NOT hooked on crack! Okay,
maybe we smoke a little once on special occasions,

Send your comments to Game Informer. Snail Mail: Game Informer Magazine « Attn: Dear Gl + 724 North First St., 4th Floor + Minneapolis, MN 55401 Email: deargi@gameinformer.com

22 GAMEINFORMER



Enhanced g
Performance on ;

T el i R o e i B rrr TPyl e e P e Ao Kl s - T Py e S e W e e oL e el T R S T e e h..“
'li&
-
4 l |
&
1 11" a ) j;-
F
r. o
-
e aal s T LT o T T - TR T T T R T Tl P =F . i g T S T R e IR LA T, T e T e I T e L e T LT ." X

Siakbakisdi
bl AR AR AR R
-.. . ;
Fr1RIEX09 Radddh QOO0 { ¢ RIEX0T Akkdd QOO0
R FBXOU X300 OCOPOY9 FOXOY MNMxA00 ODPOPP

j ey |
_ . T z
> B b f 3] el
rf gy L 10! 9331 00
m““ l i ] o
e ~ ‘ e =
- & | meva
& B a}-;‘-;-: :1-‘ L] T
A 8 D w
T ';
Ime |

£JEX00 ArAxE OOOOO
LITMNEBXO0 AxO00 OODO9

.......

Ix10 Nadik QODOO

=
F"-'u‘h. ’ L RN xJ00 COeee

-

- e b, & !
g <~ e '

e e
= e i i
__'-l-ﬁﬂ- i.-ﬁi-ﬂ-?l
L 5" oy

Genie-girl Shantae stars in an
amazing action adventure for the CAPQOM

(] = - M - g o o a: ¥ J Y Ay ey
Game Boy® Color! Lying await in a CindEi00 £x000 SOLPY L&26%03 1x300 O09®

FOx 3

lighthouse, not in a bottle, she's the one to
call on to get Scuttle Town out of trouble! Her
magic abilities start with ponytail whips and
transformation dances. With these in hand, | o

help Shantae save the town's secret surprise v ¥ o
from a mysterious pirate. | CAPCOM - EAPCOM o8
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but it's not like we have some kind of problem or
anything. Really, we had too many PlayStation 2s
cluttering up our office, so it was good that we took
some of them down to the pawnshop. It's not that
we needed the money that bad. Also, it's always
been Reiner’s dream to be a male stipper, we cer-
tainly didn’t force him into anything.

As far as Japanese game designers go, they are
as clean as a whistle as far as we know. Americans,
by and large, don’t have a very good understanding
of Japanese culture, so there are times when the
odd creativity demonstrated in video games from the
Land of the Rising Sun falls on deaf ears here in the
United States. Perhaps train simulators and mosquito
action games aren’t your cup of tea, but just
remember that the idea of a plump plumber rescuing
a princess from some overgrown turtle monsters
probably seemed like a pretty bizarre premise at one
time, too.

TEN HUT!
Many of my traitor friends say that GameCube and X-
box have a chance to beat PlayStation 2. | say NOT!
As a Sony soldier, | pledged my loyalty to Sony in the
fall of "95. As part of that pledge, | play nothing but
Sony products. Also, | have sworn to fight against any
system that gets in the way of Sony being #1. As a
lieutenant of the ever-growing Sony Army, it was | who
waged war against Sega in September of '99. | led my
troops on a wave of assaults, and in the first quarter
of 2001, Sega surrendered to the superior power of
Sony. In November,
the time came for
us to wage war on
our two new oppo-
nents. When we are
done with them -
just like the Sega
Dreamcast — they
will die a slow, hor-
rible death from the
wrath of Sony.
Mock [sic] my
words: ALL THOSE
WHO OPPOSE
SONY WILL BE
CRUSHED!

Lt. Reggie Johnson

Via aol.com

JOHNSON

SONY ARMY

We would never mock your words, but this console
war mentality is getting a bit out of hand. Every sys-
tem on the market has its strengths and weakness-
es, but there is no reason to get into a shouting
match with those that own another console. Let’s
take a brief reality break. Sony, Nintendo, and
Microsoft are giant corporations, whose purpose is
to make as much money as possible. They are quite
interested in your money, but they have no feelings
for you personally, so there’s really no reason to have
any sort of blind devotion or emotional attachment to
any console manufacturer. Just decide which system
has the features and games you're looking for, and
make your purchasing decision like you would for any
piece of home electronics. You don’t go around say-
ing, “My Emerson microwave could kick your
Samsung microwave’s ass!” do you? Live and let
live, people.
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ENVELOPE ARIT

i

Bissan al Hussein
It's prom night at Middle Earth High!

Jason Rodriguez
Not content with just breaking his record,

Barry Bonds decides to blow up Mark
McGwire's house! KERPLOW!!!

Jose Silva
Capri pants: $24.95, Half shirt: $15.95, Bloody heart: price-
less

Enter the Game Informer Envelope Art Contest. All you need to do is draw,
paint, scratch, spit, or carve the best darn envelope art you can think of
and send it to us. Please include your name, phone number, and return
address on the back of the envelope. If you're the monthly winner, we'll
feature your work in Gl and you'll receive a video game prize from the
Game Informer vault.

Send to:
Game Informer ¢ Envelope Art Contest
724 North 1st St., 4th Floor * Mpls, MN 55401

Emmanuel Ero-Phillips Jr. Jhon Thomas Sang Tran
We love you too! It's good to see that Solid Snake waxes his S000000 pretty.
bikini line.
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MIKAMI TALKS
RESIDENT EVIL

Nintendo's GameCube stock shot up when the company announced, late last year, that the
Resident Evil series would be an exclusive for the fabled makers of Mario. None were more
pleased than those here at Game Informer, but imagine our further delight when Resident
Evil mastermind Shinji Mikami agreed to take time out of his hectic schedule to speak with
us exclusively about the Capcom series. Read on as he unveils his thoughts on the title and
even spills some of its

secrets.

This GameCube
remake of the original
PlayStation Resident
Evil marks Mikami's
return to directing the
series after having
stepped away for a
while to head other
projects such as Dino
Crisis. "| returned to
the director's job
because | felt | should
be in charge," he
explained of his
involvement. "It is
because | created the
original RE and should
be working on any

enhancements myself." Even though he says that this return has nothing to do with the
GameCube, fans can be assured this move will only further validate Nintendo's coup.

So why Nintendo, then? Says Mikami, "This may sound like an easy question to answer
but it Is actually a very tough one. In short, | would say it was because | sympathized with
Nintendo's stance in making games. The fact that GameCube is a pure gaming machine -
not a DVD player — was another reason | sympathized."

Although all the buzz is about how powerful the Xbox is, the GC has easily shown that
it's a powerhouse in its own right. One look at the GameCube Resident Evil's lighting and
shadow effects, and you'll be chomping at the bit to revisit the title that made the term
"survival horror" famous.

Interestingly, however, Mikami reminded us not to get too preoccupied with tech
specs. "We could have achieved a similar quality on other platforms as well. It is my
opinion that in the future, a game's quality will be mainly decided by the creator's skill,
not which platform the game is developed on." Regardless, Mikami and his crew have
wrought some impressive results out of the 'Cube. Even though the backgrounds are still
prerendered, realtime effects such as running water, swaying grass, or blood have been
added to, as Mikami puts it, "give gamers a very strong sense of actually being there."

Apart from the obvious graphical superiority, fans will also be able to play RE different-
ly. The hand-to-hand fighting of Chris and Jill is now more elaborate. We've witnessed
scenes where, instead of merely pushing off a dog when attacked, characters will go to
much more dramatic lengths. In one instance, Chris pulled out his knife and jabbed a
rabid canine in the skull to escape from being bitten, while in another, a grenade in the
mouth solved the problem quite quickly.

These flourishes are just the start. Mikami himself promises this new RE will contain
rare firearms, and at least four costumes to be earned, including Jill's outfit from RE 3.
Also in store will be "a unique game mode as an extra and some new gameplay features
to the zombies." Like what? All Mikami would tell us was, "I'm sure you'll be sur-

prised..."
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FIRST RESIDENT EVIL
MOVIE TRAILER

The first trailer for the Resident Evil movie has just been
released. Starring the Peter Nguyen-spurned Milla Jovovich (see
last month's G/ Spy) and The Fast and Furious' Michelle
Rodriguez, the film will hit theaters on April 5. Check out footage
of the film at www.resident-evil-the-movie.com.
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Gl NEWS

One aspect of the Reident Evil remakes that we are sadly surprised about is the deci-
sion to re-record the notoriously cheesy voice acting of the original. Mikami said,
"Unfortunately [laughs] we have replaced all the voices for RE [GC]. They should not sound
'cheesy' this time." And what talk about Resident Evil would be complete without asking
about the whereabouts of Barry? Well, "l haven't decided what | should do with Barry,"
said Mikami, "but at least | can say he is a loveable character and should be treated as

such.” Those looking
for more Barry satis-
faction can find it on
the Game Boy Color,
as Resident Evil
Gaiden (releasing in
March) allows you to
control the "loveable"
Mr. Burton.
According to
Capcom, there will be
five Resident Evil
titles in 2002. These
include ports of RE 2,
RE 3, and RE Code:
Veronica. Former
N64 game RE: Zero
will also be brought
to the GameCube.
Nintendo's deal with
Capcom includes Resident Evil 4, but that won't occur till 2003 at the earliest. RE for the
GameCube is scheduled to release in Japan on March 22, but as of the time of this writing,
Capcom had not yet decided on an exact North American date. However, the publisher did
assure us that our version of the title would appear soon after it comes out in Japan.

