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=== SilFF •• ••••• • ••••• 
. :.J::.:... People Who Actually Get Paid To Play Video Games 

E3: THE GREATEST 
SPECTACLE ON EARTH 

~ _,. , (OR IS IT?) 

I've just arrived home from video games' biggest and 
most important show of the year, and I can tell you 
with some certainty that things need to change. Now 
don't get me wrong. I do indeed love going to E3. 
There are always some fantastic surprises, the parties 
are great, and getting to see all the industry folks from 
around the world (and sit and talk shop) is perhaps 
one of my greatest joys. 

However, the show itself is flawed. I hate to ruin 
the illusion, but the time we get to spend with the 
games at the show is limited. So in many ways, the 
impressions that we (or any other media outlet) bring 
back from a show such as this are oftentimes based 
largely on experience and gut reaction. For example, 
I spent over an hour playing with the OS and its vari
ous games/ tech demos. Was I impressed? I think so. 
Do I feel that I have a full grasp of its impact or how 
successful it will be? Not really. In fact, I left with more 
questions than answers. The same goes for the PSP. 
It is sexy to look at, but without playing a single game 
or knowing its battery life, do I really know how great 
it is? 

The true test of how good a game or product is 
will always be when we get to test the product in our 
offices or spend a day with the developer. 

I would like to see E3 become a place where 
fewer games are showcased, giving the press and the 
attendees of E3 a better opportunity to analyze what 
truly stands out I propose something more akin to a 
film festival, where companies bring only their best 
products. 

All my complaints about E3 aside, the staff and I 
worked very hard to make sure that we brought back 
the best information possible from the show. In this 
issue of Game Informer we offer up a very special 
edition of Connect that will in fact do everything that I 
want E3 to do. We cut out all the crap and bring what 
we feel is the cream of the crop from the world's big
gest video game spectade. 

Sure, some may call us crar( for giving a game 
that was only shown in movie form (like The Legend 
of Zelda for GameCube) one of our Games of The 
Show slots. But when I look back at this show years 
from now, I know that video will still be one of my 
highlights. 

I hope you Nintendo fans enjoy the Metroid 
Prime 2: Echoes cover. It's a big step forward for us, 
as it marks the first time in the history of Nintendo 
that they let the American media in to see a developer 
before a product is finished. I know I'm quite proud of 
the fact that Game Informer was the first press to ever 

walk through Retro's hallowed doors./'.,)/ 

Enjoy the issue. Vd" 
Andy>> andy@gameintormer.com 
Handle: The Game Hombre Expertise: RPGs, ActioryPlatform, 
Driving, Firn-Person Shooters Interests: E3 Parties, Reliving Gran 
Turismo On The Streets Of Minnesota, Interns Dislikes: The Zoo Of 
Misinformation And Pageantry That Is E3 (I Just Want To Play The 
Games, Not S~ In Lines Or Listen To Presentations), Anthony Peeler, 
Online Sites That Blatantly Rip Off Our Stories Current Favorite 
Games: Mercenaries, Resident Evil 4, Devil IM( (.ry 3, God Of War, 
Ratchet & Oank: Up Your Arsenal, Halo 2, Mortal Kombat: Deception, 
Metroid Prime 2: Echoes, City Of Heroes 
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Reiner>> relner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, 
Spons Interests: Invader Zim (It's Almost i's. Funny i's. Me!), Ninjas, Sony's Super Sexy 
PSP, The Jesus Lizard's liar, Plotting To Take Over The World, Scott Bakula (a.k.a. God) 
Dislikes: Being Afraid Of Nintendo's Reggie (See Page 35), The Fact That I Squealed 
Loudly When Nintendo Showed The New Zelda Current Favorite Games: Final 
Fantasy XI, Final Fantasy XII, Psi-Ops: The Mindgate Conspiracy, The Chronicles Of 
Riddick: Escape From Butcher Bay, Donkey Kong: Jungle Beat 

Matt >> matt@gameinformer.com 
Handle: The Original Gamer Expertise: Firn-Person Shooters, Action/Platform. Action/ 
Adventure, Action/Sports Interests: Franz Ferdinand, The PSP, Bass Cabinets, 1'm 

l 11 Coming Out (Chic Mix)' By Diana Ross, Recording, Hassle The Hoff: David Hasslehoffs 
Rap career! (We Are Living In An Important Era In Human History) Dislikes: Sleeveless 
T-Shins (On Men), LA Cab Drivers Who've Apparently Never Driven In LA Before, 
Board Trolls Current Favorite Games: God Of War, Red Dead Revolver, Full Spectrum 
Warrior, Halo 2, Jade Empire 

Kato >> kato@gameintormer.com 
Handle: The Game Katana Expertise: Sports. Racing, Action/Adventure, Action/Platform 
Interests: Up At The Lake By The Charlatans, The Paring Down Of Football Titles, 
Vagrant Story And Final Fantasy XII Artist Akihiko Yoshida, The Death Of Phish Dislikes: 
Wal-Mart, California, Loud Talkers. Fanboys, Faulty Logic, Old T-Shins i's. Ironic Fashion. 
Hipsters Current Favorite Games: Full Spectrum Warrior, God Of War, ESPN NFL 
2005, NCAA Football 2005, X-Men Legends, Jade Empire. Final Fantasy XII, Donkey 
Kong: Jungle Beat 

Lisa>> lisa@gameintormer.com 
Handle: La Game Nik~ Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: Hero (The Awesomest Movie, Even Though Chinese Subtitles Didn't 
Let Me Know Exactly How It Ends), Invader Zim, Evil Reptilian Kitten Eaters From 
Another Planet Crop Circles, Iced Mata Han Dislikes: Styluses (Styli? More Than One 
Stylus? Whatever), Spam (The Tinned Meat And The Unwanted Emails), Buffets, Bad 
Cab Music Current Favorite Games: Jade Empire, Prince Of Persia 2, Final Fantasy XI. 

...._,- ----~ Halo 2. Resident Evil 4, Myst IV, Gran Turismo 4, Final Fantasy XII, Odama 

Jerem >> ·erem ameintormer.com 
Handle: Gamezilla Expertise: Firn-Person Shooters. Survival Horror, Action/Platform, 
Fighting, Strategy/RPGs Interests: The Mighty Armies Of Zosstrailia. Coupling (The 
Original British Version. Not the Stinktacular Remake), Qees, Bubbo Ho-Tep On DVD, 
Psycho Suzi's Motor Lounge, My New MP3 Player (a.k.a. 'Toe Best Thing Ever') 
Dislikes: E3 Fatigue, The Curse Of Low Sales Which Afflicts Games I Love, Van Helsing 
Current Favorite Games: The Chronicles of Riddick: Escape From Butcher Bay, 
Snowblind, God Of War, Halo 2, MechAssault 2: Lone Wolf, The Punisher 

Adam>> adam@gameintarmer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Firn-Person Shooters, Fighting 
Interests: Oeaning My Desk Off, Finally Having Headphones For My GSA SP, Large 
Amounts Of Post-E3 Sleeping Dislikes: Hrt And Runs, Off Days In Soul calibur II, 
Getting One-Hn-Killed By Witch Doctor Endugu's Minions, My Huge Backlog Of 
Unplayed Games Current Favorite Games: Forgotten Realms, Demon Stone, 
Metroid Prime 2: Echoes, Halo 2, Pariah, Rise Of Nations, call Of Ohulhu: Dark Comers 
Of The Earth 

Joe >> joe@gameintarmer.cam 
Handle: The Real American Gamer Expertise: RPGs, Adventure. Strategy, Platform, 
Puule Interests: Final Fantasy Concerts, Cucumbers (The Poor Man's Steak), How 
Everything Afways Comes Back To Tacos With Me, Gas Station Sages Dislikes: The 
Word "Socket· Zosstrailia's Despotic Regime (Though I Do Respect Its Universal Health 
Care). The Way Los Angeles Feeds On The Souls Of The Hopeful Current Favorite 
Games: Xenosaga II, Myst N, God Of War, Final Fantasy XII, Second Sight Devil May 
(.ry 3, Mega Man Anniversary Collection, Tales Of Symphonia 

MIiier » miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, First-Person Shooters Interests: Univers Zero, The Big Cheese, Optimus 
Prime (Go Find The 20th Anniversary Figure Now!), Ocremix.org (Thanks, Adam), 
X-Men 3 & 4 (They Might Film Back To Backn, The Square Concert, Spelunking 
Dislikes: Prescription Drug Commercials, Packing Up My Apartment Talking On The 
Phone, Trailers That Give Away the Whole Movie, Dark Oosets Current Favorite 
Games: Halo 2, C~ Of Heroes, Prince of Persia 2, Final Fantasy XII, Jade Empire 
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·====· GI •••• • • •• ••••••••• • ••••••• ••••••••• ••••• 
• : .: The Readers Strike Back 

LIKE A SOUTHERN DEBUTANTE 
The changes to the magazine look good, but I can't believe 
you got rid of two necessary things. First, the New Releases 
page is gone. Secondly, I can't believe the section where 
editors tell their thoughts on random stuff is gone. Now the 
only person I get to hear from 
is smelly Andy. 

Noah Cook 
Michigan 

WON! That's all I can say 
after receiving the latest 
issue. No other mag has this 
great of a design - so sim
plistic, modern, and smart. 
I love itl 

Tristan Powell 
Via email 

What were you thinking, 
editor people? The new 
format in issue 133 is weird 
and confusing. It looks like 
something out of a sci-fi 
movie. The reviews look bad 
and the order of sections is 
all mixed up. It's insane! The 
only cool new thing is that 
Calendar - it is very helpful 
and informative. 

Sean Dempsey 
Medina, OH 

I just got your May Issue. I was at first appalled that you 
had gone and changed the entire look and layout of my 
beloved GI. However, as I began to read through the 
magazine, I began to grow into the new look. After realiz
ing nothing had actually changed, I started to like it. It now 
really looks like a game magazine is supposed to look. 
Keep up the good work. 

Sentinel 17 
Via msn.com 

<Expletive deleted> you guys. The new version of GI 
sucks. 

Nick Castillo 
Via email 

I just want to commend you on a great new look. The old 
GI was like that little annoying kid who runs into walls, but 
is still tolerable when he isn't having his ADHD moments. 
The new GI is like the suave, sophisticated Yale grad ready 
for the new modern world. 

Juan Sebastian 
Via yahoo.com 

■ Reader response to Game Informer's recent make
over has been positive overall, and at bare mini
mum, enthusiastic Thanks, we really appreciate the 
feedback- That being said, we're still messing around 
with it and, in our opinion, the issues after the 
redesign's launch have been huge improvements on 
a new layout we all liked in the first place. 

It seems that readers have been collectively 
mourning the loss of one thing though, and that is 
the editor's diatribes in the front of the magazine. 
At least in part because of space, we took them out 
and moved our likes/dislikes lists into that position. 
To let the staff expand on ideas more thoroughly 
than those little blocks of text allowed us, the review 

editors you all know and love will be stating their 
cases in the Opinion column when they've got some
thing really deep to share. 

And, in regards to the Calendar, it is much more 
accurate than the old release list ever could be and 
offers us the ability to clue you into stuff like DW 

releases and gaming events. 

EXPANDING THE 
DEV.SQUAD 
In your last issue [ 133, May 
2004) you had a great artide on 
creating your own video game. 
It was good, and it gave all the 
uninformed a little bit more 
knowledge on the subject. 

One slight problem though ... 
You explained Blender as a 
game engine capable of doing 
just about anything and great 
for beginners. Well, it's a wee bit 
more programmer-oriented than 
most beginners are comfortable 
with. 

There is a solution though. 
It's called Game Maker 
(www.gamemaker.nl). It's free 
and astonishingly easy to use, 
with no programming involved. 

Though primarily 2D, you can get old school Doom-like 
games made with it 

■ Good suggestion from Owen and a handful of oth
ers giving props to Game Maker. Give it a shot and 
see if it fits for your next development project. 

EXPOSING THE RIFT 
Steve Kent's article in issue 133 ('A Shift in the Game," May 
2004) was a voice not unlike my own. If you could, just tell 
him 'Well said~ 

Will 
Via email 

I wanted to comment on the Opinion section of issue 133 
(which by the way, is an amazing addition). Steve Kent suc
cinctly put into words all of the frustration and confusion 
I have been experiencing the past few years as pertaining 
to the changing dimate of video games and their culture. I 
may sound like an old school fanatic but there is a reason 
why people went berserk over the re-release of classic NES 
titles this past year: There is a lot to be said for simplicity in 
gaming. Over the top violence and ultra-realistic graphics are, 
to me at least, no match for solid gameplay and a title with 
character. 

Brandon Campbell 
Via hotmail.com 

■ The good Mr. Kent certainly started out our new 
monthly feature with a bang. and we're really excited 
about what the section offers readers and industry 
insiders - a forum for expressing anything and every
thing that people may feel about this gaming world 
we like to call home. 

■ We used the giant wheel of pop culture references and witty quotable retorts that our editors go to for most 
of our captions for this response. Since you are dearly wily like a fox, we know that in France you would 
be called la renarde and hunted with only your cunning to protect you. And in case you're wondering. we 
leamed everything we know from college ... and the Police Academy movies. 

Send your comments to Gaine Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 
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ATSUSHI INABA 
HEAD OF CLOVER STUDIOS AND CREATOR OF VIEWTIFUL JOE 
Is there anything that you're looking forward to seeing here at El? 
I always look forward to E3, but this year, there hasn't really been that much that I've been 
impressed with or that's out of the ordinary. We always come to E3 to look for stuff that 
looks good. But our imagination is soon spent There's not much that stands out 

You took a huge risk with Steel Battalion. Is that something that more companies 
should be doing? 

You've got to take risks like that I think more companies should take risks like tha~ because all 
the games get to be the same and the market shrinks. 

What does the next year look like for video games? 
Really what is catching my interest is Xbox 2. [I'm really excited to hear about that] and Nintendo DS, those 

I find really interesting. The Xbox and its network is very popular in North America, and the DS is a game develope(s dream. Isn't it 
about time that we got 1NVaY from that GTA-style trend that has been around for the last couple years and did something else? 

Views From The Floor 
Neils Garlick 
We got in to see the DS, and that was pretty amaz
ing. That was really revolutionary. The touch screen 
thing was great I 
think if they do it cor
rectly the potential is 
just sky high. I mean 
there are so many 
new ways you can 
implement it in game 
design. It's amazing. 

Nate Rathbun 
I'm a little disappointed with Doom 3. I don't think 
it's got the coverage that it's been building up to, 
and I actually got to run through it on the Xbox, and 
I wasn't overly impressed. 

On the PSP's potential price: Depending on the 
graphics power, I've 
heard it's comparable 
to PS2. I'd say I'd pay, 
depending upon the 
line up of games and 
what developers they 
have, $ 150 or so. Not 
much more than that • 

Remington Noss 
What looks probably the best is Guild Wars. I'm 
a big PvP fan and that's finally bringing back the 
original PvP. You start at level one. You can PvP no 
matter what level you're at And it has a little bit 
for everybody. Another game that really piqued my 
interest was Jade Empire. I was sitting there with 
one of the game designers and he was kind of giv
ing me some tips while I was playing, and just the 
different amount of combos and attacks you can 
use took my breath -
away. That game was 
awesome. D'.-.:i•i... 