THE ONE RING
IS UNIVERSAL

The One Ring of Power has divided and ensnared
many, and none more potently than video game pub-
lishers. Universal Interactive and Electronic Arts
currently have separate
licenses to make titles
based on J.R.R.
Tolkien's tales of Middle
Earth. This month, Game
Informer is proud to bring
you some never-before-
seen shots of Universal
Interactive's efforts at
bringing the Lord of the Rings trilogy of books to digi-
tal life (for more on EA's treatments on the Lord of the
Rings movie, see last month's News section).

Universal's deal with Tolkien Enterprises has
already spawned the announcement of two titles.
Fellowship of the Ring for the Xbox is being
planned for this October as an action/adventure game
enabling you to control Frodo, Aragorn, or Gandalf
through eight different realms. If these pictures from
the bowels of Moria are any indication, the journey
should be quite a fun, if possibly deadly, one.

Also scheduled for release in October is a Game
Boy Advance treatment that will be more of an RPG than
the Xbox version. Entitled Lord of the Rings Part I, this
game features an isometric view and will encompass both
The Fellowship of the Ring and the second book, The Two
Towers. More vids are in the works, and are being slated
for "multiple next-generation and PC platforms," according
to Universal Interactive.
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Game Informer’s research and devel-
opment operatives search the globe,
seeking out the untapped licenses

3 ¢« that will become tomorrow’s killer

Ty games. If you have any great ideas for
games of the future, be sure to drop
us a line. Maybe we'll use our godlike

turn you into a millionaire — or just
steal your idea.

Gl JOE: COBRA

COMMAND

It has been a full decade now since Cobra

last tried to take over the world in the digital
realms, and luckily for you, their strength has
been gathering. As a newly appointed colonel in
the ever-growing ranks of the Dark Army, it's
your duty to see the forces of G.l. Joe crushed
to dust under your boot heel. As one of the first
RTS/FPS hybrids to hit the market, Cobra

Command
forces you to
» display your

. skills as both a
p &G tactician and
& foot soldier.
il Missions begin
Ly as you place
your regiments
around a land-
ing zone and
establish the
Terrordrome. In
RTS fashion,
you must build
up your base'’s
capabilities and

defeat Joe’s forces by gaining control of a key
structure on the map. Once this has been
accomplished, the perspective melts seamlessly
into the familiar FPS perspective as you stride
out of your Cobra H.l.S.S. and into the building
where plans for an ancient super weapon must
pe stolen. Around every corner lurks another of
the cursed G.l. Joe do-gooders. Will Duke send
you to an early grave, or will you need to make
Destro proud and bring an end to Duke’s med-
dling? Blast away at them, and soon the world

f:-:'., <X ‘Eﬁ'

Changlng faces is definitely the
name of the game here. Not only
because your character had to
switch into six different incarna-
tions (such as Hawk-Man or
Lizard-Man) during his quest, but
also because this game has
been released as two separate titles. Name the

will be yours.

NAME THAT GAME

TurboGrafx-16 version of this vid that was based on the 8-
bit Sega Master System's Wonder Boy Ill: The Dragon's
Trap. In both editions, your mission was to save Monster
World from the Meka Dragon. Just beware his evil curse.
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(Answer on page 35)
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NINTENDO'S
ARAKAWA
RETIRES

On January 7, after 22 years in the business, 55-year-old Minoru Arakawa
retired from his post as Nintendo of America's President. Despite surprising
some, this move has been discussed by Nintendo of America (NOA) and its par-
ent company Nintendo Co. Ltd. (NCL) for some time. Replacing Arakawa,
effective immediately, will be former Pokémon Company Chief Financial
Officer and Pokémon USA President Tatsumi Kimishima. Mr. Arakawa had
this to say regarding his departure: "The U.S. video game industry is extremely
strong and NOA's position within the industry has never been better. The recent
impressive marketplace successes of both Game Boy Advance and the
Nintendo GameCube coupled with NOA's unparalleled financial and manage-
ment resources allow me the opportunity to pursue new endeavors.” These
new activities include overseeing the construction of a new house in Hawaii.
Minoru Arakawa founded the American branch of Nintendo in 1980, and
after racking up failure after failure, he finally broke the company in this country
by introducing us to a Shigeru Miyamoto-developed arcade game called
Donkey Kong. In 1985, after the video game market had totally imploded,
Arakawa almost single-handedly revived the industry by bringing over the NES
from Japan. In 1997, he introduced Americans to Pokemon. All the while
Arakawa's father-in-law, legendary hard-nosed businessman and Nintendo CEO
Hiroshi Yamauchi, rode Arakawa to come through in America — a strategy that

was wildly successful.
Arakawa's retirement, ex-NOA chairmen Howard Lincoln's move to the

Seattle Mariners, and NOA Vice President of Sales and Marketing Peter
Main's stepping down this month, has led many to wonder when Hiroshi
Yamauchi will also bow out. He has previously said that he would retire after
the release of the N64 in 1996 and most recently after the launch of the
GameCube this year. However, there has yet to be any news of his departure.
These recent movements in the upper echelon of the storied video game com-
pany and the possibility of Hiroshi Yamauchi retiring in the next few years sug-
gest a changing of the guard at Nintendo. It was believed that Arakawa would
be Yamauchi's successor, but that is no longer a possibility. Still, whoever Is at
the top of Nintendo, the company should continue to travel down the road that
has already paved its way to great fortune.

. RETURNING TO
WOLFENSTEIN

Activision agrees that the right to waste Nazis is not something that should
be restricted to just the PC, so it has announced that its big hit, Return to
Castle Wolfenstein, will be brought to the Xbox and PlayStation 2. Unlike
the PC edition, which has sold in excess of one million copies already, these
console editions of the game will feature developer Raster Productions at
the helm. Worry not, however, as it has overseen other ports such as Quake
Il Arena for the Dreamcast. Also, these upcoming Wolfensteins (a specific
release date has not been decided upon yet) promise to contain "unique
design and technical T | [

modifications" that will
maximize the title on
each particular platform.

In other Return to
Castle Wolfenstein news,
Activision has just
acquired its developer
Gray Matter Interactive
Studios. The company
purchased the remaining
60% of the studios’ stock
in order to make it a
wholly owned subsidiary
of Activision.
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Kickin’ in-game soundtrack featuring The Rules? There ain’t no rules. Drive on Wild, original arcade action now with

Offspring and Bad Religion! rooftops, through subways, even underwater! Nintendo GameCube™ graphics and power!

TEEN

LA
G -
PlayS[anon*’a NI N 'E'.E'f NDOD /-*A-——--—-—“((Id!m
GAMECUBE. acclaim.com

Mild Violence

Strong Language

CONTENT RATED BY
ESRB

CRAZY TAXI™ Crealed by and Produced by SEGA. Converled, Published and distributed by Acclaim. & SEGA 1929, 2000. and CRAZY TAX! are registered trademarks or trademarks of Sega Corporation.
Acclaim® & © 2001 Acclaim Entertainment, Inc. All Rights Reserved. “PlayStation” and the "PS® Family logo are registered trademarks of Sony Computer Entertainment Ine
TM. ® and the Nintendo GameCube logo are rademarks of Nintendo, Screens shown wera taken from the Nintendo GameCube version of the video game.
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TWO NEW FROM TECMO

If you're someone who can claim that Silent Hill 2 and Pokemon Snap
appear on your list of favorite games, then we suggest you make room for
Tecmo's Fatal Frame. The game comes out in the US March 8, and features
artistic graphics designed to

create an atmosphere of dark-

ness and fear similar to .

Konami's horror title. To van-
quish enemies, however, you
will have to capture their souls
on film. Don't bother with try-
ing to use red-eye reduction on
your camera.

Also in from Tecmo are
these intriguing character
sketches. We don't quite know
what they're from just yet, but

Fatal Frame

It should be an indication that some-

thing serious is in the works from
the company. Could it be these are
sketches for a fourth Deception
title? What about bringing back NES
classic Rygar, or inaugurating a
whole new title? Stay tuned and we
should find out more soon.
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GOOD - The best handheld system ever just got
better — and more affordable. Almost half a year
after it debuted, Nintendo has cut the official
0. .. price of the Game Boy Advance from $99.99 to
il $79.99. Although some chains have been consis-
tently selling the system for $89.99, this nod to
the hard working folks of this country is surely
appreciated. Cheers!