On the PSP: 
Honestly I would 
prefer to just use the 
standard console. 
I think it's a really 
nice frilly thing, but 
it doesn't apply for 
most gamers. 

Sam McMullen 
I think [the PSP] is amazing; I definitely think that 
it might blow the DS out of the water. I'm really 
impressed with the fact that it's going to have mov
ies on it and that it's going to have all of the other 
functionality of a good Sony product I also think 
that the graphics are going to be phenomenal. The 
concept behind [the 
DS] is really, really 
solid. I like having a 
stylus-based game 
system, as well 
as the two backlit 
screens. I also like 
the wireless idea. 
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Views From The Floor 

Bethany Blue 
I liked Final Fantasy XII and all of the Square Enix 
stuff. Some of the SNK fighters were really good. 
Oh, and Mortal Kombat [Deception] was awesome. 
Actually, I'm not really into fighting games. I'm 
actually just starting 
to play them. [MK: 
Deception] had dif
ferent things you 
could do other than 
just being a fighter. It 
had chess mode and 
kind of a Tetris game 
added to ii too. 

Greg Gibson 
I really liked the PSP. The screen was awesome. 
Unbelievable graphics. Good size, too. You're able 
to fit it in your pocket and everything. [Nintendo] 
DS looks a little bit larger, kind of a little bit less 
portable. Seeing that 
[PSP's] a portable 
DVD device and 
ever,thing, I think 
I'd pay a maximum 
probably $350, 
maybe $400. Just 
because portable 
DVD players can eas
ily be $299. 

John Jones 
Leisure Suit Larry looked absolutely terrific. I haven't 
played the previous games in the series, but I'm 
a fan of the adventure genre, and they seem to 
be taking it in a really interesting direction with the 
streaming conversational options. 

I've seen a picture of the DS, and I think if they're 
going to be going in the direction that they were 
with the GameCube and Game Boy Advance 
connectivity it could be really interesting, because 
I've played some 
games with that I've 
heard that the DS 
has a touch sensi
tive screen. You can 
move things around 
and such. That 
sounds awesome. I'd 
love to see Nintendo 
really take advantage 
of that 

Kathleen Foley 
Gameplay is something that I really think gets lost 
compared to graphics. I think they concentrate so 
much on the artwork that the gameplay and the 
controls aren't given 
as much thought 
as they should. 
Especially with the 
3D games where 
you're running 
around and the cam
era ends up behind 
a wall, it's very 
annoying. 
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DAVID DOAK 
DIRECTOR OF FREE RADICAL DESIGN 
Wrth companies focusing on smaller lineups of games and many turning to 
licenses, is this the way of the future or just a cycle for the industry? 
We love doing original stuff, but there's no point in doing the best thing ever if it doesn't 
reach the mass market anymore, because the costs of producing it are becoming so high. 

Everyone loves successful originality, but they only love it after it's successful. I hate to think 
that we'd become more restrictive in what we do. 

Have you started working on any next-generation titles? 
If you are an independent developer, even of our pedigree, it can be difficult to get access to the 

[dev] kit. The first-parties are always trying to place it with sure-fire products. I think they need to be 

more inclusive of all developers, otherwise they are going to make it difficult to compete. If you look at the really good games at this 

point in the lifespan of the current generation, they are all games that are built on second generations of engines, and all have had 

two or three years to develop. Where are the games coming for launch? They need to be making them now or a year ago. 

Any comment on Microsoft's acquisition of Rare [Doak's old employer] and specifically their product so far for 

the Xbox? 
I think they paid a lot of money for it [laughs]. It seems a bit strange that they ended up buying a company where the first fruits of 

that [Grabbed by the Ghoulies] was the kind of game that wasn't really an Xbox game. I guess in the timescale of the whole thing 

happening and being executed, the industry kind of moved on. Still, Rare has an enormous talent for high production values. I'm 

sure you'll see some really good stuff come out of [the acquisition]. 

EIJI AONUMA 
DIRECTOR OF THE NEW LEGEND OF ZELDA FOR GAMECUBE 
More and more you are being identified as the man that's guiding the Zelda franchise 
for Nintendo. Do you feel a lot of pressure to deliver up to the heritage of what has 
been created before? 
Well, you know, of course I do feel pressure from time to time, but I'm a gamer that always 

enjoyed playing Mr. Miyamoto's games. If you follow the timeline, [I went from] a gamer enjoying 
his games to being someone that worked underneath him on games, and now being able to work 
side-by-side with him on the Zelda franchise is very exciting and thrilling. Being able to sit down 

with him and think of new things for the Zelda series is a great honor and a lot of fun. Right now, 
rather than feeling a lot of pressure, I'm excited about where we're going to take Zelda next. 

Will there ever be a true sequel to the The Wind Waker using the same eel
shaded graphics engine and the same style? 

Well, there's definitely a possibility of that. Yeah, I think we can definitely consider that. 
Right now, with the adult Link, we're using this more realistic art style, but if we 

decide to go back and make a story based on more of a child Link, then reusing 
that toon shading art style is definitely a possibility. So if I, over the course of 
time here, come up with some ideas that would work well, again to revisit a 
child Link story, yeah I think I would definitely like to do that But nothing defini
tive at this point. 

Do you have any Zelda games in development for the DS currently or plans to in the near future? 
Yeah, it's undergoing planning right now. The team that put together Four Swords Adventures, they're used to working with 

connectivity. So the idea of working with the DS and using the dual screens to show off some new and innovative gameplay is 

something we'd really like to do. So that's definitely under consideration right now. 

KEIJI INAFUNE 
EXECUTIVE OFFICER, R&D DIVISION, CAPCOM 
You've stressed that Shadow of Rome was conceived for the U.S. market; it 
hasn't even been officially announced for Japan. Do you feel that tailoring 
products for America is part of a new philosophy for capcom Japan? 
It's not about going after the American market just because it's bigger; that's not 
Capcom's new philosophy. Since the PlayStation 2, graphics have gotten a lot better and 
people have been able to realize the stories they have been going after, and the lines 
between movies and games have gotten dimmer and dimmer. The American style of mak
ing games is a lot more creative, more based in movies. The Japanese method has its own 
unique style. Before it might have worked, now it doesn't. Now, we Japanese have to learn from how 

Americans make games, to make it more of a movie experience. It is a new challenge, and maybe we can learn something 

new. This is something we feel we have to do in the future to suivive, because the industry is changing so rapidly. 

In America, we hear about how the Japanese game market is depressed. Is this a reality? 
I wish I could tell you it's all just a rumor, but the reality is that it's not doing so well. There are a lot of different reasons for that. 

One is the Japanese economy. Another reason is our responsibility, we didn't really think about the Japanese gamer. We didn't try 

to push the envelope and deliver new experiences, we were pumping out sequels and things that worked before. We got lazy as 

creators and thoughi "If we make a sequel it will sell~ But that's not the case. Eventually the Japanese core users went on to dif

ferent things and got tired of games. Now, we have to come up with a counter-attack plan to come up with some new, fun play 

experiences for the Japanese market This is one of the reasons we're trying to learn from the American gaming market 



TSUYOSHITANAKA 
PRODUCER, CAPCOM PRODUCTION STUDIO 1 
Devil May Cry 2 was not received as well critically or commercially as the first game. 
Have you made changes in DMC 3 to reflect that? 
The game itself will give you the ultimate answer as to whether 3 is better than 2. As far as 
Devil May Oy 2 goes, whether I'm satisfied with rt or noi n was a different concept That was 
the concept we were aiming for; that's the concept we were able to do. Just because you get 
the concept righi it doesn't mean that the gamers will like n. It's a lot of guesswork. Sometimes 
you hit with a new concepi someumes you miss. 

"Sometimes you hit 
with a new concept, 

sometimes you miss." 

COLONEL E. CASEY WARDYNSKI 
DIRECTOR, AMERICA'S ARMY GAME PROJECT, U.S. ARMY 

YASUMI MATSUNO 
PRODUCER/DIRECTOR OF FINAL FANTASY XII 

Are you worried that by portraying the Army in the game, you might 
be misleading kids? There really can't be any real consequences in the 
game - not real consequences like those our troops in Iraq are facing. 
Well, you can die in the game. I've never seen a commercial where somebody 
died. I've never seen a print ad where somebody died. So, life Is a conunuum, 
and we think the games move the ball more In the direction of realism in terms 
of the benefits and consequences of seivice. The other thing we know is, A} kids 

aren't stupid, and B) there's lots of other resources 
they can look to. The game isn't supposed to be 

the end poini it's supposed to be the starung 

Have you begun to think about the next generation of 
hardware? 
I'm really interested In P1ayStation 3, and I want it to come out 
as soon as posSlble. PS3 needs to come out before the pnces of 
PCs go down, because more people will start to buy PCs because 
of their technological advancements. The PlayStauon 2 still has 
many more possibilities, it's JUst a matter of using creative thinking 
to come up with what's good. 

poin~ because it's aimed at teens. You can't JOtn the Army until you're 18. 
This is 13 through 17-year-olds. 'Mlat we're tJying to do Is make sure the 
Army is in the set of things lods think about Beyond Iha~ they are likely -
and they need to - do more research. 

I know you have plans with Ubisoft to bring 
America's Anny to consoles. The console 

mari<et has always tended towards more 
- run-and-gun# gameplay. How can 

you find a balance between providing 
enough action to compete in the market

place while not feeling like you're being 
irresponsible towards the Army's mission? 

\/\/hen we licensed the game to them, the design aiteria we use were built 
into the license. We'll review their console games the same way we review 
our product. We've been working with their group that's making the Xbox 
and P1ayStation 2 games, and we've been really pleased by the degree 
to which they're tiying to stay true to the original game and embed the 
rules of engagement and rules of land warfare. Right now, one of the 
things we're recommending is Striker Brigade and Green Berets. The 
reason for picking those is that they play true-to-life in small organiza
tions. Then we provide them resources, like one of our guys from 
West Poin~ a Green Beret major, he just came back from the War 
on Terror. His team destroyed about 1,200 Taliban with 12 men. 
He's an expe~ and he advises Ubisoft on Green Berets. 
We also take them on base visits, so they can get in 
vehides and roam around. We want them to get it 
righi we don't want someone's interpretation of 
the Army. 

Also, this is probably the most 
cooperation the U.S. Army and the 
French have had for a long time! 
You're breaking new ground. 
[Laughs] That's right - France is 
in this with us. 



"I haven't seen too 
many innovative 

gameplay ideas, so 
I would like to see 
more focus on the 

gameplay. " 
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HIDED KOJIMA 
CREATOR OF THE METAL GEAR SERIES 
What are your predictions for the upcoming yur In 
video games? 
Many of the games over here [in America] are story-orientated, 
and not really focusing on gameplay. I haven't seen too many 
innovative gameplay ideas, so I would like to see more focus on 
the gameplay. You versus the monster isn't anything innovative. In a 
year, the market is going to be very saturated with these kinds 
of games. 

Would you like to personally develop 
an original Xbox game Instead of over-
seeing ports? j 
No, I have no plans. The controller is too 
bigl [laughs] 





THE SPIDER BEHIND 
THE MASK 
Adivision's Spider-Man gra,y train isnl slowing down anytime soon. In fact. the 
publisher has just confirmed a ,ideo game for the third lllOYM!. Adivision has also 

agreed to do one based on the comic. Which one? Loos, Talk has learned that this 
mystef'( arachnid will be based on the wrrenl Ultimate Spid,r-Man series which 
retel~ the famoos tale of Peter Parker. In fact. work has already begun on th~ 
future gamt. ActiYision isn1 mentioning whid, consoles it's on, leading somt to 
believe that it won1 appear until the next round of systems comes oot. 

EIDOS UP FOR 
SALE? 
British paper The Observer published a report 
that American companies are k>oking to snatch up 
6dos. Part of the a!ure ~ pid<ing up IO lnteracti,e 
(developers of Hitman) in the deal. As far as the 
potential suitors, the list is the usual roundup of 
the rich and successful - l:A, Ub~fl, etc.. but we're 
not too convinced that this rumor isn 1 just another 
guessing game from a non-industJy sourct. 

GAMES BIG 
WILLIE STYLE 
Everyone but J..-emy loves Win Smith, and we'" 
heard that Smith (who ~ an a'lid Civilization player) 
is dying to get into wleo games. He's had voice 
offers so far, but refused them. Instead. he wants 
to get inYolved in the indust,y by coming up with 
and nurturing concepts for video games, much ike 
Vin Diesel's Tigon Games. Smith is currendy talking 
to publishen like Atari aboot getting ~ company 
off the ground. 

Atari is also reportedly interested in making 
a title based around the upcoming horror film 
°"""'· which is aboot a ,ideo game that ends up 
possessing some coflege students. 

MICROSOFT TO GBA? 
An inside soorce has told Loos, Talk that although Microsoft isnl interested in making a handheld to rival 

Nintendo and now Sony, that doesn1 mean that• isn1 looting at the martet. Specifitally, Microsoft has 

approached some developers aboot making some games on the Game Boy Advance and/or OS for s.~·s 
people, We imagine Halo would be sure to jump to the platfonns, as would the MechAssault series. 

Cd,,,,,,.~ do? Emal us at -@ganerlameurxn awl.,., bt al e<n 

iAM_~i~fJiAr-~~----t1~i 
Test Your Sight 

Cross·marketing between a video game and a 
comic book is common these days, as is having 
numerous sequels. However, bad< in 1982, 

~ Atari 2600 series (based on the elements) 
brol<e the mold. Not only did yoo have lo refer 
to the enclosed comic book to sotve this first 
lille's puzzles, but the game itself gavt yoo dues 
which would help yoo in the next installmenl 
Soond like loo much -k for a 2600 title? It was. 
Gamers didn1 bite on this novel concept, and the 
series' last cartridge was never even released. 

(""""" on page 60) 
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PHANTOM FINALLY 
UNVEILED AT E3 
MYSTERY CONSOLE MATERALIZES 

The unique 
"lapboard" 
keyboard-and
mouse controller 
(shown below) 
allows pmers 
to take their 
FPS game to the 
couch with ease 

U p until now, talk of lnfinium Lab's much-discussed Phantom console had been just that - talk. 

After missing a couple of proposed unveilings, the company finally stepped out of the shadows 

at E3, giving the world its first look at the PC/console hybrid up dose and in playable form. 

Game Informer was given a behind-the-scenes showing of the machine by lnfinium Lab's president 

and CEO Kevin Bachus, a former Microsoft executive who was instrumental in the launch of the Xbox. 

From what we saw, we can definitely say that Phantom indeed does exist, and looks to be an intrigu

ing alternative to the traditional PC game mari<ets. 
Bachus explained the company's strategy for the system, in addition to details regarding pricing and 

subscription services, as well as a firm release date of November 18. At launch, customers will be 

able to join the Phantom service in one of two ways: by signing a two-year commitment of $29.99 

per month, which would allow gamers to obtain the hardware for free; or by paying $199 up-front 

for the hardware, and getting the service on a month-to-month basis (the initial hardware investment 

would ultimately be refunded for customers that logged 24 months of service fees). For the basic 

service, you'll get a selection of games, and be allowed to either rent or purchase additional titles for 

download onto your hard drive. At this point the games will be PC-only, with no console titles sched

uled to appear on the service. Bachus feels this model will appeal to a range of consumers. 

"There's a real wide variety of people that are attracted to a games-on-demand service. Initially, 

we're going to see a disproportionate number of gamers. What's attractive to the gamer is the range 

of choice - you can find games that are no longer in retail, games that never came out in retail, 

imports and things like that• observes Bachus. 
N. far as the unit itself, it's certainly an impressive-looking piece of industrial design, if a bit too rem

iniscent of a George Foreman Grill. The white box comes equipped with Ethernet broadband connec

tions in back, alongside component and progression scan video outs, and optical audio outs for Dolby 

5: 1 playback. Inside, it's powered by an AMD Athlon XP 2500+ processor and a Nvidia GeForce FX 

5700 Ultra graphics processor. Despite the fact that the unit's dosed box means you won't be able to 

upgrade, Bachus informed us that they feel the unit will be a viable PC gaming platform for at least 

three years, at which point the company will allow customers to upgrade to a new version of the 

hardware. 
The most ingenious part of the Phantom's design is the iapboard• controller, which tilts the key

board on an incline, allowing the user to move the mouse underneath, for use on a couch or easy 

chair. A console-type controller was also shown, but is only in the prototype stages at this point 

Graphically, the system (which was running on a very expensive Fujitsu flatsaeen HDTV) was impres

sive, and we played Unreal Tournament 2004 multiplayer with no trouble. The menu system, which 

will allow players to access reviews, demos, and downloads for games, was very easy-to-use, and fea

tures parental content controls and different desktop skins for different members of the family. All in 

all, a notable bit of technology - although much of the unit's success will depend on the public and 

publishing community's acceptance of the company's Direct TV-style business model. 

While the publishers who have signed on will be announced in August Bachus claims that the 

press will be impressed with the final list, characterizing publisher reaction to the Phantom as •very 

enthusiastic.• 



TALKING 'BOUT 
A REVOLUTION 
NINTENDO CHARTS A NEW COURSE 
>> Game Informer Interviews Beth Llewelyn, 

director of public relations for Nintendo of 

America, on the company's past, present, and 
future << 

How is the DS reception going so far7 
It's been very, very positive. They've been 
going out, both in Japan and then talking 
to U.S. developers. They've been doing 
that for a while because they've got over 
a hundred companies out there starting to 
work on product. 

Nintendo seems to be positioning the 
DS as a lifestyle device that you might 
have in class to communicate with 
people and play games. Are there any 
other types of planned peripherals 
or devices for the DS, similar to what 
you've done with the GBA camera and 
the GBA video cartridges? 
Nothing that we've announced. But the 
beauty of that system [is the] fact that 
there is the port or media bay for the DS 
media, plus it also accepts Game Boy 
Advance cartridges - that slot could also 
be used for peripherals. So could it be a 
camera? Could it be something else that 
you attach on there? Yeah, it could be 
used for that. It comes down to what a 
developer chooses to do. 

Along those same lines, you talked 
about Wi-Fi. Could you give us more 
details about how this is going to 
work? Is this supported by a Nintendo 
operated network? 
[I'm) not going into all those details right 
now. It's important to get the news out 
that it's going to be Wi-Fi compatible. It will 
come down to what developers want to 
program for - who creates what kind of a 
program. But the fact that not only do we 
have the Nintendo proprietary system that 
allows communication in a confined area, 
like 30 to 100 feet. You're [able to link] 16 
people, or 16 systems. That's in there, and 
then also the fact that it's Wi-Fi compat
ible so that you can expand that to other 
markets. But as far as real technical details 
and what that will entail, that stuff we'll be 
announcing later. 

With CameCube you had the network 
adapter, but it wasn't really followed 
up by any sort of initiative or much 
publisher support. As a result. you 
had Phantasy Star, but there hasn't 
really been any games online. Do you 

think for DS Wi-Fi to be successful 
you need to support the publishers? 
Nintendo's main area of focus will still 
remain games, and what's going to 
enhance that gaming experience. And if it 
means creating a game that uses Wi-Fi in 
a certain way then we're certainly going to 
do that. It's just a little early right now to 
talk about what that will be. 

Here's a more practical question: 
Are you going to sell those styluses 
seperately7 Because all those kids are 
going to lose their styluses in a week. 
Either that. or will you attach it with a 
cord or string? 
I don't know if that decision's been made. 
It's a good one. A lot of what happens 
at the show here, it's the first time we're 
showing the system, so you tend to get a 
lot of feedback. And I'm sure a lot of little 
tweaks and fine-tuning will be done. 

At the press conference Nintendo 
stated that the DS is going to change 
names before launch. Could this 
become a Game Boy product? There 
must be some temptation on the mar
keting side to tap into that extremely 
successful brand. 
We believe this: we've got Game Boy; 
we've got GameCube. We're looking at 
Nintendo DS as its own category in a 
certain way. So it's important for it to be a 
standalone product. We want a name that 
stands on its own. And that's the intent. It's 
just very difficult to find a name that you 
can use worldwide these days. That's why 
it just takes some time. 

Nintendo has talked about Game Boy, 
CameCube, and the DS as the uthree 
pillars" of your business. Does that 
mean that the Came Boy also will 
continue in the future with future 
hardware iterations? 
Absolutely. 

Do you have any idea when the suc
cessor is planned? 
No, but there's always something being 
worked on. Certainly they're back working 
on what will be the next Game Boy. 

Are you going to use GameCube/ DS 
connectivity or is that still kind of the 
Came Boy's arena? 
That's a good question and I don't know 
the answer to that. I don't know if that's 
been decided if there's going to be a con
nection there. 

Sega in the early nineties had a bad 
experience with the Genesis, l2X, 
Sega CD, and Saturn out at the same 
time. Some people have said, uls 
Nintendo crowding the handheld 
market out and competing with them
selves by having both DS and GBA7" 
You claim they're different products, 
but in a certain sense they are still 
in the same marketplace because 
they're both handheld video game 
systems. 
They're both portable, yes. 

Are you worried about the DS canni
balizing CBA sales and vice versa? 
I think we're looking at this more as a way 
to continue to expand that market. Yes, 
we've sold 21 million units of Game Boy 
Advance. I think there's a whole lot more 
to sell because the DS probably will appeal 
even more to the - I don't know if I want 
to say hardcore gamer - but somebody 
who's really into games, at least initially. 
And those may be folks who maybe 
weren't into Game Boy. 

So you see the Came Boy as maybe 
slightly younger and very mass mar
ket Whereas OS is maybe older and a 
little more techie7 
Probably initially. And even though we 
haven't announced a price, it will clearly 
be different from what it is for Game Boy 
Advance, which also will dictate kind of 
who [buys it). 

Obviously it'll be more than Game 
Boy Advance. 
You know, that's a good bet. But we 

understand that it can't be outrageous. 
We've been doing this for a while. We rec
ognize what that threshold is. 

Have you seen anything on PSP? 
I've wandered around their booth to sort 
of get an idea. I haven't put my hands 
on it. I think we're both going in different 
directions. We're maintaining focus on 
fun and entertainment gaming - how we 
can innovate and create new ways to play 
games. Sony seems to be going more for 
the general consumer, mass market. Is it a 
game machine? Is it a video player? Is it a 
music player? They're kind of doing a little 
bit of everything. Whereas I think we have 
a much clearer vision of what we want to 
do with our system. 

One of the great things about Game 
Boy Advance is that you can still have 
a five-man team doing a game for a 
developer. Using the OS's innovative 
two-screen and touch functionality is 
probably going to require larger team 
sizes. Do you worry that the develop
ment costs are going to become too 
high for studios? Especially since the 
DS won't have near the installed base 
of the CBA7 
Our intent with our machine is to make 
it easy to develop for so that it's not like 
developing for a home console necessarily. 
Because we want people to be out there 
making games. In one sense, developers 
have to take a little leap of faith. It is a 
brand new system. But I think our track 
record, certainly on the handheld side, 
speaks for itself. From what we're hearing, 
developers are excited about it, they're 
saying, "Okay this is a little different. I can 
do this kind of a game that I couldn't do or 
I can't do on the existing systems:• Again, 
that goes back to our intent all along. If 
we just make a prettier Game Boy, is that 
really going to excite gamers or excite 
consumers? 
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SHIGERU MIYAMOTO 
ON NINTENDO DS 
The world's most respected game creator, Shigero Miyamoto, has spent his career redefining 
our expectations of what video games can be. No doubt Miyamoto's titles will be instru
mental in the success of the DS. At a special question and answer session at E:s, Miyamoto 
gave us a glimpse into his thinking about the DS, and how he feels it can help revitalize the 
game indust,y. 

If you just take a glance at it it looks like a Game 
Boy, but we've created this hardware with the idea 
that it's not a Game Boy. Obviously, the chipset 
and graphics of the DS are far beyond what the 
Game Boy has been capable of. Because we have 
provided backwards compatibility with the Game 
Boy, lots of people will see it as a Game Boy. But 
really we're calling this our "Third Pillar:" What we 
mean by this is that with the DS we'll be able to 
create software that we haven't been able to cre
ate on any Game Boy or the GameCube. 

We're always talking about Nintendo innovating 
new ideas, but we're always under pressure to cre
ate new and better versions of our franchises. So 
really the idea was to reevaluate the goal of con
tinuing to improve on the graphics and technology, 
and to look for new ideas. So, of course, we're 
changing the controller, but we've also looked at 
the DS to bring a whole new generation of capa
bilities to the hardware. 

As we look at the game industry, we see how 
people have been playing games for a long time 
and demanding higher graphics, better technology, 

and more in-depth gameplay. But as we see the 
industry continue to grow and people demand 
these types of games, we see that the world is 
really separated into two camps: one that plays 
video games and one camp that doesn't 

When I look back to the days of Mario, when 
all you would do is hit one button to make Mario 
jump, and see the reaction people had to that 
simple control, I really kind of long for that kind of 
control again, when games were something any
one could enjoy. With the DS, we tried to focus on 
a kind of control where people could be directly 
involved - they can touch it they can feel exactly 
what it's like to be in control of that character. 
That's why we put so much work into the touch 
panel on the DS. 

With the DS and the new control scheme, 
people that have been gaming for a long time 
and people who have never played a game are 
brought to the exact same starting line. They can 
go out and experience these games on the same 
level, without worrying about the difficulty. It's 
something that's accessible to everybody. 

REACTIONS 
EJ is the world's largest gathering of video game developers, publishers, 
and fans. We took the opportunity to ask some of them their opinion on the 
Nintendo DS. Read on to hear what their take on Nintendo's intriguing next
gen handheld. 

LET YOUR IMAGINATION RUN WILD 

The DS's two screens are something completely new to the world of games, so it's 
anyone's guess as to how developers are going to utilize them. One interesting thing 
we noticed at E3 was the different ways that DS titles were configured for two screens. 

In general, we observed most titles seemed to have a primary and secondary screen. 
Obviously, in titles like Metroid Prime: Hunters, which requires use of the lower touch pad, 
the bottom screen was primary, with the top being used for a real-time map. On games that 
use a more conventional d-pad and button operation, the developers tended to use the top 
screens for gameplay, and the bottom for maps and stats. It's interesting to see patterns like 
this already surfacing so early in the DS's life. 

38 GAME INFORMER 

HIDED KOJIMA (KONAMI) 
Creator, Metal Gear Solid series 
The fad that i t comes with two monitors 
and the touch sensor, and you can tell 
that it's a Nintendo product, I think it's 
a good thing, and I think you could do 
many things with it The two screens 
and a touch sensor feature are the 
draw of the thing, and I think that when 
many developers start developing 
games for {DS] they will be focusing on 
those features. The thing is, when peo
ple do this, they'll be coming up with 
the same game ideas, and they'll be 
too simple. What I would like to do is 
something no one else would think of. 

YOGI NAIA (SEGA), 
Co-creator, Sonic the Hedgehog 
It's interesting hardware that has many 
playable elements that can contribute 
to new games. I've j ust started p laying 
with it I'm still brainstorming a lot of 
ideas, [seeing] what kind of things can 
be done. Just looking at two screens 
instead of one screen will broaden the 
ideas, and something that was unthink
able can now be happening. We have 
a Sonic DS title. 

KEIJI INAFUNE (CAPCOM) 
Executive Officer, R&D Division 
I think Nintendo has their concept and 
their target down. They're not saying it 
in so many words, but it's obviously the 
next Gome Boy Advance. Because of 
that we know what worked for Game 
Boy Advance, we know what direction 
it's going in; it makes making games 
a lot easier for us. As for thinking that 
two screens might be too strange for 
the average consumer to get I don 't 
think so. I think Nintendo's pushing 
the envelope with a new kind of play, 
and more than the two screens is the 
fad that one of them is a touch panel. 
Computer car navigation systems are 
very popular in Japan. Even in the car 
navigation there were two types, one 
that was touch panel-operated and one 
that wasn't Obviously, the touch panel 
one is much easier, and that pushed 
the whole industry forward. 

JOHN KROKNES (AMUZE) 
Producer, Headhunter: Redemption 
I think the DS can be successful, but 
probably in the traditional Nintendo 
younger market 



the tech specs are the unit's 16-<hannel sound and 
rechargeable battery, which Nintendo promises will far 
eclipse the battery life of the PSP. 

Of course, the OS is much more than a pumped-up 
GBA with double vision, as the company is intent on 
changing the very way we experience games through 
the use of the unit's touch screen. Anyone who's 
ever used a Palm Pilot will be right at home, and the 
screen seems to track the solid-feeling metal stylus 
very accurately. It definitely takes some getting used to, 
but we have no doubt that Nintendo will find a host of 
ingenious ways to utilize the touch screen. However, 
having to use one hand to grip the unit while holding 
the stylus in the other could force many to set the sys
tem (which is much larger than a conventional POA) 
on a flat surface, diminishing the OS's portable gaming 
functionality. 

On the downside, the traditional d-pad and face 
buttons actually felt a bit chintzy and too small for the 
unit - which is very odd for a Nintendo product. The 
buttons are tiny and configured so dosely together that 
the tip of an average adult male's thumb can cover all 
four at once. This could prove to be problematic when 
playing fast-paced action games. The two shoulder but
tons were solid and comfortably placed, and it's worth 
noting that Nintendo said that the unit shown at E3 
was not the final hardware, so some of these things 
could be tweaked before its U.S. release in late 2004. 

" ... the Nintendo 

OS is the most 

daring and 

innovative 

gaming system 

in years." 