AWESOME! - The city of Indianapolis has been ordered by a
District Court Judge to pay the video game industry $318,000 in lawyers' fees
and other costs. This was after the city's proposed legislation to ban minors from
playing violent video games in public arcades was challenged and defeated. Can
we get that in quarters, please?

BAD - Square has released Final Fantasy X International — in Japan. Apart from
the usual assortment of extras, this edition of the PS2 title features an epilogue
to the US version called FFX Another Story: The Forever Nagi Festival, which
takes place two years after the game ends. There are no plans to release FFX
International in America.

UGLY - Ex-EverQuest creators Brad McQuaid and Jeff Butler are in cahoots to
create their own massively multiplayer online RPG to compete with their old beau.
Their new development studio has yet to unveil a name, and the duo's game is
similarly anonymous at this time, but their goal is clear: Kick the crap out of
Verant Interactive.

GOOD - Whenever there's a monkey out of place, Matt the 0.G.'s on the
case...Sony of Japan has released footage of Ape Escape 2 for the PlayStation
2. Unlike Ape Escape 2001, AE 2 will be a true sequel to the original platform
game.

Whenever there's a juicy rumor in the industry, Game Informer experts are on it like
a fly on stink. If loose lips are spraying hot gossip, we're sucking up the secret sali-
va and drooling it all over this section. These leads may turn out to be 100% untrue,
but then again, they could also be dead honest, and you've just learned about them
months before anyone else! In the industry and need to get back at the boss who
fired you by spilling some secrets? Email us at loosetalk@gameinformer.com and
we'll be your shoulder to cry on.

EIDOS ROLLS WITH
LEGAIA SEQUEL

Buzz has always circulated on the topic of whether Square would release games on
consoles other than Sony's. The newest development is that the Final Fantasy
maker is talking with Microsoft. The Xbox creators are apparently serious about
bringing both Square and Enix onboard to provide online content for its new sys-
tem. Late last year, Sony purchased a 19% interest in Square, which has its own

Last month, we broke the story on Eidos' new Fresh Games brand as it
captured the hearts of hardcore gamers all across the country. The label will
specialize in bringing over quality, formerly Japanese-exclusive titles to these
shores, starting in March. We've already told you about Mad Maestro
(check out the Photophile section of this issue) and Mister Mosquito, but
Fresh Games has unveiled a third PlayStatiun 2 game that will no doubt

make you even happier.
M m

The Sony of Japan-developed
Legaia 2: Duel Saga (known as
Legaia Duel Saga over there) has just
pbeen added to the nascent label's
March lineup. This sequel to Legend
of Legaia keeps the original's Hyper
Arts battle system and adds tandem
supers known as Variable Arts.

Legaf;z-ﬁuef aga

392 GAMEINFORMER

deal with Enix so that the company that created Dragon Warrior could utilize
Square's PlayOnline network.

GameCube owners the world over will finally get a look at the reasons why they
bought the console in the first place at this year's E3 in L.A. (this May). Mario
Sunshine and The Legend of Zelda are expected to be in attendance in playable
form. Furthermore, creator Shigeru Miyamoto has another secret title that will be
unveiled at the expo.

The Xbox may become part of an all-in-one consumer entertainment/media hub
called the HomeStation. Despite telling us that it didn't want to use the console
for too much more than gaming, insiders say that the HomeStation will be a self-
contained unit that will allow you to play Xbox games, use the Internet, and emalil
people. It will also play DVDs and music, and act as a TiVo-esque digital recording
device. Microsoft isn't talking about the project, but it is expected to be announced
later in the year before being released in 2003.

Work on Gran Turismo 4 for the PlayStation 2 has already begun. The game
should come out in the middle of next year, and feature several online play modes.
Other goodies slated for the game include variable weather and time of day
options, as well as new courses in Hong Kong and China.
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and there appeared fo be no hope at all.

And as if that Wwasn’t enough, the Yyoung Wizard had aged 30 years in a day and a pack
of Wild hell hounds was trying to devour him. He used his orb and a lava spell to torch the

S wretched beasts and ran for his life. He continues ‘'on his quest to become a master

sorcerer, but he still has nowhere near the 45 spells he needs to defeat the darkness. |
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Arnold Schwarzenegger just signed a $30 million cnntracr to star in Terminator 3 As some of his biggest fans,
we disagree with Arnold’s decision and wish he would have signed on to create a sequel to another of his mon-
ster hits. If you were an actor (or actress), the score you receive through this trivia contest determines which
film you'd likely be cast for.

Question 1: Before it was renamed Acclaim
Studios London, Probe Software was the pre-
miere developer of movie based licenses.
Which of these games did Probe not have a
hand in?

A. Alien Trilogy
B. Judge Dredd
C. The Terminator
D. Batman Forever

Question 2: In 1982, Amiga Corporation
entered the competitive electronic business
with a powerful computer boasting a 16-bit
68000 chip. The codename for this machine
was named after the wife of Amiga's presi-
dent. What was her name?

A. Shella

B. Lorraine
C. Denise

D. Samantha

Question 3: What was the first non-Japanese
developer to create software for the Nintendo
Entertainment System?

A. Imagineering
B. Mindscape
C. Acclaim

D. Rare

Question 4: Well before Capcom and SNK
joined forces for two amazing games,
Tradewest shocked the world when it released
a game that combined Double Dragon with
another well recognized franchise. Who were
Jimmy and Billy’s allies?

A. Battletoads

B. Teenage Mutant Ninja Turtles
C. Bad Dudes

D. Bandits

Question 5: SSI will always be remembered
for its wide variety of Advanced Dungeons
and Dragons games. At the same time, howev-
er, this company made a name for itself in a
different way with the development of a popu-
lar Sega Genesis game. What was it?

A. Buck Rogers: Countdown to Doomsday
B. Computer Baseball

C. Battle for Normandy

D. Phantasie

Question 6: In the highly underrated NES
game, NES Open Tournament Golf, players
assumed the role of Mario and battled across
18 holes against five computer-controlled
characters. Along with Steve, Mark, Tony, and

Billy, whom else did Mario compete against?

A. Doug
B. Sam
C. Toad
D. Luigi

Question 7: In 1981,
Midway racked up another
arcade hit with the release
of Gorf - a game that com-
bined elements of Galaxian
and Space Invaders. When
it was time to create a
sequel, Midway destroyed
all expectations. What was
the sequel called?

A. Gorf Magus

B. Gorf Il: Seeker of Stars
C. Gorfian War

D. Ms. Gorf

Question 8: In Castlevania Ill: Dracula’s
Curse, Simon Belmont opted to take a vaca-
tion rather than run amok in another haunted
castle. Lo and behold, his ancestor decided to
step in and rid the land of evil. What was his
name?

A. Grant Belmont
B. Trevor Belmont
C. Jason Belmont
D. Damien Belmont

Question 9: In the Atari 2600 game Combat,
players could choose between three different
environments. What were they?

A. Open Field, Blaster Maze, Master

B. Open Field, Blaster Maze, Easy Maze
C. Open Field, Easy Maze, Complex Maze
D. Open Field, Easy Maze, Master

Question 10: Naughty Dog's lead programmer,
Andy Gavin, will always have a place within
video game history for creating numerous pro-
gramming innovations. Before he started tin-
kering with games, he joined the Artificial
Intelligence Laboratory at the Massachusetts
Institute of Technology. What top-secret pro-
ject was Gavin working on?

A. He created strawberry-flavored microwave
popcorn

B. He assisted in the creation of musical

greeting cards

C. He designed the fuel intake system for the
space shuttle Challenger

D. He designed a vision system for one of NASA's
Mars rovers

Score & Rank
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MORE MARVEL
VIDEO GAMES

Encore Inc. has signed up with Marvel Enterprises to
produce an action/adventure title based on the comic hero
Daredevil. The game should be released in conjunction
with the movie that stars Ben Affleck as the blind crime-
fighter Matt Murdock. Although the film comes out before
the end of 2002, it is not known if the plot line of the vid
will follow that of the movie
itself.

Not to be outdone,
Universal Interactive has
secured the rights from
Marvel for The Incredible
Hulk, which will see treat-
ment In a game on
unknown formats at an
undisclosed time. Not sur-
prisingly, however, a movie
for this hero is also in the
works. Directed by Ang
Lee, The Incredible Hulk is
slated to hit theaters in the
summer of 2003.

THE NEW XBOX

Microsoft of Japan is offering a limited edition black
see-through shelled Xbox to gamers

when the system launches over TURET S
there on February 22. This ver- g K
sion of the console will be

restricted to only 50,000 units

and will sell for 39,800 yen, or
around $50 more than the regular price. Also coming
with this special edition Xbox will be a silver plate
keychain featuring the engraved signa-
ture of Bill Gates.

Game Informer contacted
Microsoft as to whether it plans to
bring this Xbox to America, but no
final decision has been made.
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17% :::f Gl readers are still asking us what's better: Xbox or
GameCube. Now we've finally come up with an answer:
. Figure that one out!