In all honesty, it's hard to assess the OS at this point 
in time, simply because we've never seen anything like 
it As always, Nintendo is travelling the road less taken, 
following its muse into uncharted waters. Already, it's 
a pretty impressive list of "firsts": the first two-screen 
handheld, the first mainstream system to use a touch 
screen, and the first to really put an emphasis on wire
less connectivity. The OS represents a huge risk for 
Nintendo, which could have been content with the 
Game Boy's 15-year dominance of the handheld mar
ket. Whether it opens up a new era of gaming like the 
Nintendo Entertainment System or crashes and burns 
rlke the ill-fated Virtual Boy remains to be seen, but the 
Nintendo OS is the most daring and innovative gaming 
system in years. 

THE NEXT 
EVOLUTION OF 
GAMING? 
Nintendo daims that over 100 developers have signed 
on to produce games for the OS, induding the brains 
behind such big franchises as Activision's Spider-Man, 
Ubisoft's Rayman, Sega's Sonic the Hedgehog, Electronic 
Art's Need for Speed, and Namco's Pac-Man. Still, 
expect that, as in the past, Nintendo itself will be the 
company that pushes the DS to its conceptual and tech
nical limits. The company showed off a number of DS 
tides at E3 and here are a few of the highlights: 

DEMOS 

METROID PRIME: 
HUNTERS 
Easily lht most paphiuly impm
""' OS gamt shown at El, Hunlm 
shows lht sy,1<m's ~ lo handle 
a fl!I and furious lD "'l)<ritnct. 
Fans-• clamoring lo gtl lhtir 
hands on it. but somt -• 
disappointtd wilh lht loud, sattn 
conlrof, which rtquirts you lo tum 
by mewing lht S1yk,s at !ht -
of !ht sattn and 1ap lht sattn 
lo firt yo..-wtapons. lnlfft>lin&, 
but-oid might bt bttt,r Sffitd 
wilh I mort cDfMlllionol dt!ign. 

WARIOWARE, 
INC. DS 
w.now.rt's ...-.c. ~ 
minipmts .. modt tor lht OS. 
This - modt lht btst us, of !ht 
stylus. ....... you lo <hop food 
lhrown at you, drog objt<ls aaoss 
lht scrttn, O< draw I quidc pi(ut. 
Of al !ht playablt OS llfflOS on lht 
floor, WorioWart tasily outs1ripptd 
mort-fnnchists and 
- oul IS lht most fun OS 1illt 
of !ht"-. 

MARIO KART DS 
So far, lhtrt sttmS lo bt lwo l'jpts 
of OS g,mts; thost 1h11 us, lht 
dual satfflS lo lhtir lul pcl<nlial 

and --1h11 us, lht ........... _forrtal-timtmaps 
O<~ds. Mario Kart, ... 
squar,ly in lht -camp. -ar
ing lo bt lialt mort lhan lht kart 
racing action lht Stfits is known 
le< - which is not a bad lhing by 
lllly mtM1S. lt'S possiblt !his could 
us, S1yk,s conlrol likt ~ but 
wt doubt it. 

SUPER MARIO 6414 
A multiplaytr gamt bastd on lht 
N64 classic, only ont ltvtl (based 
on lht optning castlt arta of SUptr 
Mario 64) of Suptr Mario 64x4 was 
playablt on lht floor. This is ont of 
lht gamtS !hat sttmtd more like 
an tnhanctd Game Boy Advanct 
litlt lhan ont sptdficafly crtattd 
le< lht OS. Usina lht conwntional 
d-j)ad and buflon schtmt, playm 

comptltd wilh Heh - lo con.ct 
Siar> liat<td aaoss lht playfitld. 
It's nothing sptdal, but could bt a 
stronsmulliplaytrlitlt. Plus.M<Y
ont knows !hat lht Mario franchist 
wiR htlp stfl systtms. 

ANIMAL 
CROSSING DS 
Sadly, !his wasnl playablt at El, 
sinct Animal Crossins's quirf(y, 
communkation-bastd gamtplay 
....,, a ptrlt<t fit with lht OS. 
Judging by lht britf vidto wt saw, 
lhe st)ius and touch !Crttn is bting 
used lo ptrle<m lht fflO<t - · 
inttnSivt lnttrfacts (lib typing and 
menu stftctions) of !ht GC vmion. 
We'rt not 5'1't ff Animal Crossing 
wil Ulifizt lht wirtftss functionafoty, 
but lht possibil,t,ts for playtr-10-
playtr inttra<lion and commtfct 
...., tndltss. 

SUPER MARIO 
BRDS.DS 
Anolhtr somewhat ll1j5ltrious 
OS tillt 1h11 Ninttndo pro,idtd 
sattnShols le<, !his is a -sidt
saofing plalformt< In lht spirit of 
lht original NES Super Mario Bros. 
Judging by lhtst !Crttnshots, lhe 
only ust btlng madt of lht extra 
sattn is lo ... ttll you lht name of 
lht gamt you'rt playing! Ah. wt 
just got somt warm memorits of 
lht Ortarncl!I VMU! Still. lht os•s 
advanctd graphics capabifitits a,t 

""°" tnOUgh for a - plalfe<m· 
ingadvtfllurt - justchtd<..-lht 
jumbo Mario! Swttt 

PICTOCHAT 
Although it's not a ·same· as such, 
Pictochat was adualy ont of !ht 
highlighls of !ht OS display. Tht 
final vmion win - up lo 16 
users lo ~adt instant rntSSagtS, 

doodlts, and drawings In rtal-time. 
Yoo can typt using an on-scrttn 
keyboard, 0< just scrawl ..- mank 
notes In kethand. As you can 
imagint, lht possibilities le< screw
ing around during class should 
bt mough lo giYt lht ltachm of 
Amtrica a ftw more gray hairs. 

In addilion lo lht gamts announctd at lht show, lhtre - • a number of tech dtmos modt avaiablt lo< play lhat sh<Mtd off lht os·s ftabKe s,t"' conctpts that might bt IAifiztd 
in hmn-.. Tht5t indudt Saloon T~, in which lht playtr had lo draw clouds onsaetn kl stop Baby Mario ke<n pfummtmg lo his dtalh; Carling. a simulation in which you 
could whildt shapts oul of-.l. stttf. 0< waltfmtfons wilh lht Slyk,s; and Tablt Hodu!y, a wrsion of !ht popular arcade - !hat used lht loud, panel. 
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NINTENDO OS: 
NOW FOR SOMETHING 
COMPLETELY 
DIFFERENT 
CAN DS RESHAPE THE FACE 
OF GAMING? 
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T here's no company quite like Nintendo, and 
there's never been a video game system 
quite like the Nintendo DS. The company is 

staking its future on the success of a concept that 
has never been attempted in the history of gaming: 
a two-screen system that also utilizes a PDA-style 
touch-screen and stylus. Unconventional? Sure, but 
Nintendo's decades-long heritage of making top
notch hardware is reason enough to examine this 
machine a little more dosely. 

First, let's look at the unit itself, which was avail-
able for play at the Nintendo booth. In terms of 
design, its drab gray color and dull finish aren't as 
inspiring as the ultra-sleek PSP, but it's a comfortable 
size and feels as sturdy in construction as you would 
expect from Nintendo-engineered hardware. One 
thing that's instantly apparent is the improvement in 
visual display quality over the Game Boy SP - both 
LCD screens are bright and vivid, and don't require the 
use of a frontligh~ which tends to result in a washed
out look on the SP. There are two ports, located 
behind the screens near the hinge, one of which 

supports DS memory cards, and another which can be 
used for Game Boy Advance cartridges or peripheral 
connections. Obviously, the backwards compatibility 

with the wide selection of GBA titles already on the 
market is a huge advantage for the DS, and could 
likely be a major factor in purchasing decisions for 
consumers who have hundreds of dollars invested 
in their handheld libraries. 

Under the hood, the unit is powered by two 
processors (one ARM9 and one ARM7), which 
together can be used to render 3D games running 
at 60 frames per second. Based on what we saw 
at the show, expect the graphics capabilities to 
be similar to that of the Nintendo 64. However, 
given the brightness and resolution of the LCD 
screens, the graphics actually appear a bit more 
crisp than the N64 on a typical television. In 
keeping with the company's ·connectivity" initia
tive, the unit also has built-in wireless gaming 
and messaging capabilities. Players will be able 
to use a proprietary short-distance (30 to 100 
feet) connection to assemble up to 16 players, 
or the built-in Wi-Fi, which will theoretically 
allow you to play people across the country 
or - the world. Still, after witnessing the still-
born GameCube online initiative, we'll have 

to wait for more detail before we get too giddy 
regarding DS Wi-Fi functionality. Rounding out 



L et's be honest, Nintendo press conferences always get the most 
fanboy love at E3. Sony and Microsoft could announce that they 
are merging, buying Electronic Arts, and creating a new console 

together that runs 3D graphics on an 8Ghz CPU and many conven
tioneers would still walk away saying that Pikmin 2 stole the show. This 
year, however, Nintendo - usually known for its conseivative style - got 
an unusual injection of machismo in the form of its new executive vice 
president of sales and marketing, Reggie Fils-Aime. 

Fils-Aime kicked off the proceeding with, 'My name is Reggie, and 
I'm about kicking ass. I'm about taking names, and we're about making 
games~ A man of impressive stature and a penetrating glare, Fils-Aime 
cut an imposing figure onstage, a far ay from past Nintendo emcees like 
Peter Main (for more on Reggie-mania, see our sidebar). 

After Fils-Aime excited the crowd, it was time for George Harrison, 
Nintendo's longtime senior vice president of marketing to expound on 
Nintendo's position in the marketplace. Citing slumping sales industry
wide, Harrison went on to show that Nintendo was the only company 
with positive sales growth in the past fiscal year. Now, the more cynical 
might say that this growth is more a reflection of the previous years 
poor numbers, but either way it's dear that the GameCube price drop 

and the continued success of the Game Boy SP is keeping Nintendo 
well in the black. 

Taking a shot at Sony's PSP, Harrison also obsetved Iha~ ' Nine serious 
competitors have made a run at Game Boy in the past 15 years, but 
nine have failed. Game Boy doesn't just lead the handheld market - it 
owns it" Citing the nearly 25 million Game Boy Advance units sold to 
date, Harrison also questioned the PSP's ability to make a dent in the 
marketplace. 

Of course, Nintendo is not standing still, and much of the program 
was devoted to its newest handheld gaming system, the Nintendo 
DS. After showing off the unit to the public for the first time, Harrison 
introduced a video showing a number of leading developers singing the 
praises of the unique two-screen console. Throughout the presentation, 
Harrison emphasized the product's innovative qualities, asking the audi
ence, "Do you want to go just a little bit faster down the same streets 
you've always driven, or down a new road to places you've never seen 
before?" 

Rounding out the show was an appearance by Nintendo president 
Satoru Iwata, and "The Video Heard 'Round the World' - Miyamoto's 
mind-blowing teaser trailer for the new The Legend of Zelda title. 

I 

SHOW HIGHLIGHTS: 
jVIVA REGGIE! 

Nintendo fan~ fed up with lraSh-tall<ing Xbox 
and PS2 ownen. got a new hero at El: Reggie 
Fols-Aimt. Striously, wt almost fainted wf1tn 
Reggie stared into lht pit of our souls ... it's 
almost like he knew wt used to wet lht bed 
wf1tn we were in high school. Inspired by 
Reggie's aaro penona, lht Internet soon 
crowned him lht king of lht Nintendo nation. 
Soon. · rm about kicking ass and taking 
names" was lht catchphrase of gamers 
MfYWl,e<e. and some popular lnlemet 
fO<UmS had to create whole boards de'loted to 
Reggie fan art and discussion. - "' not 
DS sucettds, Nintendo has created at least one 
MW gaming icon at El ... can a Reggit-themtd 
FPS be far behind? 

THE COMING REVOLUTION? 
Alongside lht usual trumpeting of their 
familiar characters and lht expected debut of 
lht DS, Nintendo's SalonJ Iwata did drop a few 
hints as to lht company's strategy fo, lht next 
home coosole as Ml. Enigmatic.afly, Iwata 
r....ied, •1 want you to know that Nintendo~ 
WD<king on 01K next syst,m. and that syst,m 
will a-a gaming revolution." 

Iwata obseMd that today's graphics have 
beco,ne so realistic that Mure generations of 
console hardware must do mO<e than ~mply 
improvt upon lht technological specifications 
of systems past •A new machine must offer 
(new! play e,q>eriences.. commented lwala. 
·somedling no - machine has offered -. .. 

While no details were given as to just what 
~ •gaming revolution. would entail. given 
Nintendo's trade r,co,d of -
ttw,king and its extremely daring plans for 
lht DS, wt can, help but wonder what they 
have in sto<e for gamers in lht next coosole 
generation. 

OH MY FRWIN' GOD! 

That was p<etty much Mryone's reaction 
wf1tn Nintendo dropped lht bomb on lht 
next iteration of lht Zelda hanchise. Reggie 
kid<ed ~ off by simply stating, •Befo,e you 
leM. I'd lif<e you to 11,p into one more world 
fo, Nintendo Gamteube." This was folowed 
by a trailer featuring a mature lint galoping 
through enwonments so beautiful that 
they - l,eralyl - brought lean to lht eyes 
of one Nintendo fan wt spied sitting in lht 
audiet)ce. The applause reached deobel levels 
more akin to lhat of the seventh gam, of the 
Wotfd Series lhan a p<ess conference. 

Following lht footage, Shigeru Miyamoto 
made a crowd-pleasing entrance (o there any 
-kind of Miyamoto entrance?) armed 
~ ful->ized replicas of I.ink's swo,d and 
shield. Alright. ...., wt1 admit that was 
pretty awesome. Speaking briefly on lht 
gam,, Miyamoto said, 'We are now taking 
you to a world where Link has grown up. A 
world where he will act different and look 
different In o,der to grow, Link must not stand 
still - and neither can I." 

While no delaib were released rega«ling 
lht game's s,tting o, gameplay, it was most 
at1ainly a highlight of lht show lor Mryone 
who wilnessed il 
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SHOW HIGHLIGHTS: 

EA Gm LIVE 

It's been a long limo coming. but at last EA 
and Miaosoll havt put their dilf....,., asidt 
and d«ided to play nict on Xbox Live. Exp«! 
lht full con,pl,ment of EA Sports !ides to bt 
compatible with lht system, as"" as Need 
lo, Speed Und«gn,und 2, Goldenoyt: ~ 

Agffll. Batllofront Modem Combat. -
l, and f.,,.SpliM,s: Future Ptrftcl . ·
gratifying to ... lht lwo companies. which had 
disagreed ..., mattffl such as conlrol of lht 
rustomer relationship, r_,.. sharini, and 
-managerntnt. decide to give lht f.,, 
whattheywn 

"Once wt got through somo ol lht 'religion' 
that bdh of us had built up """ limo.• 
- Bach, "and ... got-to lht .... 
meat of things. there was a lol of common 
ground." 

Miaosoll poked a lialt 11.n at il>elf and Sony 
wilh. wry funny spool of 771, Appt,nlict. 
which chaltngtd Microsoll's ""8 Moore, 
J Allard, and Rof>bit Bach to comptl, wilh 
actors playins Sony's Andrew House. Kaz 
Hirai, and Ktn KufMali in crNling lht-1d's 

best onlint gaming -
Tht Donald was in lint fonn, dllslising 

Rabbit Bach to, Miao!oft's Malt spo<15 lineup 
("Robbie - Nfl FMf7 Is that lht best you can 
do? s- ~!j. but saved most of his irt lo, 

lht fflalz Sony - claiming "What do you 
lhinlt wt'rt sding htrt. ltnmadtl My art 

you ignoring lht - side of lht ....... ? 
Yoo didnl tal lo ~lht whole onlint 
Illini has been a compltt, and tota1-..r 
btfo<e uttering lht leartd -els: "Yoo'rt 
alfirtd." 

Sony's Hirai Sffll1td to lake lht ribbing 
in stride, commtnling in an inlffiiow wilh 
GI, "ll's al alJoul 11.n at lht tnd of lht day. I 
guess I fttl sony that that's what they had to 
lead with for a PfflS confertnct btcaust they 
didnl havt llngiblt 5"'I to go oo1 thert and 
561, 1his is what ...... going to bt doing.-

NEW ONLINE FEATURES 
ANNOUNCED 

Microsoft is pllnning to launch lht Xbox 
Artadt striict lhis fall, which wil ftillln more 
·casuat gamer" - fart induding arudt 
dassics like Dig Dug and Galaxian as wtl as 
popular puzzft lidts fikt 8'jtwtftd. c
wil bt ablt to pwd,ast and -.ioad lht 
litlts onto their Live account. and play lhtm 
on demand. 

In addilion, video messaging is in lht-.. 
to compltmtnl lht rtctnlly addtd voice mail 
11.nc!ions of Xbox Live. 
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I n past E3s, Microsoft's press conferences were routinely upstaged by 
Sony's entertainment biz theatrics, so this year the company broke 
out of its buttoned-down image with an irreverent tone that poked 

fun at both itself and chief competitors in the industTy. In fact, sometimes 
the event seemed more like •J, Peter, and Robbie's Comedy Hour" than 
a press conference. 

Games were still a key focus of the event, and the show kicked off 
with a video montage of some impressive Xbox titles induding Full 
Spectrum Warrior, MechAssault 2: Lone Wolf, Conker: Live and Reloaded 
(a crowd favorite), and .. . um ... Shrek 2. 

J Allard began the evening, welcoming the crowd to E3, praising the 
games just shown, and promising, "Tonight, we're going to show you 
how we're leading in software and service. We're going to show you how 
we're leading in innovation of new games, and we'll show you tonight 
how we're working with the best partners in the industry.• 

Following an amusing parody of Donald Trump's hit reality show The 
Apprentice, and the introduction of some promising new Xbox Live fea
tures (see sidebars), Allard took the opportunity to tout the company's 
XNA development platform, and showed a new version of Pseudo 
lnteractive's "Crash" tech demo from the Game Developers Conference, 
which this time showcased two gorgeous Saleens colliding and shatter
ing across the screen. If this is any indication of what developers can 
accomplish with XNA, the outlook for the next generation of systems is 
bright indeed. 

Once again, games took the forefront, with another selection of trail
ers, after which Microsoft's Peter Moore took the stage and introduced 
a very stunning live Halo 2 multiplayer demonstration. Even better, 
Moore finally confirmed the game's release date, which he said was 

"set in stone," rolling up his sleeve to reveal a Halo logo and the date 
November 9 tattooed on his arm. Fake ink and beefcake aside, it was 
certainly gratifying to finally know when we can get our hands on this 
sure-to-be dassic. 

Moore also showcased Tecmo's Dead or Alive: Ultimate and a some
what underwhelming Doom 3 video. He then presented the world pre
miere of the company's would-be Gran Turismo killer, Forza Motorsport 
Forza looked impressive indeed, and aims to one-up GT with real bodly 
damage, exhaustive vehide customization, Xbox Live play, and develop
ment help from Ferrari's Fl design team. 

Finally, Xbox head honcho Robbie Bach took the stage, and pro
daimed that an era of Microsoft dominance of video games was upon 
us. "We are now part of the landscape - a recognized player in the 
industry," commented Bach. "So, this year, our fourth year, I know it's 
time to change the game. We've proven we can play, now we're proving 
we can lead." 

However, his sedate PR spiel was soon interrupted by an iconic voice. 
"Listen up, X-heads! Recognize this voice?" questioned the familiar EA 
Sports "It's in the Game• announcer. "Sure you do! I'm sure you're won
dering, 'What's he doing crashing this Xbox bash?' Take a guess.• 

This of course, set the stage for the big Xbox announcement of the 
night: Electronic Arts is finally on board with Xbox Live. To celebrate, EA's 
Don Mattrick took the stage with a posse of famous athletes, induding 
carmello Anthony, Marshall Faulk, and the legendary Muhammad Ali 
(who earned a enthusiastic standing ovation). Even though it was the 
only console maker not showing new hardware (for this year, at least), 
Microsoft did do a good job of highlighting its increasing third-party sup
port, and set the stage for a strong showing at E3 2004. 







AN INTERVIEW >> Game Informer sat down with the presi-

WITH SONY'S KAZ dent and CEO of Sony Computer Entertainment 

HIRAI ON THE PSP America, Kaz Hirai. << 

PSP has caused quite the stir, but one 
of the big questions left for everyone is 
price point 
We're not ready to make an 
announcement on the pric
ing. What I can say is, I think 
that when we launched the 
original P1ayStation back in 
1995 and also the PS2 in 
2000 - true to basically one 
of Sony's DNA of providing 
value to the customers - I 
think we hit the pricing pretty 
much dead on where it need
ed to be. And we certainly 
will make sure that when the 
PlayStation Portable comes out that we will 
have good pricing. 

Do you think this is worth as much as a 
home system, or do you think a hand
held has to be priced less than a home 
console? 

underway with a lot of the different content 
companies to, first of all, explain to them what 

the specs are, and we'll be 
sharing with the other content 
providers. But as I said before, 
first and foremost it's a hand
held video game console, 
which means if we have a 
line up of motion picture and 
music content from day one, 
great But that's not going to 
make or break the console by 
any means. It's going to be 
fantastic games that will actu
ally make or break the launch 
of the PSP. 

How many games do you anticipate hav
ing for PSP at launch? 
Hard to tell at this point in time, but I do think 
what's most important is that we have one or 
two killer application titles, whether it be first 
or third party, that will be day and date with 

through and putting the CPU to good use, 
yeah, battery life is going to be shorter. Maybe 
about two and a half, three hours. 

Are the GPS and camera additions you 
talked about going to be available at 
launch or is that stuff that will come in 
the future? 
I believe those will be steps that will come out 
in the future. But, again, we wanted to kind 
of make sure that we position the product as 
having different kinds of applications because it 
is a mobile device. 

Have you seen much of the Nintendo OS, 
and how much of a dired competitor do 
you consider that to be to the PSP? 
It seems to me that the DS is more of a natu
ral progression from the original Game Boy, 
through Game Boy Color, and then Game 
Boy Advance, SP, and now DS .... And if you 
accept that it's kind of a natural extension 
then it's more of a product that leans towards 

" ... the PlayStation Portable is a portable handheld gaming device 
that really simulates the experience of a PlayStation 2 ... " 

I think that with the PlayStation Portable and 
what we've been able to pack into the hard
ware, I don't see the P1ayStation Portable, 
despite its name, as being something of a sub
sei if you will, of the PS2. The environment in 
which they operate in are completely different 
obviously. 

You talked about Final Fantasy VII: 
Advent Children, which is 70 minutes 
long. in your speech. Is UMD going to be 
able to accommodate a two hour movie? 
Yeah, we have 1.8 gigabytes of capacity on 
the UMD, and with the compression technol
ogy that we'll be using we can fit a two hour 
motion picture, full length motion picture, into 
one UMD disk. It really depends on the author
ing. how much time you spend, and also what 
kind of scenery you have. If it's static scenery 
for two hours I'm sure you can put in more. 

Do you have any deals signed with either 
movie studios or record companies to be 
partners for prepackaged UMD music and 
movies? 
First and foremo~ the PlayStation Portable is 
a portable handheld gaming device that really 
simulates the experience of a P1ayStation 2 
in the home. Now, having said thai the other 
entertainment content is also importani and 
once we have a successful launch with the 
video games then I think, once we have the 
installed base we are certainly going to get a 
lot more interest and support from the other 
content providers like music and motion 
pictures. Having said all thai talks are already 

the launch of the hardware. And then a steady 
stream of hit titles or killer content month after 
month after month after that That's really 
going to make or break the launch there. I 
would assume, and again I could be dead 
wrong. six to ten titles total on day one. 

Are you going to sell blank UMDs to 
allow people to record? 
The mic jade is really more for headset applica
tions or voice over IP applications. The UMD 
is, for now, a playbadc-only medium. And 
recordable UMDs, or UMD-Rs I guess they 
would be called, though something that's tech
nically feasible, are something that we won't 
be introducing in the market for some time. 
And that's why we have the memory stick sloi 
to take care of any downloads or recording 
of short messages or what have you. That's a 
better application I think for interchanging data 
between PCs and P1ayStation Portable. 

One thing we were a little confused 
about in the presentation was the battery 
life. At first you said ten hours and then 
you seemed to say it could be as short 
as two. 
Battery life is one these things where if you 
state a number, then eveiybody's satisfied. The 
only problem, of course. is it never matches 
what you state. That's especially prevalent 
with the P1ay5tation Portable because it plays 
various entertainment content If you're just 
listening to music with no visuals at all then 
it should last about eight to ten hours. If you 
are playing a game that is consistently cycling 

the younger demographic. Whereas, the 
P1ayStation Portable is something that I think 
has mass appeal. 

In its press conference, Nintendo was 
basically suggesting that OS is offering a 
true revolutionary alternative, and that 
that would win the minds of consumers. 
I think ultimately no matter who you ask in 
this business, and I'm sure you would agree, 
that compelling entertainment content is what 
makes or breaks any console. If the DS is able 
to really take advantage of the two screens 
and provide compelling entertainment conten~ 
I'm sure the users will support it But at the 
same time, I think that between our first party 
studios and our collaboration with all the third 
party partners that we have, we've come up 
with some really compelling entertainment 
software offerings over the past ten years. 
I am very confident that we're going to be 
able to expand that consumer experience to 
a new level. Especially with the widesaeen 
here. This is really going to offer a multitude 
of opportunities for the users. Now, if there is 
somebody that really wants to do a two-screen 
game, then obviously, because it's widesaeen 
you can split the screen in half and you still 
get a lot of real estate that way as well. I really 
need to see a killer application that really takes 
advantage of the two screen before I'm con
vinced [of the Nintendo DS]. Mainly because 
I just can't multitask visually that way. I mean I 
have a hard time just reading a speedometer 
on Gran Turismo when I'm playing single 
player mode. So, it could just be me. 

DEVELOPERS 
ON PSP 
HIDEO KOJIMA - Creator of Metal 
Gear Series 
The thing with the PSP is that it isn't 
really a game console, it's not an 
MD player, but it does everything. 
You can play games, watch mov
ies, and you can listen to music, so 
I like that idea. These three different 
things: Movies, music, and games, 
are rivals, but at the same time, we 
could be influenced in a positive 
way by these rivals. 

ATSUSHI INABA - President of 
Capcom's Oover Studios 
The PSP is very good hardware, 
I'm sure. I'm a fan of thai but it's 
multifunctional. You've got movies, 
you've got games, you've got all 
kinds of stuff on the PSP. So, I'm a 
little bit suspicious that people are 
going to buy It to just for the games. 

DAVID DOAK - Director of Free 
Radical Design 
Even with the PSP, the develop
ment budgets are still going to be 
of the order of a PS2 game. If you 
are going to do something original 
for ii you are going to be starting 
from scratch. 

KEUI INAFUNE - Executive Officer, 
R&D Divison, Capcom 
Of course, it's a wonderful device 
and we plan to support it. but it's 
unique In the fact that no one 
knows what direction it's going to 
go in. Fi~ we'll see when it goes 
on the market and see what types 
of people are buying it. and then 
after you know that you can cus
tom-tailor the type of games you're 
going to make. For example, if I 
was tiying to sell Mercedes Benzes 
to a bunch of kids in kindergarten, 
nobody's going to buy it You have 
to make a game for the target audi
ence. 

YUH NAKA - Creator of Sonic the 
Hedgehog 
We will propose a new style of 
gaming and entertainment that 
maximizes the features unique to 
PSP, such as network communica
tion battle via wireless !AN and the 
face-to-face system that utilizes the 
16:9 widesaeen m LCD. 

JOHN KROKNES - Producer, 
Headhunter: Redemption 
I think that a game like Headhunter: 
Redemption would look almost 
the same on PSP. It's very power
ful. Also, since you have a smaller 
screen, you have less of a fill rate, 
so the graphics chip basically has 
the same capability as the PS2. I 
think we can do some hefty stuff 
on it At fi~ when they were only 
going to have 8 megs of RAM, that 
was a hassle, but now that it has 
32, it is the same as PS2. 

GAME INFORMER 31 



connect E3 2004 

FOOTAGE SHOWN ON PSP: 
E3 's demo of PSP wos so eorly 
that few companies have officially 
come forward with any titles. Game 
Informer talked to a Sony press 
representative who told us that no 
games were officially announced at 
the show on purpose. Listed below 
are some of the games which were 
represented by video footage on 
the system. Therefore, some of 
these tides may actually only be 
tech demos running on emulation 
hardware. 