81% of officially announced GameCube games for the first

fodl COP 2 N quarter of this year will already be available on another console
- \T'S A TUMOR! first. This compares with 45% for Xbox
TBTHL% . sem
HEEHLL " 75% of the time GI editors would rather listen to their
FIRESTONE headphones than each other
ETFIIHEE HEHIH _ e
G Sals 100% of attempts by Gl editors '[D qmt sm-:::ukmg have failed
1 Junior 2: The Birth 2.3 Jingle Al - Way Total Racall I 79 Kindergarten Cop 2: 10 Commando Il: The 96% of those in attendance at Gi's Christmas party expected
Control Didn’t Work Il: Silent Night, Deadly  Firestone Strikes Again It's a Tumor! Cave Cooker Paul Anderson's "little buddy" to once again make an
o appearance. That same percentage were proved wrong
Video Game Trivia Answers: gOT D2°6898A°LA9Y'SYPA'EATOT ' S | R
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» The Force is finally strong with
the Xbox! One of the highlights of
last year's E3, Star Wars:
Knights of the Old Republic, has
become an exclusive for the
Microsoft platform. This RPG is
loaded with locations bustling
with ambient life, massive and
magnificent battles, and a variety
of character classes and skills to
choose from. Knights of the Old
Republic is being developed by
Baldur's Gate vets Bioware for
release before 2003.

» EA is livin' large with another
Sims expansion pack entitled The
Sims: Vacation. This new house
party has set a hot date for the
end 'of March, and allows your
family to head off to snowy moun-
tain slopes, camp in the forest,
or tan on the beach.

» Digital Extremes is busy co-
developing Unreal Tournament 2
for the PC, due out in the fall of
this year. The game will utilize the
new Epic 3D engine and feature
30 indoor and outdoor environ-
ments, around 50 character mod-
els, and of course, a whole host
of weapons. Also, five multiplayer
modes are being touted.

» Global VR is going to give
Golden Tee Golf a run for its
money. The coin-op company has
secured a license from EA Sports
to put Tiger Woods PGA TOUR
Golf into sports bars and arcades
everywhere. Using the popular
trackball interface, it'll be inter-
esting to see If Woods can
unseat the long-standing champ
Golden Tee.

» Following our news two issues
ago, THQ has announced Red
Faction 2 for this winter. The
game will feature a four-player
option, more destructible environ-
ments, an auto-save function and
maore.

> Bioware and Interplay have
settled their dispute over
Neverwinter Nights. This means
that the game should come
out this summer, courtesy of
Infogrames. More bad news for
Interplay, in that founder and CEO
Brian Fargo has decided to
resign from the company.
Titus Interactive's acquisition of
Interplay last August is rumored
to be behind Fargo's move.

» Ex-Sony and Sega wunderkind
Bernie Stolar has popped up as
President and Chief Operating
Officer of BAM! Entertainment.
Stolar previously had successful-
ly headed the launches of both
the Sony PlayStation and Sega
Dreamcast, as well as being the
President of Mattel Interactive.

» LucasArts has announced that
it's planning a new Indiana Jones
title for multiple platforms this
fall. The publisher will use The
Collective's proprietary engine to
execute the title's action/adven-
ture and puzzle mix. Also, Steven
Spielberg and Harrison Ford have
confirmed the making of a fourth
Indiana Jones movie.

Name That Game Answer:
asiny s,uogei(q

BALDUR'S GATE:
CONTEST ALLIANCE

Interplay's Baldur's Gate: Dark Alliance trans-
forms the mundane paper-and-pencil world of
D&D's third edition rules into a glorious
PlayStation 2 adventure. Game Informer and
Interplay proudly bring you a selection of goods
for a game that should belong in any action/RPG
fans' inventory. What better way to immortalize
your quest through Dark Alliance than with a
maghnificent framed lithograph featuring the
title's impressive character art? Bugbears be
damned!

Grand Prize (3)

e Baldur's Gate: Dark
Alliance Framed
Dwarf Lithograph

Second Prize (1)

e |nterplay's Baldur's
Gate: Dark Alliance
PlayStation 2 Game

e Baldur's Gate: Dark
Alliance Poster

e |nterplay's Baldur's
Gate: Dark Alliance
PlayStation 2 Game

e Sybex Baldur's Gate:
Dark Alliance

Strategy Guide

¢ Baldur's Gate: Dark
Alliance Poster

e Sybex Baldur's Gate:
Dark Alliance
Strategy Guide

There Are Two Ways To Enter:

(1) Send a POSTCARD with your
NAME, ADDRESS & TELEPHONE NUMBER to:

Gl's Baldur's Gate Contest
724 N. FIRST ST. 4TH FLOOR
MINNEAPOLIS, MN 55401

(2) Send an EMAIL with your NAME, ADDRESS & TELE-
PHONE NUMBER to: baldurs@gameinformer.com

Your name will be placed in a pool of valid entrants for
a random drawing to be conducted on April, 8 2002.

GAME INFORMER'S BALDUR'S GATE OFFICIAL RULES
1. NO PURCHASE NECESSARY. To enter, sand your name, age, address, and telephone number on a posicard to: GI's Baldurs Gale,
T24 FIRST ST. NORTH, 4TH FLOOR, MINNEAPOLES, MN 55401. Or, email your name, age, address, and telephone number 1o; bal-
durs@gameiniomer com. Entries must be recevad by Apel 8, 2002. One enlry per pecson. Duplicated antries will be disqualified. Game
Informer magazin (the “Sponsar’) is nat responsible for los!, Late, mutilated, ilegible, incomplate or misdirected entries. 2. PRIZES: Thiee
(3) grand prize winner will recenve a Baldur's Gale framed Rthograph, a Baldur's Gate PS2 game, a Baldur's Gate poster, and a Baldur's
(Gale strateqy quide (approdmate retal value $150). One (1) second place winner will receive 2 Baldur's Gate P52 game, a Baidur's Gate
paster, and a Baidur's Gate strategy quide [approximale retaill value $75). Sponsor reserves the right 10 subshilute prize of aqual or grealsr
vale il prize is unavadabla. Prizes are non-iransherable and no substitutions allowed. 3. WINNER(S): Winners will be datermined by ran-
dom drawings of 2l valid estries received by the Sponsor, whose decisions are final. Drawing will be held on or aboul Apnl 8, 2002.
Winners shall be notfied by email andior telephone. Please allow six lo eight weeks for delivery of prizes. 4. ODDS OF WINNING: The
odds of winning depand on number of valid entres receved. 5. ELIGIBILITY: Promalion open 10 residents of Uniled Stales only. Retum of
any prize’pize nolification as undelverable will result in disqualification and an alternate winner will be sslecied. Winner may be required lo
sign an affidavit of ebgibdityrelease of labdity prize acceptance within 14 days of receipt or lorledt prize. If the winner i a minor, then prize
may be awardad lo winner's parent of legal quardian. By acceptance of prize, winners agree 10 the use of thew name and'or ikeness hor
purposes of advertising, trade, o promation withou! urther compansation, unléss prohibited by Law. Employees of the Sponsor, Game
Informeer Magazine, and thesr parent and affiated companies and their famibies are not efigble. Neither the Sponsor nor its alfilates, sub-
sidkanies, division or relaled companies are responsible lor any damages, laxes, of expenses thal winneds might incur as a resull of this
sweepstakes or receipt of prze. 6. RESTRICTIONS: Void whera prohibited o resticlad by law.
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the last word on how to survive the greatest

|- Player challenge 1n the history of RPG's!

WWWAINGSFIELD Agetet com

“www.KINGSFIELD.Agetec.com

subter. ealm lost in time. s & -1
Arm yuurseif wﬂh magic items capable of sl Y IR
Taashing massive spells.

There are more than 90 levels of power for ,...
Your character. _ 7
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FROM SOFTWARE .,

Agefec.,

www.agetec.com

VIOLENCE

o .'-5151;-3;.@;-‘ FromSoftwareinc. FromSoftware and the FromSoftwaleiiage are trademarks of FromSoftwiare Inc. All rights reserved,
King's Field and the King's Field logo, The Ancies nt City and The AW@#WMAQEI& and the Agetec logo are Irageniarks of Agetec inc.
PlaySt: and the "PS" Family logo : istered trademarks of Sunfmlpmer Entertainment Inc.
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In terms Of ingenuity and  ‘Maximo, Capcom'’s bold new attempt to
pure entertainment, the reign of the - - recreate the magic of classic 2D action titles
Nintendo Entertainment System could be on the PlayStation 2. Inspired by the ancient
considered the high watermark of the video  arcade hits Ghosts n’ Goblins and Ghouls n’
.game industry. For a generation of gamers Ghosts, Maximo is unapologetic in its
~teared in the 1980s and early '90s, the ~adherence to the “less is more™” philosophy
. classic side-scrolling action titles of that era  that defined the classic games of yesteryear.
hold fast as examples of gaming in its truest So far, the reaction of both the press and the

form. We might be in awe of the intricate public has been overwhelmingly positive, and
.. graphics and epic nature of the best of the game was very well received at last year's
today’s console games, but no current game E3. However, advance praise is no guarantee
can claim the emotional attachment that we of sales, and Capcom Digital (the company’s
_ feel toward Mario and the other heroes of his  US development wing) has a lot riding on
day. Both in print and on the Internet, many Maximo, the first console game entirely
express the feeling that video game conceived and created by Capcom of America.
companies may have lost their devotion to the =~ Will consumers embrace this return to the
science of creating fun and compelling basics of gaming? No one can be sure. What
~ gameplay in the quest to create ever more we are sure of, is the fact that Maximo is a
impressive displays of visual fireworks. brilliantly constructed and refreshing break
While many are quick to cry for a return to from the norm.
the values of the 8-bit era, a look at the sales Maximo is the brainchild of Capcom’s David
" charts is all it takes to confirm that people Siller, a veteran producer who has worked on
= "iden't.always put their money where their past titles such as Rygar and Crash Bandicoot.
' ihiS. Most of this year’s breakaway hits -  His journey through the video game industry
" Halo, Grand Theft Auto Iil, Final Fantasy X, eventually took him to the Stateside branch of
and Metal Gear Solid 2, to name a few - are Capcom, and he quickly began work to
games that push the gaming experience establish the company’s US arm as a
further-toward the aesthetics of motion respected development house in its own right.
pictures. Conversely, more traditional His first project was to salvage Final Fight

action/platformers, like Jak and Daxter and Revenge, an arcade fighter that had become
Klonoa 2, have struggled to find a following stalled in the development cycle. Although

with the next-gen audience. So, what do Siller's team was not able to turn said pig's
gamers really want: Old-school action or ear into a silk purse, their efforts won the
cinematic Jhrills? attention of Capcom of Japan, and they were
The answer to this question is of soon given the go ahead to work on an all-new
utmost important to the creators of original project.

B PLATFORM PLAYSTATION 2 B STYLE 1-PLAYER ACTION H PUBLISHER CAPCOM B DEVELOPER CAPCOM
DIGITAL STUDIOS B RELEASE FEBRUARY 12
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This new project, entitled
Maximo, was to be a tribute to
Ghosts n’ Goblins, one of
Capcom’s first ever hits. The
company had tried several times to
resurrect the franchise in the '90s,
most recently for the Nintendo 64, but
‘these attempts had been deemed
unworthy, and ultimately scrapped. Siller
wisely decided that, while the game
would contain references to Ghosts n’
Goblins, it would feature new characters
~and a new depth of gameplay. Also, he
S e wantei;l the game to be more actiun-qriented,_
- as.gbposed to the task-driven designs that have
- heen s@rgverused in the years since the release
yfiMario 64 and Banjo-Kazooie.
“#We wanted to get back to that classic style
~ of action game where, once the game begins,
% you better damn well be ready to rock and roll,”
% comments Siller. “Another thing we wanted to
. avoid was the tutorial level. We really hated that
Nintendo/Rare formula where a little fairy comes
by and says, [affecting a high falsetto] ‘Press X
" to jump! Then, stand on your head and fart!’ If
you're a hardcore gamer, you don’t need that.”
Once the project was in motion, Siller and his
team began work on developing the game’s
characters, storyline, and level design. The
highly-stylized character models, which lend the
game a level of personality that most generic
action titles would envy, were created with the
help o’f the acclaimed Japanese anime artist
Susumu Matsushita, the creator of the beloved
Monkey Magic animated series. With the art
direction in place, a plot was formulated — one
that sees Maximo suffering the indignation of
having his true love and his four comely
sorceresses captured by the evil Achille. If that

In creating Maximo, David Siller and his team drew
inspiration from the early ‘80s classics Ghosts n’
Goblins and Ghouls n' Ghosts (pictured above)

whgb;luyyw'm"

H These voodoo dolls want to steal your Maximojo!
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wasn’t enough, he is then killed by his nemesis.
Luckily, the Grim Reaper has taken offense at
Achille for releasing the spirit forces that gives
Death his powers, and reanimates Maximo, sending
him on a quest to knock off Achille once and for all.
The whimsical storyline recalls the time when video
games didn’t take themselves quite so seriously.
“Hey, I'm a guy that makes video games,” Siller °
comments. “Not a frustrated film director.” Siller
went on to reveal that ther’e had been a plan for
Maximo to encounter Ghosts n’ Goblins’ hero
Arthur in his quest, an intriguing plot twist that

might be included in a future Maximo sequel. ~ .«

Based on screenshots alone, one would not
consider Maximo to be one of the most awe-
inspiring of the PlayStation 2 games we’ve seen to
date. This assumption is true to a point, but it's .
important not to overlook the game’s considerable
strengths. It has a simple, clean look, and is filled
with lovingly crafted animations, each enhanced by
sonic details like the clank of the sword against
metal, or a wooden thud when it gets stuck in a
tree. Maximo is definitely not pushing the
PlayStation 2's hardware to its limits, but nearly
everything in the game somehow seems like it’s
just as it should be, right down to a camera system
that is nearly flawless.

As you have probably guessed by now, Maximo’s
gameplay is not complex, and is essentially a 3D
reinvention of the hack n’ slash action of Ghosts n’
Goblins, Rush’n Attack, and other 8-bit games of
similar ilk. Rest assured, you will not be required to
master the complex control schemes that have
made recent action titles like Syphon Filter so off-
putting to some. Basically, there is one button for
jump and one button for attack - that’s it. However,
Siller and his team have implemented some subtle,
yet innovative, changes to the familiar formula.

.'_.I 'i

Unlike the common cannon-fodder enemies, these skeleton swordsman can

provide quite a challenge in groups
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Maximo takes time off from adventuring to dance the night away
at a rave. This boss even has a big, stupid Dr. Seuss hat on!

......

R ] ~F _,4.-:-1'

w R '
& __.r...-\.i"

AT P

e ]

o @51 el pid bR
T A R

Notice the sword sticking through this pirate shelétn 's chest. It will prevent you from
performing a Downward Strike when he is lying on his back

Maximo's Mighty Blow is probably the all-around most useful power-up in the game
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A fast and frantic action game, effective way of killing enemies quickly
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Although it may appear rudimentary at face
value, there is actually quite a bit of depth
lying underneath Maximo’s simplistic surface.
The game is instantly fun, and definitely
captures the “pick-up-and-play” appeal that
many developers attempt, but few
accomplish with any real success. The
playcontrol is never overly complicated, but
as the game progresses, new abilities,
weapons, and sword enhancements are
gradually added to Maximo’s repertoire,
giving the player.a real sense of purpose that
drives them to complete the game’s
multitude of levels. Although very linear, each
of these stages is strewn with secret areas,
hidden chests, and hard-to-obtain gold coins
that should make it extremely difficult to
attain the coveted 100% completion level.

Some of these character upgrades are
quite modest — a second-strike move, for
instance - but once you delve further into the
ability system, it proves to be quite well-
designed, forcing you to judiciously manage
your character’s attributes. Upgrades
generally fall into three categories: Maximo
abilities, shield upgrades and sword
enchantments. Maximo abilities include the
aforementioned second strike the Mighty
Blow (a thrusting motion that deals
tremendous damage), the Shockwave (which
powers up Maximo’s downward thrust move),
and the Gold seeker (which lets you use the

Shock wave to detect hidden chests). Sword
enhancements allow you to do some cool
things like shoot fireballs from your flaming
blade, but are often only temporary and
deplete with each use. Your shield proves
very useful both for defense, and as a weapon
when thrown. Even better, the Midas Shield
enhancement can be combined with the
Throwing Shield and used to gather gold
coins that are perched in high or hard-to-
reach areas.

Although it would be cool to trick out our
hero with each and every one of these
upgrades and abilities, the game’s designers
only allow you a limited number of permanent
ability slots, requiring you to make tough
decisions about just which of your powers are
most important. You start out with three
permanent slots, into which you can shuttle
upgrades in and out. Of course, you can
collect as many as you’re able; but once you
die, you will lose any abilities that aren’t kept
in the first three slots. What to save and
what to keep? It’s a veritable
Sophie’s choice.

At the end of each world, you will be
rewarded with a new permanent upgrade slot,
and the choice of taking a save, an armor
upgrade, or a kiss. The kisses have no real
value during gameplay, but if you complete
the game with every kiss, you will open up a
special section of Maximo concept art by

NEXT-GEN NOSTALGIA

Susumu Matsushita. Unfortunately for
completists, a kiss must be saved in the new
ability slot you just received, which means
you must finish the game with only three
slots to preserve all your kisses. Overall, the
system of upgrades is indicative of the great
deal of thought and care that went into
balancing Maximo’s gameplay, resulting in a
game that can be conquered by a casual
gamer, but also provides enough challenge for
the most skilled players.