• Gran Turismo 4 Mobile - Sony 
• Twisted Metal: World Tour - Sony 
• NBA ShootOut - Sony 
• NHL FaceOff 2005 - Sony 
• Syphon Filter: Logan's Shadow -

Sony 
• ATV Offroad Fury - Sony 
• Fighting Spirits - Sony 
• MediEvil - Sony Europe 
• Hard Corps - Sony Europe 
• WRC: World Rally Championship -

Sony Europe 
• Formula One 04 - Sony Europe 
• World Tour Soccer 2005 - Sony 

Europe 
• Wipeout Pure - Sony Europe 
• Hot Shots Golf - Sony Japan 
• Ape Escape - Sony Japan 
• NFL Street - EA Big 
• NBA Street Vol. 2 - EA Big 
• Tiger Woods' Pro PGA Tour - EA 

Sports 
• Need for Speed: Underground -

Electronic Arts 
• Viewtiful Joe - Capcom 
• Devil May Cry - Capcom 
• Darkstalkers Chronicles - Capcom 

Japan 
• Death Jr. - Backbone 

Entertainment 
• Spider-Man 2 The Movie -

Activision 
• Tony Hawk's Underground 2 -

Activision 
• Puyo Puyo Fever - Sega 
• Project S - Secret title from Yuji 

Naka for Sega 
• Ridge Racer - Namco 
• Final Fantasy VII: Advent Children 

(UMD Movie) - Square Enix 
• Frogger 2005 - Konami 
• Metal Gear Acid - Konami 
• Ys: The Ark of Napishtim - Konami 
• Winning Eleven - Konami 
• Meikyuu Tansakugata Monster 

Shooting - Konami 
• Armored Core: Formula Front -

Agetec 
• Tales of Eternia - Namco 
• Dynasty Warriors - Koei 
• Free Running - Eidos 
• Metal Shell - Tantalus Interactive 
• Tokyo Xtreme Racer - Genki 
• Puzzle Bobble - Taito 
• Bomberman - Hudson Soft 
• Rengoku: The Tower of Purgatory -

Hudson Soft 
• Mobile Suit Gundam - Bandai 
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THE GAMES OF PSP 
Unlike Nintendo's DS, there wasn't anything that was really playable for the PSP. Namco's Tales of Etemia 
allowed you to run around a town and talk to some people, and you could tweak the camera on Metal 
Gear Acid, but that's about it Sony says, however, that it has almost one hundred publishers and developers 
worldwide set to furnish the platform with plenty of games to play (peep the list at left for a taste). During 
Sony's pre-E3 press conference, Electronic Arts announced that it would support the platform with four titles 
for launch: NFL Street. NBA Street Vol. 2, Need for Speed: Underground, and Tiger Woods' Pro PGA Tour. 

METAL GEAR 
ACID 
As is the case with anything involving 
Snake, nothing is as it seems. Acid is 
not just another stealth/action title in 
the series. A game of cards, anyone? 
That's right. this inaugural PSP title for 
the franchise utilizes a card combat 
system. We guess this proves once 
and for all that Snake is the ultimate 
killer - all he needs is a deck of 
cards. 

Acid is a turn-based strategy game 
where normal MG actions like stealth 
kills, knocking on walls, and laying 
claymores, for example, are all card 
based. All actions have a cost. so 
you'll have to plan out your moves 
in advance, and being careful will 
be more important than ever. The 
game does show some close detail 
on Snake's and the guards' models, 
although little control of the game 
was offered at E3. Love it or hate it. 
we'll have to reserve judgement on 
Acid's new take on the Metal Gear 
universe until we see more. Card
based play? Sounds like a game only 
Raiden would enjoy. 



PSP ACCESSORIES 
On the show floor, an array of 
peripherals for the PSP were 
shown, and Sony announced 
that Logitech would be officially 
handling this aspect of the unit 
Everything from special faces to 
straps and cases were shown, as 
Sony tries to make PSP as person
able as Apple's iPod. 

• Stand 
• Headphone with 

remote commander 
• Headphone with 

remote commander 
and microphone 

• External battery pack 
• Case 
• Strap 
• USB Camera 
• USB GPS 
• USB Keyboard 

(PSP and memory stick shown actual size) 

■ The PSP's Universal Media 
Disc (shown left) has enough 
space to accomodate around a 
two-hour movie 

■ Here is a photo of a PSP running actual video (above) 

PSP SPECIFICATIONS 
• Dimensions: Approx. 170 mm 

(L) x 74 mm 0N) x 23 mm 
(D) 

• Weight: Approx. 260 g (includ
ing battery) 

• CPU: PSP CPU (System clock 
frequency l -333MHz) 

• Main Memory: 32MB 
• Embedded DRAM: 4MB 
• Display: 4.3 inch, 16:9 wide

screen TFT LCD 
• 480 x 272 pixel (16.77 million 

colors) 

KEYS/ SWITCHES 
• Directional buttons (Up/ 

Down/Right/Left) 
• Analog pad 
• Enter keys (Triangle, Circle, 

Cross, Square) 
• Two Shoulder buttons 
• Start, Select, Home 
• Power On/Hold/Off switch 
• Brightness control, Sound 

Mode, Volume +/-
• Wireless LAN On/Off switch 
• UMD Eject 

MAIN INPUT/OUTPUT 
• 802. 11 b wireless LAN (Wi-Fi) 
• USB 2.0 (Target) 
• Memory Stick™ PRO Duo 
• lrDA infrared connections 
• IR remote (SIRCS) 
• Speakers: Built-in stereo speak

ers w/ headphone jack 
• Power: Built-in lithium-ion bat

tery (and terminals for charg
ing), AC adapter 

UMD SPECIFICATIONS 
• Dimensions: Approx. 65 mm 

0N) x 64 mm (D) x 4.2 mm 
(H) 

• Weight: Approx. l 0 g 
• Disc Diameter: 60 mm 
• Maximum Capacity: l .8G8 

(Single-sided, dual layer) 
• Laser wavelength: 660nm 

(Red laser) 
• Encryption: AES 128bit 

SUPPORTED FORMATS 
• UMD Audio (codec 

ATRAC3plus™, PCM, (MPEG4 
AVC)) 

• UMD Video (codec MPEG4 
AVC, ATRAOplus™, Caption 
PNG) 
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SONY INTRODUCES THE PSP 
FINAL SPECS AND HARWARE ANNOUNCED 

At last yeafs E3, Sony laid down the biggest announcement of the whole conven
tion when PlayStation creator Ken Kutaragi unveiled the "new baby in the family," 
PlayStation Portable. A year later and Sony was ready to not only show the unit but 

let gamers on the floor get their greedy hands 
on it Pricing wasn't given, but the PSP will 
come out initially in Japan at the end of this 
year, and the U.S. and Europe launches will 
follow in early 2005. 

The first thing we noticed was that the 
size of the screen was larger than the 
original prototype art that Sony officially 
released last year. Sony says that the 
unit will be capable of 3D graphics and 
full-motion video "similar to PlayStation 
2~ Throughout the show, looping video 
of future PSP games and tech demos 
showed off many titles [turn to page 30 
for more]. Although they weren't using the 
CPU, the picture shown on the platform's 
screen was very crisp. 

The unit has all of the controls that the regular 
PlayStation controller has, except it is missing the L2 and R2 buttons and right analog stick. 
The PSP does have a slideable analog stick in the lower left region of the handheld, but it 
does not depress. In our hands-on time with the PSP, some complained that the buttons 
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felt clunkier and more slippery than the PS2's, but the d-pad felt just like it does on the 
PlayStation controller. Everyone agreed, however, that the PSP is thin, svelte, and ~-

Of course, it does much more than play games. Sony plans to offer movies and music 
videos on the device. Both the Spider-Man 2 

movie trailer and an lnrubus music video were 
shown as examples. A short dip from Square 

Enix's Final Fantasy VII: Advent Children 
was also debuted. Although the movie will 
last 70 minutes, Sony says that compres
sion will allow for films just over two 
hours to fit on one disc. The unit's bat
tery life will vary from over two to 10 
hours, depending on whether you're just 
playing music, for example, or watching a 
movie or playing a game. 

PSP offers even more possibilities due 
to its inputs and outputs. \Nireless gaming 

and connection to the Internet is possible 
thanks to its support of the 802. 11 b \Ni-Fi 

protocol. The transfer of data (including music, 
photos, movies, etc.) is enabled through Memory 

Stick Pro Duo and USB 2.0. Sony touched on the fact that the PSP would hook up to the 
PS2, PCs, and other PSPs, but only hypothesized that this would open up •really exciting 
possibilities for games.• 



L istening to president and CEO of Sony Computer Entertainment America, Kaz Hirai, 
rattle off the dominance of the PlayStation brand was like watching a millionaire count 
his money - one bill at a time. It was impressive and conV1nong. but a little dull. IMth 

25 million units sold m North Amenca - accounting for one in every four households - it's 
safe to call Sony the industry leader in sales. 

Believe 11 ex not, however, Sony wasn't Just pitching this press conference as a brag-fest 
It put forth a sort of video game version of trickle down economics. Clung the ten-year life
cyde of the ong1nal PlayStation, Hirai stated that what was good for Sony was good for both 
the industry and consumers. Developers get to make better games, and we get more titles 
over the hie of our systems. Sounds fair enough. 

Even though it seemed like Sony was content to do nothing more than sit back on its 
large mountain of money, the company came forward with several things that gamers could 
get excited about The PlayStation 2 has dropped to $149, and reinforcing his point that 
the best software for the console was yet to come, the audience was treated to a barrage 
of upcoming titles including Gran Turismo 4, God of War, and the announcement of Grand 
Theft Auto: San Andreas exdusively for PS2 (which you already read about in last month's 
GI!). 

Despite its runaway console sales, when it comes to online it's obvious that Sony has 
been paying dose attention to Xbox Live. Ironically, Sony says it is actually leading the online 
spitting contest, having 1.2 million registered users (Xbox Live is approaching a million 
according to Microsoft's own numbers). Sony is taking a page from Xbox's book by offering 
gamers and publishers options (see below for more). Still, taking a shot at Microsoft and 
speculating at how well their control of Xbox Live has fared with the company overseeing 
everything. Hirai told Game Informer, • ... You can't build something and have all this stuff 

in place if 
nobody's play
ing. And that's 
what seems 
to be happen
ing with the 
other strategy.• 
Sony expects 
more than l 00 
online titles for 
the PS2 by the year's end. To punctuate the strength of this roster, lnsomniac's president 
Ted Price came out to show off Ratchet & Clank: Up Your Arsenal's new online multiplayer 
mode. 

Even with Hirai's claim that the longer the PS2 sticks around the better we are for it, Sony 
did tease the audience with two glimpses into the future. The public got its first gander at 
the PlayStation Portable and its specs (flip the page for more), and the chief technology 
officer Masa Chatani came out to deliver an oblique, thumb-nail sketch of the technology 
behind the PlayStation 3 - the Cell processor. 

Chatani outlined how Cell-based workstations will provide a common development 
environment for both video game developers and movies to blur the line between the 
two. Finally, Chatani drew a hazy picture of Sony's cell-based "Cyber World" network where, 
presumably, the company will house its online distribution channel, among other things. 
Although this look into the future hurt our heads that early in the morning. leaving the press 
conference, one thing was abundantly clear - Sony certainly owns the present. 
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ii( Mild Lyrics 
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FROffl SOFA TO SU 
YOU RR HE R~ fflRSTER 

Battle gam console g ts coast-to-coast 
and win a ·p to M studios in NYC. 

To find out more abo~5; TV Music Generator 3's 
REMIX ROYALE nt~t visit codemasters.com 

With HTV Music Generator 3: This is the Remix, )'Ou can 
create YoUr own music like today's hottest producers: 
• Remix songs from the biggest names in hip-hop and dance 
• sample music from your favorite cos 
• Hake original tracks using thousands of sound samples 

PlayStation. 2 ■ GINIUS AT PLAY 



I n the overheated, hype-<lnven environment of E3, it's 
easy to get so caught up m handicapping console wars 
and picking apan marketing strategies that one could 

forget the love of gaming that brings us all to Los Angeles 1n 
the first place. Thankfully, Square Enix sponsored a lovingly 
done pre-E3 concen thal for many 1n attendance, will likely 
stand out as a night to remember for a lifetime. 

Entitled Dear Fr,ends: Mus,c from Final Fantasy, the 
show featured orchestral arrangements of music from 
throughout the history of the famed RPG senes, each com
posed by longtime Square maestro Nobuo Uematsu. All 
selections were performed by the prestig10us Los Angeles 
Philharmonic and Master Chorale under the direction of 
Peruvian-born conductor Miguel Hanh-Bedoya. The concen 

was held at the recently opened Walt Disney Concen Hall in 
LA, a world-renowned bu1ld1ng designed by visionary archi
tect Frank Gehry. 

A few members of the GI staff were fonunate enough 
to attend the show, and returned gushing about the sheer 
beauty of both the concen hall and the music performed 
within. For all the strange swooping metal of its exterior, the 
Walt Disney Concen Hall is actually expenly laid out and 
acoustically perfect 1ns1de, and lent a dramatic setting to a 
truly historical event 

Kicking things off with ·uben Fatali• from Final Fantasy 
VII~ the musicians whipped through rousing renditions of a 
variety of the series' most popular tunes, including •Aeris's 
Theme• and the crowd-pleasing Chocobo theme (done as 

pan of a medley 
of songs from 
Final Fantasy 
HU). During 
most of the sel 
big-screen moni
tors above the 
stage showed 
scenes of the 
games from 
which the scores 
were drawn. 

Aside from 
the glaring 
omission of the 
opera scene 
from Final 
Fantasy VI, the 
set list was near
ly perfect, and 
made even better by the unexpected encore. After the main 
pan of the program, series creator Hironobu Sakaguchi, 
famed Square character designer Yoshitaka Amano, and 
Uematsu came on stage to deafening applause. This tri
umphant appearance was quickly followed by a rousing 
rendition of ·one Winged Angel" (from the final battle with 
Sephiroth), accompanied by video of Sephiroth emerging 
from the flames in FF VII. It was truly a fitting end to a most 
remarkable event 

While this is likely to be a once-in-a-lifetime experience, 
hopefully the success of the event will inspire Square to 
put Final Fantasy on tour (as it did briefly in Japan), allow• 
ing gamers from across the U.S. to experience Uematsu's 
compositions as they were meant to be played. It's cenainly 
gratifying to see the world of classical music finally paying 
video game scores the respect they deserve. Hopefully, this 
will not be the last time we witness music composed for 
video games performed in a symphonic setting. 
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C riterion is known for its popular 
Rendeiware middleware and Burnout 
racing franchise, but is not a developer 

you'd associate with a first-person shooter. 
That suits the company just fine, because its 
PlayStation 2 and Xbox title Black is not some
thing that you are going to affiliate with any 
other title in the crowded genre. 

"Guns are our characters and the dia-
logue starts when you pull the triggers." 
declares lead designer Craig Sullivan in an 
effort to describe the game's philosophy that 
the weapons are the stars of the show. In 
America, they flow like water and are com
monplace in our psyche. For these English 
developers, however, the country's lack of fire
arms presents a unique perspective. Criterion 
wants to bring the physical experience of firing a gun front and center, 
which is something we take for granted after years of playing video 
games. The main component of this is something you can't see in this 
screenshot - sound. Even the most modest handgun will sound like a 
howitzer in Criterion's attempt to convey the thrilling power of pulling the 
trigger. 

It's not guns that kill people in Black, it's the bullets. 'Toe bullets are 
our babies," says Sullivan. In Black, Criterion asks t'-question: What 
happens to bullets that don't hit enemies? In any other game, a stray 
bullet would - at most - produce a simple hole decal on a wall. Black, 
however, does so much more. Shooting a wall will actually cause plaster 
to fall off, for instance. Or a shot hitting a wooden table will cause dust 
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and splinters to fly up. The effect each and every bullet has on the envi
ronment is more than just visual. Players will have to use their surround
ings to their advantage. Opponents can be hit by firing ricochet shots off 
of metal. If Black wants to make the act of firing a gun thrilling in and of 
itself, imagine what it's going to be like getting shot atl In the gorgeous 
PlayStation 2 demo we saw, debris was flying everywhere as we chased 
an opponent with gunfire, with everything being destroyed in his wake. 