For a game that is so steeped in tradition,
it’s odd just how different Maximo feels from
the current crop of games crowding retail
shelves. For all the advancements that video
games have made in the last five years, it is
also instructive to think about what might be
lost as game creators continue to stray
further from the simple principles of fun and
ease-of-play that first made gaming an
international pastime. Surely, we wouldn’t
trade our copies of Metal Gear Solid 2 for the
world, but we should hope that we will always
have the simple pleasures of solid gameplay
to fall back on when we tire of slogging
through hours and hours of overwrought

dialogue and pretentious cinematography.

Hopefully, Maximo will find success, and
demonstrate that there is still a place in the
modern marketplace for a game that wants
nothing more than to entertain you for a
few hours.

Y

Most of the boss battles are based on memorizing simple patterns,
but many are challenging nonetheless
.,-"'é',



The release of three new platforms in the span of almost a year has thrust the next generation of videﬂ: ga 1€

upon us. With this emphasis on home console technology and what it will do for video games in the 21st cent
it's almost as if we expect the next captivating hit title to appear out of thin air simply e
because of the lofty specs of the system it's on. However, the journey toward a moving
game experience, or elevating the first-person shooter genre to new heights, just isn’t that
easy. It takes vision to sculpt success out of a high-powered platform like the Xbox or the
PC, and that's exactly what developer Warthog had when it created the self-proclaimed
- "Arcade Space Action" game Mace Griffin Bounty Hunter.
Warthog's headquarters lie in Cheadle, a suburb of Manchester, England. Cheadle
isn't a notable town, and you'd be hard-pressed to see it as the birthplace of a
blockbuster video game. But look past its requisite corner pubs and small-town
feel, and you'll find that some amazing developments are occurring in the north of
England. Oddly, this mixture of two distinct worlds neatly parallels the seamless
integration of space-fighter combat and first-person shooter that Mace Griffin Bounty
Hunter is striving for.
Imagine clearing away hangars of enemy soldiers with the precision of your ship's cannons before
| maneuvering in, docking, and continuing the assault on foot - all in one continuous experience that you
- can control. Oh, yeah, did we mention the fact that the Xbox and the PC do all this without pausing one second to
load? Better yet is the fact that such a scenario is just a small example of the possibilities open to you within Bounty
Hunter’'s expansive levels. A universe of betrayal, corruption, mind-control, and plenty of other surprises keep the game's
twisted wheel of deceit and intrigue turning; not letting you stop until you get to the end of the line. Anybody up for a
simple game of revenge?
Game Informer visited with Warthog to not only get a glimpse of events 400 years into the future of Mankind, but also to

witness how one developer's attempt to take the first-person shooter genre to a higher plane is taking shape.

B PLATFORM XBOX/PC B STYLE 1-PLAYER ACTION/SHOOTER M PUBLISHER CRAVE (XBOX)/EA (PC) @ DEVELOPER WARTHOG M RELEASE FALL




The Pride of Cheadle
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Mace Griffin Bounty Hunter's look to the future starts with roots in the past. The original

vision for the game grew out of an appreciation of classic films. "We've always liked the idea
. Of spaghetti westerns, and we tried to incorporate those themes into it," explains Mace's
" Producer Paul Chapman. "Early on in the development of the game, we had some really
obvious things like guys flying around on mechanical horses. A lot of those things have been
really turned down because it just didn't sit too comfortably with science fiction."
Nevertheless, Mace Griffin as a person remains true to Chapman's ideals of "a very
brooding, enigmatic character; kind of Clint Eastwood-style."

The freedom symbolized by the vast expanse of the American West remained essential as
the game's development progressed and the project team grew steadily from six to 24
people. Eventually, initial elements like a barter system and a non-linear storyline fell to the
wayside, but two things remained clear. Warthog wanted to make use of the experience it
had accrued working on titles like StarLancer (PC/Dreamcast) and Star Trek: Invasion

(PlayStation), while

Producer Paul Chapman presides over the art that would make the game . .
Lo NTOGUCEE LN GRSINNGN proseen ovel T2 WOLer. ARG TNE L exploring new territory
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R e i with first-person

shooting. Technological
walls wouldn't stop the
team's ambition. Mace
Griffin's External
> Producer, Mike Arkin,

recalls that just putting
together prototypes of
one of the initial stages
required “three or four |
Half-Life levels stitched - 54-1Z18 § 200
together, because they - e i

just weren't big %,
enough." And that's Warthog's particle effects go along with a dedication to realistically presenting light and shadow
-"-5'~. by

? just the start of the
_‘ FUTURE EFFECT
. N O

S journey...
S VMO 0N IS GE M ek TS IOH R RO 1RO Four centuries into the future, Man's exploration has colonized new solar systems and
uncovered a wealth of mineral riches to exploit. Land rights, smuggling, and corruption are
commonplace issues for companies like Talon Corporation, whose Enforcers act as a
bastard police force in the lawless vacuum these settlers live in. To curb the
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P e \ ineffectiveness and scandalous activities of the Enforcers, and handle some of the larger
f o ! crimes, Earth's High Senate soon creates the Rangers. But the Rangers are disbanded
after Talon fights back with a campaign to discredit the group. Finally, a lastditch attempt at
| %, : order is made as the government sets up the Guild of Bounty Hunters to help keep the
'; | peace. Made up of excops, criminals, old Rangers, and an assortment of others, Bounty

Hunters are the last hope “He hates these cans! Stay away from the cans!”

for justice. Enter Mace |

Griffin, an ex-Ranger on

- the wrong side of the law

’ A4 after having served 10

years in the joint. A

**** » decade in the big house

= can mess with your mind,

|

but Mace is certain of

two things: He was
framed for his crime, and

_someone's go
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‘Warthog's design to feature flexible

- gameplay works perfectly with the S i W o - " Jases -
constantly evolving plot. To truly N N R , B/ | o
appreciate what this means in the & ? il g B | & ;
game, we've got to go back to its . T IR .
beginnings. "The original ideawhen |  J{4§7d3y,, . CreEl o e : ;
came [to the project] was that it was Lead Programmer Ben Sugden: “Bloody arrogant” apparently : ; M T g :
going to be two engines," recalls Lead | LAV, T
Programmer Ben Sugden. "But when | sat down, it wasn't going to be feasible for me to | o A R :
integrate the two engines, so | just wrote one." Faateo Rgh [~ S Sl n R
Chapman chimes in, "We were going to build the game on two technologies that gl P X\
already existed in-house, and it just didn't make sense. We had expectations that we'd %
have burst loading [instead of making the game seamless]." s g e A Y
“And | was so bloody arrogant that | thought | could just do it all in one," Sugden laughs. BEERRE""FRCCR=Te T ¥ & e — s / \
~ "So Ben stupidly wrote [a] demo that impressed everybody, and now we're stuck RIS e 20| | oy e a8 (8
~ writing a game!" CZEREE | B B 200 feni e | )
~Such innovation on the part of Sugden and other team members enabled the perfect MM s TR | i N e | e B
‘merging of two different video game styles. We witnessed levels where, after dogfighting and first-person shooting means you

could be next to take off at any time

foes in front of a nebula-painted background, we could hover at the edge of the hangar —
‘and see its fully rendered 3D inhabitants inside, before docking and leaping out to blow ¥\ Stuff like ship/squadron/weapons
hem to pieces with a grenade launcher. Mike Arkin explains, "You're seeing the exterior @ o8 Management.” Plus, "The Al is
of the ship, but that entire interior has been modeled. When we talk about a seamless £ % going to be quite different [from
ransition, we shouldn't even use that word. There is no transition. There's just one big, @ StarLancer] because it's really
uge level, and you can go in and out of it." B going to lend itself to the first-
We've been promised that missions will in no way start with the same boring ' person style of combat.” Some
beginning, but will change to keep up with a storyline that's continually rolling. , 1 p,  Of the more frustrating
Sometimes you'll start on foot; sometimes you won't. Besides, any given level * A R aspects of StarLancer that
- will often flip-flop between both of these gameplay experiences as you make your e p fans have pointed out to the
way through Bounty Hunter's sizeable environments. s developer, such as hunting

Those who know Warthog from its work on fighter combat titles StarLancer or and seeking, will be
Star Trek: dropped. Instead, you can

Invasion can " expect more of the fast-
L expect those " - paced and frenzied

When we talk about a seamless stylestobe @ : skirmishes that we
represented ; KNOW you crave.

ey Another example of Lead Designer Phil Mell
|'l'lll‘l$l|'l0ll, ob Shﬂllldl‘l'f SRon O S:‘Fhi;eurlgy;; not Warthog's re- : el

. 0y 0 necessarily in evaluation of the space genre encompasses the controls for your craft.
"““ WOI'd. There Is no transition. the same n,yuay, Previous Warthog tit?es hgve used snn?e pretty complex buttﬂny mapping for

(e . The team puts the ships. Bounty Hunter, however, helps the player more by utilizing the control

There S |I.I$|' one blg, huge |E'ﬂ’9|, and balance between first- commonalties that exist between the two genres, making it easier to switch
person shooting and back and forth. Still, Lead Designer Phil Mellor warned us against thinking

you <an go il‘l lll'lll out of ii’. 59 space combat at that there's nothing in the game for their old fighterjock friends. "It's not like
about a 70:30 [Space combat] is a neglected matter of the game. It's very necessary. It's

MIKE ARKIN ratio. Chapman not just like first-person and a bit of space done poorly at the end, it's all

says this includes A Valleaken Integrated.”
EXTERNAL PRODUCER gy
)

Warthog's experiences with space combat will definitely shine through in this first-person shooter This station’s insides are already fully rendered in 3D, and allow you to pick off its enemies from space
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Although you could technically point to Mace Griffin Bounty Hunter's 20 missions, the
free-flowing nature that has been created for the game makes playing it anything but
segmented. After getting out of the slammer, Mace's singular obsession of revenge

: 3 soon broadens into an adventure that neither he nor you could have imagined. Alien

| races, such as the Valleakens and the Jaldari, mix with an intriguing cast that includes v et SRR G e i e

crooked cops, politicians, space pirates, and disciples of a religious cult known as the S ~ See that purple blip? That's your ship, and this is
| Order of Virtual Light. Strange are those whose acolytes worship through mind control. how big one of Bounty Hunter’s sections is

1 This motley ensemble is as varied as the missions themselves, and the manner in ' i

.‘ which you'll receive them. Your objectives for a particular level will easily change as the

o story unfolds before you, leading you to those tasks that range from the incidental to ) Vi
the significant — due to Bounty Hunter's plot, however, you may never know which until el _ Joad b
8 it's all over with. Ice worlds, mine pits, medical /genetic laboratories, outdoor Fo gﬁ
i locations, underwater lairs, and even ranches featuring 25-meter-high beasts of 7 o
# burden called Gedo are just some of the varying locales. Similarly, you will draw on
other skills, such as stealth and cunning, to proceed through areas where it isn't
advantageous to sound the report of your guns. Pacifying a temple of out-of-control religious
zealots and protecting a marked crime lord from assassination will be some of the tasks
you'll encounter in the ever-evolving fashion of Mace Griffin Bounty Hunter.
Mission variety is greatly aided by the game's large level designs. Senior Designer
Mike Taylor told us it took him over an hour to simply walk through one particular area,
just to show people the rooms. However, he said, "when you're actually fighting against people..."
"It's like three days!" jokes Phil Mellor. === we 207

'

A hulking Jaldari

: : - : : i . Saan=| ™ 200 |
- Warthog took great pains to present players with locations that aren't just physically huge, but are fully utilized during HE ‘ﬁ T
gameplay. One particular environment allows you to clear out sections with your sniper rifle before proceeding to them safely SEFYiE| SR 200

i el

later on. Bounty Hunter's ethic of freedom maximizes its locations. This equals its ability to allow characters to move on a PR TR P S
whim between space and firstperson shooting areas. In fact, we've been told you can go just o If you can see it, you shnuld be able to gotolt
about anywhere. "There's some eye candy bits thrown in there," explains Mellor, “but for most of | e 3 A ey
it, if you pass through a certain section and you see another section, you should be able to get

into it. You get pretty pissed when there's a cool bit, like a gantry bit and you want to go explore it

[but can't in other games]." Unlike the later levels of Halo, which start to repeat themselves,

Bounty Hunter strives to give you levels where the firstrate design imbues them with variety, yet

they still contain a stunning aesthetic look that is continuous.

it
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=8 = DO ] Bounty Hunter's levels give you plenty to explore and the freedom to exploit them to your advantage
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A WANTED MAN IS A DEAD MAN

Despite the stretching of the proverbial first-person envelope which Warthog has undertaken
e With Bounty Hunter, the game more than holds its own when it comes to the visceral thrills tha
¥ fans expect of the genre. The diverse weapon selection will more than suit your needs, and a
sidearm like the Sonic Shock Cannon will have you happily carrying out your orders with
extreme prejudice and style. This particular armament is customizable to suit your range and
intensity requirements. Some sections of the game will be better served with the proper use of
guns such as this.

Warthog has even taken another step with the combat aspect of the title by using sophisticated
enemy Al and a movement system called Rag Doll IK (Inverse Kinematics). This technology allows
for a more accurate physics model when blowing enemies clear up into the sky. For instance,
explosions will throw soldiers into walls, then slide them down with tremendous realism. As

Warthog's Rag Doll IK system of muveme’ﬁt means this guy will go
bendy and floppy in all the right ways

Sugden explains, this isn't as simple as it sounds. "If you shoot [a guy] in the foot, you want to
apply a force to the foot, and let the whole body move with that. You have the bones and ail the
constraints on a body to pull him. You can't get an animator to do that...

Any such roadblocks Warthog has encountered since the project first got off the ground More
than twa years ago have now been conquered in dramatic fashion. Mace Griffin Bnunty___ _.;;
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Like a reaper hovering over those soon to pass, r:antract:on Ioams over Majnr League
Baseball’s clubhouses. For many players, the 2002 season will be their last hurrah in the big
leagues. Commissioner Bud Selig hasn't named the teams that will undoubtedly crash and
burn, but the Minnesota Twins and Montreal Expos are at the top of speculator lists. Even if two
teams fall, baseball remains tainted. Without a salary cap, owners can basically buy
championships. Why play another 162 games when the New York Yankees are essentially
locked in for another World Series appearance? The sport needs a drastic overhaul. Players
need to tuck away their egos and play the game for the love of it, not for the benefits and cash

The only remainder of baseball integrity lies within video games. With seven different baseball
games scheduled to release within the next few months, the competition is just as brutal, and
the race for the pennant should be just as exciting as it is in the bigs. Did the developers pour
their hearts and souls into the project, or did they rush it out the door? We have all the answers

you need. In our anafysrs, we've pulled no punches, scrutinizing each release right down to the

very pixel. Can All-Star Baseball repeat as the best baseball game of the year? Does EA’s title
have legs? Is the console version of High Heat just as impressive as it is on the PC? Exactly
how do Sony and Sega fit into the grand scheme of things? The only game not featured in this
article is Microsoft's top-secret first-party title. When contacted about its whereabouts,
Microsoft had this to say: "Microsoft Game Studios is currently evaluating our plans to publish a
baseball game on Xbox. At this time, there are no further details." Is it coming? Yes. This year?
Probably not. Word on the streets is that the game needs another year in development.

Seven games...all fighting for the top seed. Who will win? Who deserves to be sent back down
to the minors? We have all the answers you could ever want. In addition to seeing which
baseball title we think is the best of the year, you should also be able to determine which one
best suits your playing needs. So without further delay, read on and enjoy Game Informer’s
second annual Spring Training Report.

Triple Play 2002 All-Star Baseball 2003 High Heat Baseball 2003 MLB 2003 World Series Baseball 2K3
Format PS2, Xbox PS2, Xbox, GC PS2, PC PS2 Xbox, GC
2002 Schedule YES YES YES YES YES
Career Statistics No YES YES YES No
Year by Year Career Breakdown No No No YES (10 Years) No
Previous Season Statistics YES YES YES YES YES
Historical Players No YES (52 Total) No No YES
Classic Teams/Uniforms No YES (2 Per Team) No No YES
Stat Tracking Categories ' Over 50 67 78 (Splits 150) 107 80
Franchise Mode LoD YES No YES YES
Fantasy Draft YES YES YES YES YES
Continuing Seasons No YES (20 Years) No YES (10 Years) YES (Years TBD)
Big League Challenge No No No (2 On 2 Showdown) YES (Original) No
Create-A-Team No YES No TBD TBD
Create-A-Player YES YES YES YES YES
Custom Player Options Over 30 Over 30 33 10 47
Motion Captured Animations YES YES YES YES YES
Number of Animations 500 1,900 1,500 3,000 1,400
Number of Signature Animations 40 200 200 300 148
Number of Star Player Face Maps 160 400 350 Every Player 495
Polygons in Player Models 4,800 5,000 6,000 6,000 6,500
Wild Pitches/Passed Balls No YES YES YES YES
Dropped Third Strikes No YES YES YES YES
Injuries No YES YES YES YES
Home Plate Collisions YES YES YES YES YES
Trading Cards No YES No No No
On-Field Coaches & Managers No YES YES YES YES
Umpire Arguments No No Yes (With Ejections) No No
Commentators Bob Costas, Harold Reynolds ~ Thom Brennaman, Steve Lyons, Bob Brenly Dave Q'Brien, Chuck Valencia Vin Scully, Dave Campbell Mike Krukow, Ted Robinson
End of Season Awards YES YES No YES YES
Last Roster Update January 15 February 01 January TBD March
Cover Boy Luis Gonzalez Derek Jeter Curt Schilling Barry Bonds TBD
Developer Pandemic Acclaim Studios Austin 3D0 989 Sports Blue Shift, INC.
Publisher Electronic Arts Acclaim 3D0 Sony Computer Entertainment America Sega
Release Date March 12 (PS2), March 26 (Xbox) February 26 (PS2, Xbox, GC) February 12 (PS2, PC) TBD April 23 (Xbox), June 11 (GC)