Criterion's attention to detail will serve the game well, as it wants 
high production values throughout the title, including in its plot and 
enemy Al. The story will twist and turn like an episode of 24, as you are 
an American agent sent in to Eastern Europe to take care of a fellow 
American gone bad. Black is expected to ship sometime next year. 

PSP's forst officially announced 
game, Death Jr, is making waves outside 
of the video game world. The Backbone 
Entertainment property not only has a 
comic book set to release later this yeM (with 
writer Gary Whitt.1 and al1ist Ted Naifeh), but 
the movie rights to Death Jr. hav, also bttn 
picked up by Sony's produdion subsidiary Circle 
of Confusion. 

NEWEST FROM CAPCOM'S 
CLOVER 
Clover Studios head Atsushi Inaba has started 
on a n,w franchist called Okilffi (directed by 
Hid<ki Kamiya). The game carries forward 
Viewtiful Joe's strong animation style and 
infuses it with a more Japanese look. Okami 
has only bttn announced by the studio for a 
Japanese release so far. 

FF VII HITS THE SMALL SCREEN 
Square En~" devdoping a Final Fantasy VII 
prequel for mobile phones subtitled B<fore 
Cris,. Players will take control of members of 
the Turks organization, and the game will fea• 
ture multiplayer, but ittle else • known aboot 
the cell phone entry. In other mobile news. 
Square E~ and Sprint hav, teamed up to bring 
tides lite Final Fantasy and Dragon Quest to 
Sprint PCS Vision subscribers here in the States. 

HALO CREATOR HAS 
WIDELOAD 
Bungie Studios founder Alex seropian has 
fonned his own devclopment company called 
Wodeload Games. Seropian wants to draw from 
the best independent talent in the industry to 
produce tilles, and Wodeload currently • plan• 
ning its lint game (on Xbox and PC), which will 
utilize the Halo tngint for a release in 2005. 

XBOXENTERSFORGOTTEN 
REALMS 
Atari's Dungeons & Dragons action title 
Forgotten Realms: Demon Stone is coming to 
the Xbox this fall. The game ~ being developed 
by Stormlront Studios (The Two Towers) and 
has a story penned by RA Salvatore (Th< Dari< 
Ell Trilogy). 

ID'S FUTURE NOT FILLED WITH 
DOOM 
With a late summer release date firmly in place 
tor Ooom J, id Sohware's Todd Hollenshead 
has already begun to look to the future. Talking 
to Reuters, Hollenshead said that the developer 
will bqin work on an all-new game - one not 
related to any previous id franchise - as soon 
as Doom J ships. When tho next title will ,on,. 
out. of course. is anyone's guess. 





m.D 

S igil Games' MMORPG, helmed by EverQuest co-creators Brad McQuaid and Jeff Butler, 
has been in the works for a little while now, but at E3, publisher Microsoft talked a little 
more about this fantasy title. Vanguard will be the first game to utilize Microsoft's recently 

announced XNA platform, which shares tools and features across both the PC and Xbox. WI\ 
Sigil's game then appear on both of them? At the Microsoft press conference Xbox corporate 
vice president J Allard confirmed it will be on "all XNA platforms~ Vanguard's use of these 

development tools opens up features such as cross-platform play, interaction with mobile 
devices, PC voice cha~ and the use of an Xbox controller on PC if you like. 

What about the game? McQuaid and company are mum on most of the details, 
but have said that players can specialize in multiple character dasses (to the 40th level). 

Moreover, Sigil wants its massive world to be brimming with adventures in an attempt to avoid 
having dungeons as the only place where there's action (quests can be undertaken by multiple 
parties simultaneously). Towns themselves will contain quests and not merely be places to buy 

and sell loot Swordplay during your adventures will be more exciting as well. The game aims 
to do away with simple point-and-dick 
combat. 

So far, Vanguard has no release or 
beta testing date in sigh~ but 
we'll keep you updated as they 
approach. 

I SPY EYE TOY 
PERIPHERAL GETS VIDEO CHAT 

E ver wonder what Joe looks like with his shirt off? If you're on his bud
dies \is~ you might find out now that PlayStation 2's digital camera 
peripheral, Eye Toy, has video chat. The broadband-only service will 

start in Europe this summer. No U.S. release date has been announced yet 
Eye Toy chat allows four types of communication via text ( chat rooms 

can hold up to 256 simultaneous users), voice-only (for a maximum of 16 
people), video mail (in messages 30-seconds long), and video chat For 
those using the latter function, there are games you can play with the per
son you are talking to such as chess, checkers, and Naval War. 

By the way, if you get a video message from Joe, we suggest you 
decline it. He likes to show people his birthday suit 
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TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
NICOLAS 
BEAUDETTE 
Lead Program=r, 
Myst Revelation 

1 Grand Theft Auto: 

Vice City - PSl 
2 Diablo - PC 
3 Battlefield 1942 - PC 
4 StarCraft - PC 
5 x-com: UFO 
Defense- PC 

READER 
JOSHUA 
CANTEY 
Cincinatti, OH 

1 Conker's Bad fur 

Day- N64 

2 Half-Life - PC 
3 Way of the 
Samurai - PSl 
4 The Getaway - PSl 
5 MMio 64 - N64 

Send Top FM!S and a photo of yourself ta. 

Game lnfonner Magazine/Top Five 
724N lstSt 4th A 

Minneapolis, MN 55401-9022 
email: 1opfive@game1nfonner.com 

( attach d,g,tal pKture) 

TOP TEN 
L1sls ... Everybody Loves Lists 

DISAPPOINTMENTS 
OF E3 
10 This year's Half-Life 2 demo was just more of 

thesa= 
9 Advent Rising's code sets screwed up a day 
before the show, renderinr it almost unplayable 
8 None of the E3 newbies on the staff missed their 

flights 
7 Playboy Mansion isn't nearly as arousing as the 

real thing 
6 Missing in adion: A new Mario GC title, a playable 

Kingdom Hearts 2, NICO, and Pfflect Dark Zero 

5 We knew most of the games at the show because 

we covered them already. Damn we're good 

4 Astro Boy was the only~ with a wee lad 

flying around in his underwear 
3 GI Online's Billy didn't bring an Htra pair of 

underwear to the Nintendo press conference 

2 Our cyanide capsules didn't work during the 

Nokia press conference 
1 Nintendo wasn't handing out Reggie action 

figures at its booth 





Em 

SEGA SEES 
FUTURE 
NEXT PHANTASY STAR 
SHROUDED IN MYSTERY 

B illy Hatcher may have gone over with gamers like a 
carton of year-old eggs, but Yuji Naka still has a trick 
up his sleeve. Sega's E3 booth unveiled a hopeful 

upcoming project - Phantasy Star Universe. Very little is 
known about this game, as a trailer at the convention told 
very little, except to daim, 'Toe rebirth of a legend .. .it's a 
whole new world." 

We asked Naka himself, but he cryptically told us that 
while it "definitely offers new excitement to fans; this 
new game would continue the traditions of the series. Of 
course, this brings up the question as to which Phantasy 
Star variation we would see. The old RPG style? Would 
PSU be an online title? And what about the new combat 
mechanic brought about in C.A.R.D. Revolution? 

Game Informer has heard that the title will feature real
time battles, and the gorgeous trailer shows us an adven
ture that spans several worlds and races. It also features 
different types of transport, from huge space fleets to 
personal hoverboards. No date or platform has been given 
for Phantasy Star Universe. 
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Harry Potter and the 
Midlife Crisis 
Harry Potte(s recent theatrical outings have got us wondering about 
what middle age holds in store for the boy wizard. Based on real 
child stars, we can only imagine that he'll eventually lose his cute
ness, see his career vanish (like magic), and possibly spend a little 
time in Azkaban Prison for possession of forbidden enchanted pow
der. But the world loves a comeback story, so we'd like to see Harry 
star in an RPG that chronides his return to the public eye after twen
fy years of obscurify. In this title, Harry's powers would have dwin
dled to a fraction of their fonner strength, thanks to years of neglect 
and potion abuse. In order to claw his way back into the limelight, 
Harry would have to hone his magic powers by using spells like 
"summon beer," creating gin-flavored beans, and using his Cloak of 
Identify Theft. At the start of his quest, Harry would appear at Junior 
Varsify Quidditch games, do commercials for Knocktum Alley Bail 
Bonds, and keep in touch with his mystic parole wizard. With each 
successful public appearance, the ultimate goal would draw closer: 
an invitation to headline the Diagon Alley Broom and Boat Show! 
Such a high profile appearance would be just the thing our favorite 
boy wizard would need to stage a John Travolta-style comeback. 

TH~ Gooo, THE'eAo(THE-·uGtt, , 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

GOOD 
The Millar b<Olhffl (of Staraaft. Wa,craft. and 
Oiablo lam,) have jumped ship from the exile that 
was Jaleco to head across the pond to lionhead 
Studios. Ron win r,main a d,sigr,.,- with the 
English developer, whtle Chris wiU produc•. "Ron 
and I have been fans lor many ye"',· said Chris in 
a statement "tt's very exciting to become a part of 
a cutting edge studio such as Lionhead." The pair 
start work this month. 

Fun No fun 

GOOD 
Barring any ...-e stolen code or an attack ol 
so-loot ants. Valve founder Gabe Newell says that 
HaW-life l should be out th~ summer. Along with 
it. the company~ releasing all the original Haff-I.if, 
content. including Counter-Strite, redone in Hl 2's 
Source ongine. These games will also be availablo 
through Valve's Steam distribution service. 

BAD 
Although Midway's NARC has 
~gned on Hollywood voice talent 
which includes Micha.I Madsen 
(Kill Bill Vol. 1, Reservoir Dog,) 
and Ron Pearlman (Hellboy, 
Blade m, the game has been 
delayed to 2005, and Game 
lnlonner has heard that tho title 
~ undergoing major changes. 

GOOD 
989 Sports and Sony are doing the human, thing 
and canceling the release of their football and bas
ketball games lor th~ yea, in 0<der to giv, them 
...-e time to stew in cle¥eloprnont. Hopefully~ 
running head start lor the franchises won, result 
in them falling flat on their faces in 200S, because 
unlike watching NFL stars getting arrested, it's 
getting old. 

Skipping the b<eal<-dancen, 
spol<on-word poetr,,, and strip
ping skater chicks of last year 
(but not the mia ophono prob
lems), Nokia instead opted lor 
straighl•up boredom at its pre-El 
cooferenc•. Jo, wept and Jeremy 
wished the N-Gage had ...-e 
p;,at.._ Or tacos. Anything would 
have been an imprOfflT1trll 

BAD 
Sega scream! The merger of Sammy and Sega 
" Japan ~ completed ~ fall but as of June 1, 
galllffl are going to lose some lamiiar friends. 
According to a Sega internal document the 
companies' lamed development studios - including 
Yu Suzuki's AM2 - are going to be reintegrated 
into Sega for resource consolidation and increased 
productivity. 





A lthough shown at GDC this year, Unreal Engine 3 made 
its first 'public" appearance in NVIDIA's booth at E3. 
Technically designed as a demonstration for artists and 

game programmers, it's dear how exciting this updated engine 
is for gamers. 

We saw a gothic-sty1e lantern with an elaborate cage float 
down the hallway. The shadows generated by the frame were 
sharp and crisp when the walls were close, and fuzzy on the 
floor far away. This effect is calculated dynamically and in real
time by the new engine. This high-quality lighting effect was 
also used when an enemy paced back and forth in front of a 
wall. A stained glass orb was the light source, and as its colored 
panes moved around, the light's appearance changed based on 
both the distances of walls and the enemy's position. Again, the 
colors and shapes were sharp on dose objects, and the crea
ture's shadow blurred as he moved farther away from the wall. 

This hlct,-ru model Is Just over 2,000,000 polyaons 
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Another bit of technological wizardry that we've heard 
about briefly in the past, normal mapping(and its partner 
in crime, displacement mappmg), was illustrated. The iron 
lantern mentioned earlier was brought very dose to a wall 
of stones. Each rock had deep grooves and crannies and 
there were noticeable spaces in between. The demonstra
tor then showed us the wire-frame model of the wall - it 
was just one large polygon. 

While these demonstrations are certainly drop-dead 
gorgeous, the team's explanation of some artist-assistance 
tools had us excited as well. Real-time terrain editing tools 
let artists change the environment on the fly, and also 
specify certain attributes based on elevation or angte. For 
instance, an artist can place grass in a certain section of 
the level. If they later go in and decide that the meadow 
should be a hill, and the degree of indine is changed 

This 1-version of the .. me enemy Is around 5,000 polys 

enough, the program will replace the grass with rocks. If the 
hill's elevation is raised further, snow will appear above a 
certain point Artists can specify at what degree or elevations 
that each landscape change needs to take place, maintaining 
consistency across a level and automating certain texturing 
tasks. 

The engine also has a preferred card of choice - the 
NVIDIA GeForce 6800 that offers full support of Microsoft's 
Direct)( 9.0 Shader Model 3.0. This tool allows developers to 
handle skin, hair and shadows that would make Renaissance 
painters jealous. 

Unreal Engine 3 is already being used for a handful of 
projects, but we suspect that the real innovation with this 
powerful tool will come after programmers have some time 
with it After seeing the demo, we can't wait to play what 
they come up with. 

Uslns nonnal mapplns (the Industry's ..-buuword), this Is 
how the low-tu venlon looks In Unreal En,ln• J 







INNOVATION VS. BIG, FAT MISTAKE 
Is Ryan [the writer of the letter in issue 133 entitled 
•sharing the Pain1 a complete moron? I have been a 
proud owner of all things Nintendo over the years, so my 
opinion may be a little biased, but I believe it is with due 
cause. 

The new handheld from Nintendo is not going to be 
another Game Boy ( or PSP for that matter) because 
Nintendo wants to push the envelope on what gaming 
standards should be. 

Since 1986, players have been bombarded with a cross 
pad for movemen~ A, B, X, Y, L, R, Sel~ Start, A, B, C, 
Circle, Square, Triangle, X, L 1, l2, R 1, R2, Black, and White 
Buttons for input In other words, we've held the same 
controller for the last twenty years, regardless of the casing 
around the buttons. 

The innovation of throwing something new at consumers 
is the reason that I have been a Nintendo loyalist Once 
again, they are giving millions of players (including myself) 
a new gaming experience. 

Keith Frank 
Via email 

■ If Nintendo wanted to get across one point this 
year at El, it may very well have been that how we 
interact with our consoles needs to change. The DS 
is still a question mart< for many, but no one can 
deny that it certainly offers a unique experience. 
Check out our in-depth coverage of the hardware, 
software, and initial reactions to Big N's upcoming 
revolution on page 36. 

BRIBERY FAILED 
I received the new issue of Game Informer [issue 133] the 
other day, and I just couldn't help but read the article on 
Halo 2. I would like to say that you did a great job on itl 

The 10 pages on Halo 2 are amazing! 