48 GAME INFORMER
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Let the truth be told, it doesn't matter how EA's baseball
product turns out. As we've seen in the past, EA's games, E s ik
regardless of their quality, sell by namesake alone. Did EA el B o
have the best baseball game last year? No, not by a long e e
shot. But it was, in fact, the best selling baseball game of L R et ; SN, . e
2001. We remain baffled as to why EA decided to name last bk | - LT e,
year's release Triple Play Baseball, as opposed to Triple Play - W OWoC SR QEMARERTE B - st e PN,
2002. For this year's game, EA went back to adding a year
behind the title and decided that 2002 would be more
appropriate (which it is), but failed to realize that every other
company is sticking with 2003. In our opinion, this little flub
makes the game seem dated from the get-go. When kids head
to their local video game retailer, it will essentially look like P
last year's game. 2 o TAYER VOl e s MR ._

EA also dumped Treyarch as the developer, and handedthe =~ = _ I e e e T
future of the series over to Pandemic. To be quite frank, other S e e B Hundreds of éu:rhntinptureﬂam;ﬁ;thmn Kave:bicen'adkied to the existing code
than the gorgeous stadiums and player models, we really ' R -
didn’t enjoy anything from Treyarch’s game. Rather than start
anew, it appears Pandemic took the existing engine and made
a handful of modifications. The gameplay hasn't changed too
terribly much. The batting/pitching duel remains cursor-based
and the ball floats to the plate as though it were chucked
underhand. The frontend is still quite boring, consisting of
Exhibition, Season, and Home Run Derby modes. A fantasy
draft is included, but it doesn't offer continuing seasons or
general manager options. Once again, created-player
attributes can be maxed to the limit.

The only alteration that Pandemic implemented into the
gameplay is a quick-flash replay when a ball is hit. From the
batting perspective, you'll see which direction the ball is hit.
When the fielding view comes up, you'll see contact being
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made agaiﬂ. ThiS, ﬂf COUrse, E”ﬂWS thE players o gEt d jump ﬁ Cyber-scans were taken of all the lilla‘;er:: in the Ieaguel. R D TR AII the I:|E1:‘1I|S ::1;& IIIBiUﬂEd. E‘;'-F;';‘I sa-nr.:l. R
on the ball. The ﬁelding alds and thmwing controls have The realism in Randy Johnson's face will surely make children cry clouds on stolen base attempts

received subtle, and we mean subtle, tweaks as well. R SRS e
On the visual side, Pandemic went nuts. Photo-realistic B A O A | 7
head scans (cyber-scans) of all of the players in the league 20ut 00 K88 SR T OHNO R e '
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have been seamlessly wrapped onto the polygonal models;
tons of new motion-capture animations have been inserted:
and the TV-style presentation captures every aspect of the

game, from inning breaks to home run celebrations. LA e £N e HUIHHHE = *;'

As you've probably gathered, EA's focus this year was of a X xr e
graphical nature. This game really doesn’t offer up anything AR S e £ AR . -' D e S e
extraordinary in the gameplay or simulation aspects. It looks — e

great, plays decent, and that’s about it.

Scouting Report
Just like the New York
Yankees, this game is way
over-hyped and hasn’t really
made any improvements over
the last few years. The game-
play has a nice pace to it and
it is fun to play, but where’s
the depth? Where are the
fantasy options?

e l‘..
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The realism of the stadiums is unmatched

"He dldn t mean tn hit you in the groin wlth that pitch. Just think l}f it as
a...uh...love tap."

When the view '-\'d'ltl‘.':th tﬂ fielding, you |I S'EH.- tht' pitch ﬂnd contact point
again, thus allowing you to better position your players
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Unlike previous years, the gameplay is now top priority
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* The camera system rntates on the fly - showing the

best view for the play at hand
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Roughly 150 players are equipped with signature animations
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Most baseball fanatics won’t come within ten feet of World
Series Baseball. For those of you who made the decision
not to play World Series Baseball 2K1 (one of the better
judgments of your life), it was, without a hint of doubt, one
of the worst baseball games ever conceived. We believe,
in an effort to be timely, Sega hacked the game into bits.
Then, in what can best be described as one of the most
unspeakable acts in all of gaming, Sega even went so far
as to remove most of the gameplay elements, including all
fielding controls. That's right. When a ball was hit into the
field, the computer would do all the work for you.
Essentially, you watched most of the game. Speaking of
which, exactly how entertaining is it to watch digital
baseball?

With World Series 2K2, Sega made a valiant effort to
reinsert gamers into the action, and even opened up the
online doors, allowing players to compete across the
globe. Last year's game was decent, but seeing that
Visual Concepts spent most of its time creating actual
gameplay, it was lacking in depth. For the follow-up, the
development reigns have been passed to Blue Shift, a
rookie in the baseball field.

While this should have been a rebuilding year for Sega,
Blue Shift did an amazing job and has created a baseball
game that continually hits the long ball. The finished
product is actually quite comparable to All-Star Baseball. It
offers an expansive Franchise mode, complete with a full
financial model that lets gamers hire coaches, select
scouts, and negotiate player contracts. With rollover
seasons, you'll have plenty of time to assemble a winning
team. As has been the case with other Sega Sports
product, World Series’ Franchise mode is the deepest
we've seen.

While it seemed that Acclaim was the only one with the
Cooperstown contract, Sega decided to snag it as well. If a
team boasting Ernie Banks and Mike "Holy" Schmidt isn't
authentic enough, you can journey into the past and
control such legendary teams as the Washington Senators
and Brooklyn Dodgers.

From realistic fielding animations to improvements in
pitch speed and break, World Series 2K3's gameplay Is a
complete departure from its roots. The Al is well
seasoned, and hit balls can be picked up and tracked right
off the bat. The gameplay is finally where it should be, and
for the first time in the history of the series, so are the
fantasy options.

Scouting Report
Sega has struggled with base-
ball more so than with any
other sport. But with Blue
Shift onboard as developer, it
would appear that the series
is finally heading in the right
direction. The Franchise
mode is incredibly
deep, and the game-
play is commendable;
but it doesn’t have the
fluff of All-Star, or the fanta-
sy concentration of MLB.
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High Heat may not be the flashiest release of the season, but
its gameplay execution, devotion to the rules of the sport, and
quickness of games are unmatched. In last season’s title, it
held little graphical value. In actuality, the texturing and level of
detail in the player models came across like a little leaguer
trying to compete on a professional level. Knowing full well that
a complete visual overhaul was necessary, 3D0 has gone back
to the drawing board and revamped the graphics engine. The
end result isn't striking, but it now harbors the essence of
realism and has enough flash to hang with the big boys.
Along with 350 star player facial maps, High Heat now
boasts smooth batting animations, a slew of new fielding
animations, and a unique TV-style presentation. Rather than
have random camera breaks for no particular reason, the cuts
in High Heat cleverly tie into the game. On a completely
random basis, the camera may cut from the batter stepping
Into the box to an onfield coach who is giving the player signs.
If you're lucky, you may even see a scene where a player
argues with the umpire over a questionable call. Much like the
real deal, if the player goes too far, he will be ejected from the
game.
The PC version of High Heat remains the dominating release
when it comes to customizable options, but PS2 players will
now have the ability to conduct a draft and create-a-player.
Agreeably, these are welcome additions, but they should have
been included from the get-go. If 3DO truly wants to compete
with the EAs and Sonys, it will have to don the guise of the
innovator, rather than play catch up. As silly as this may sound,
gamers love variety — even if it's inserted on the side.
As far as onfield action is concerned, no PS2 baseball game
captures the gameplay and intricacies of the sport like High e s e e K
Heat 2003. Everything from pitcher fatigue, to hot and cold : Gamepla:-.r has always heéﬁ_Hiéﬂﬁats pre—p—y and it continues to
batter zones, is taken into account. If a fielder is prone to ' improve
making mistakes, it's accurately captured in the game. The
beauty of High Heat is how fast a game can be completed.
Most baseball games drag on and on and on, whereas 3D0's
formula never seems to get old. The play mechanics are deep
enough for enthusiasts to dig their teeth into, yet simplistically
delivered.

A

ﬁhﬁx_::--..
o

,'

5‘;{_‘- FRASTBALL

: : I‘“.. ... ¥ \ ::r!_'-| e B . '_F:I. ¥ I_ ‘._;:{ ﬁ‘: EURUP
In an attempt to draw awareness to its title, 3D0 made a i LR O W T T L M suioer
conscious effort to be the first baseball game to release this o et -~ i ] & cnanoeue
season. A noble move, but one that comes with a number of s TELET

drawbacks. For starters, with a February 12 street date, the
rosters won't be up to date by the time the baseball season
begins. Secondly, who in the world is thinking about baseball in
February?

We've always admired the stance 3DO has taken, but for
the second year running, the game still comes up short.

As you can clearly see, fielders assume realistic positions and are ready to

Scouting Report ' Ltndatin.

Like a