Jesse James 11 
Flagstaff, Arizona 

Brendon Lara 
Via email 

I have some questions about Halo 2. According to you guys 
and everyone from Bungie, Halo 2 would have destruc-
tible environments. My question is how interactive are the 
objects? For instance, if Master Chief is pinned down and 
he sees something on the ceiling, it would be great if he 
shot the object and it fell on his foes. I think that would be 
fun for multiplayer, too. 

Unreal Demons 
Via email 

I just read your article on Halo 2, and I found something 
very interesting. On page 48 in the •under the Helmet" 
section you tell us that the Master Chief is the result of a 
cyborg creation program, and these cyborgs are known as 
SPARTANS. You then say that the Master Chiefs name is 
John. Does anyone else see what I see? 

John Spartan? 
Is it a coincidence that a cyborg whose hobbies include 

killing by the dozen and blowing up giant space rings 
has a more than similar name to John Spartan, a.k.a. the 
Demolition Man? Could that be Sylvester Stallone under 
the armor? 

Daniel Persing 
Via hotmail.com 

■ It looks like Bungie has shared all that the com
pany wants to right now, but in the name of getting 
more scoop to share, we showered the team with 
gifts of fine champagne and even arranged for some 
special surprises. Still, the holdouts won't spill the 
beans on any extra info. Maybe candy-grams and a 
barbershop quartet weren't the special surprise that 
they had all hoped for ... 

ENVELOPE ART 

MAURICE YOUNG 
Kain and Raziel get nutty in Willy 
Wonka's Raspberry Funhouse. 

Enter the Game lnf01mer Envelope Art Contest 
All yoo need to do is draw, p,ml saatch, spit 01 
c:,we the best dam envelope M yoo can Ih1nk of 
and send 11 to us. Please ,ndude your name, phone 
number, and return address on the back of the 
envelope. If yoo're the monthly ,.,nne,, we'll feature 
yoor WO<k ,n GI and you'll rec:etve a video game 
pnze from the Game lnfonner vault 

Send to: 
Game Informer 
Envelope M Contest 
724 1st Sl N., 4th Floo, 
Mpls, MN 55401 

NHA NGUYEN 
·1 thought I told you to be 
in bed by nine!" 

JON HILL 

CHARLES ATKINS 
Mike Myers explores new 
ways to end his career 

"Now reach into that bag and get my wallet It's the one that 
says •Bad*$#%@%~"'#<!" 

ROBIN HENDRICKS 
We were told our planned caption for this envelope would 
result in an FCC fine. Thanks a lol Janet Jackson! 

GAME INFORMER 15 





Top 10 PC 
1 Splinter Cell 3 

2 World of Waraaft 

3 The Lord of the Rings: The Battle for 

Middle-Earth 

4 Hall-Life 2 

5 Battlefield 2 

6 TheSims2 

7 EvelQuest 2 

8 Call of Duty: Unrted Offensive 

9 Tribes: Vengeance 

10 Guild Wars 

Honorable Mentions: Rome: Total 
War, Black & White 2, Dragon Age, 
Stalker, The Movies 

Top 5 
Handheld 
1 The Legend of Zelda The M1msh 

Cap 

2 Kingdom Hearts: Cham of Memories 

3 Mario Pinball 

4 Kirby and the Amazing Mirror 

Flllill Fantasy I & 11 

Honorable Mentions: F-Zero: Legend 

of Fakon, Donkey Kong Countiy 2, DK: 
Kingof Swmg 
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THE LEGEND OF ZELDA (GC) 
Does this mean that fanboys can finally stop whining about •cel
da'? We sure hope so. The surprise debut of the adult Link at 
Nintendo's press conference was awe-inspiring, and we have no 
doubt that Nintendo has grand things in store for this legendary 
franchise. 

SPLINTER CELL 3 (PC) 
It's coming to multiple systems, but we're counting this as a PC title 
as it was shown only in that form at the show. After putting out two 
Splinter Cells in quick succession, we wondered if Ubisoft had any
thing left in the gas tank for this commercial juggernaut After see
ing the awe-inspiring lighting effects and intriguing co-op gameplay 
at the show, all our questions were answered. 

FINAL FANTASY XII (PS2) 
Rumored to be plagued by development troubles, Final Fantasy XII 
still looked amazing on the show floor. It seems impossible, but the 
series actually appears to be making another huge stride forward 
on the visual front, and the story looks to be truly epic. 

RESIDENT EVIL 4 (GC) 
: After so many sequels, Resident Evil is being reborn on the 

GameCube, under the direction of series creator Shinji Mikami. 
Based on what we've seen, this is destined to be the greatest sur
vival horror game of all time, zombies be damned. Featuring graphi
cally stunning, grippingly tense action, and a vastly improved control 
scheme, this game should make history. 



~ I 

HALO 2 
(XBOX) 
It looked awe
some last E3, and 
looked even better 
in multiplayer form 
at this year's soiree. 
No one has really 
questioned the fact 
that Halo 2 is going 
to rock, so the real 
news this year was 
(thank God!) a firm 
release date - and, 
yes, Peter Moore 
confirmed that 
it's November 9th 
2004! 

METROID PRIME 2: ECHOES (GC) JADE EMPIRE (XBOX) 
Metroid Prime was a revelation, and Echoes will go a long way to 
furthering Samus' stature as a gaming legend. Once again, GI brings 
you the inside scoop on one of the hottest titles of the year, so quit 
stalling and sink your teeth into our cover story starting on page 62. 

Knights of the Old Republic was not only a high point in RPG gam
ing, but in the Star Wars universe. Just when you thought BioWare 
couldn't top their last work. it turns its view eastward and delivers a 
mind-blowing title that may eclipse even KOTOR in depth. 

I 

GRAN TURISMO 4 (PS2) WORLD OF 
It didn't create much of a stir at E3, if 
only because we've been inundated with 
screenshots and a playable Japanese special ; 
edition of the game in the last year, but 
damned if GT 4 still doesn't look like the 
best racer on the market 

WARCRAFT (PC) 
Every time we see WoW we can't help but 
come away impressed with what the team 
has accomplished. It should open new 
online horizons for the MMO genre. 

. METAL GEAR SOLID 
3: SNAKE EATER (PS2) 
Snake's best adventure yet? We expect the 
use of outdoor environments and lush foli
age to take stealth gameplay far beyond the 
corridors of yore. 

Top 10 
PlayStation 2 
1 Final Fantasy XII 

2 Gran Tunsmo 4 

3 Melal Gear Solid 3 Snake Eater 

4GodofWar 

5 R.ltchet & Clank: Up Your Arsenal 

6 Mortal Kombat: Decepllon 

7 Mercenaries 

8 Prince of Persia 2 

9 Xenosaga EplSOde II: Jertseits YOO 

Gut urid 80se 

10 Devi MayGy3 

Honorable Mentions: Tony Hawlt's 
Undergrourid 2, ean of Duty: F111e51 
Hour, Jak3 

Top 10 Xbox 
Halo2 

2 Jade Empire 

'3 Doom3 

4 Star Wars Knights of the Old 

Republic II The Sith lords 

5 MechAssault 2 lone Wolf 

6 Unreal Olamptonship 2: The Liandri 

Conflict 

7 Fable 

8 Brothers In Arms 

9 Dead or Alive: Ultimate 

0 Forza Motorsport 

Honorable Mentions: Burnout 3, Star 
Wars RepublK Commando, Snowblmd, 
Conker Live and Reloaded 

Top 10 
GameCube 
1 The legend of Zelda 

2 Metrotd Pnme 2: Echoes 

3 Resident Evil 4 

4 Donkey Kong: Jungle Beat 

5 Paper Mano 2 

6 Advance Wars 

7 Viewtiful Joe 2 

8BatenKartos 

9 WWE: Day of Reckoning 

100dama 

Honorable Mentions: Star Fox. Donkey 
Konga, P1km1n 2 
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CLIFFBLE INKSI 
LEAD DESIGNER/EPIC GAMES 

>> Starting out in amateur development as a teenager, Cliff Bleszinksi has gone on to 
become one of video games' most outspoken and entertaining characters. As Epic's lead 
designer, Bleszinski has won acclaim for his work on Epic's legendary Unreal series, and 
continues to play a key role in guiding the company's future projects. << 

Talk a little bit about your role at Epic. As the 
company continues to grow. are you now less 
hands-on with the actual games? 
We rec.ently merged with our sister studio, and ITT( 

role's kind of shifted. I was in a position for a while 
where I was responsible for managing people as 
well as being creative. And it was one of those situa
tions where I never really wanted to manage people. 
I just want to sit down and think of rool s-. rm now 
at the point where, you know, I get to kick back and 
be creative. It's very enjoyable now. rm not Sitting 
here worrying about how to pay the bills or how to 
keep the lights on. I'm concentrating on making the 
roolest things I possibly can. 

What games are you most involved in right 
now? 
The majority of my time right now is taken up devel
oping a new property that is unannounced. 

Unreal has obviously always been one of the 
real standbys of online first-person shooting. 
What are some of the reasons you think the 
series continues to maintain such a large and 
loyal following? 
'Miat happens with a lot of games, and you' re see
ing this with a lot of the Halo clones now on Xbox. 
is [the developers are] looking at the bullet point 
list of what people expect out of the genre. And 
they spend so much time chasing after the bullet 
points of what every other game has that they never 
get around to figuring out what the original hook is 
going to be in their game. With Unreal I , when we 
were working on that everyone else was saying. "Oh 
we gotta have a shotgun.• And we said, "Well, every
body else is doing a shotgun. Let's do something a 
little bit different• We live in a world of games that 
are just drenched with terrorists and AK-47s and 
World War II. Unreal for us has always been a really 
good sci-fi alternative to that 

experience, and all those intangibles of control and 
tightness of experience when you're playing a game. 
And it's like now we're at the point where graphics 
don't suck, finally, in this business. We're finally at that 
point where we can render the crazy things that keep 
us up at night as designers. It's very exciting. 

Are you working on anything for Xbox 2 right 
now? 
Well, we do have a publicly announced partnership 
with Microsoft. and one might infer that you know, 
that would go along with it [Laughs] 

Did you get a chance to see the Nintendo DS 
or PSP at El? 
I did not get to see the DS, but I got to see and 
touch and love the PSP - I wanted to rub my balls 
on it 

It's pretty sexy looking. 

I just want to sit down 
and think of cool s----. 

That's interesting. because Epic has always 
stuck with Unreal and never branched out into 
new franchises. Is that changing now? 
Unreal is our baby and it's been our bread and 
butter. But I've been trying to get a new IP started 
around here for quite awhile. When you go to a 
publisher and you knock on the door and say, "'You 
have a choice of what products you want Would 
you like a new Unreal game or would you like 
what's behind door number two?" The publisher's 
always going to go with the established brand as 
opposed to the new brand. It's the safer bet right? 
So, basically, we're at this point I really can't go into 
a lot of detail about it, but a studio increases its 
value by having multiple valuable intellectual proper
ties that touch on different genres and touch on 
different elements of what you can do with a next
generation system or a next-generation PC. 

Are you working on Unreal l right now? 
No, there is no Unreal 3. [It's] Unreal Technology 
3.0. It's a bit of a misnomer for anyone to say [there 
is an Unreal 3], because we've always had problems 
with our branding. What game is what? And part of 
the problem of the overlap between game engine 
and game name is that people assume that we're 
doing Unreal 3 right now. Someday, maybe. I'd like 
to consider doing it, but there are rurrently no plans 
right now for Unreal 3. 

I know you're pretty involved with the mod 
community. Do you want to talk a little bit 
about the Make Something Unreal contest? 
Yeah, we're trying to promote the hell out of this 
thing because there's a ton of cash and prizes that 
are being given away. The platform is there, the tuto
rials are there, and the money is there for the taking. 
There are a number of people that are doing really 
cool stuff. With our technology, it's very versatile. 
People are making racing games, they're making top 
down Gauntlet-style shooter games, they're making 
third-person action games and there are even single
player zombie action/adventure things. 

The Unreal Engine l demo is very impressive. 
Can you talk a little bit about what that engine 
is going to allow you to do as a game creator 
that you couldn't in the past? 
People in this industry tend to view graphics as like 
a zero or a one. You either get one person who says 
graphics don't matter or you get people who say 
they're all about the graphics. It's like, there has to 
be a balance. To say the graphics don't directly influ
ence the fun of an entertainment experience such 
as a game is bulls-. If I walk over to a pretty looking 
weapon and I pick it up and it looks real - it's shiny 
and scratched and the paint flecks look good. Then, 
I pull the trigger and the muzzle flash is beautiful -
that's fun. Just as much as sound can make a fun 

It's a Trojan Horse Game Boy for adults. It's some
thing that an adult male sitting in business class on 
a flight would not feel embarrassed pulling out and 
playing because people would assume he's look
ing at a movie. It's a Trojan Horse as far as that it 
looks like it's built for movies, but you play games 
and watch pornography on it when no one's look-
ing ... the screen is f-ing beautiful. It looks better than 
the majority of 1Vs that most Americans have in their 
homes. 

What are some of the games you've been play
ing right now? Or what's impressed you lately? 
I'm really looking forward to God of War on PS2. It's 
so f-ing fun. When I played that game at E3 I was 
just grinning. Everything just felt tight It had that kind 
of responsiveness that actually Nintendo's usually 
the master of. The thing is, you look at it on paper 
and it technically doesn't do anything very original, 
right? It goes to prove that as long as your execution 
is amazing. you don't necessarily always have to do 
something that is so revolutionary. Let Nintendo do 
the game where you're shooting the giant pinball at 
the army and whatever. It's like Nintendo's turning 
into this R&D think-tank for the business, and their 
ideas are so far ahead of everybody else's that you 
look at their games and you're like, "What the f- ?" 
It's strange. 









connect gear 

mill 

Z&OO CAMERA PHONE, 
GAMEBOARD EGB-10, 
AND BLUETOOTH CAR-100 
Manufadurer: Sony Ericsson 
Website: www.sonyericsson.com 
List Price: Phone: $399.99, 
Gameboard: $49.99, Car: $79.99 
Seemingly a pretty run of the mill camera 
phone, the Z600 hides its style and tech 
savvy beneath a cool gray keypad. The front 

and back covers can be swapped with a 
whole bevy of fashion plates, but the real 

story is the accessory lineup available for 
this model. The Gameboard EGB-10 (which 
the phone plugs into) certainly is a start 
when it comes to making cell phones more 
ergonomically friendly for gamers, but in our 

time with it, the buttons left a lot to be desired while playing the pre-installed V-Rally 2 by Atari. 

Hopefully version 2 will rock our socks a little more. On the other hand, the Bluetooth Car-100 

takes advantage of the set's built-in Bluetooth support - a feature getting more and more useful 
in current phones. Why should you care? Well in this situation it means that you can drive Sony's 

little RC-Racer from up to 30 feet away without having to do any complicated setup. So, feel free to 
torture friends, relatives, and coworkers from a safe distance. If you're really skilled, you can send 

your car to bring back delicious ribbon candies! 
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--NVIDIA GFORCE 6800 
Manufacturer: NVIDIA 
Website: www.nvidia.com 
List Price: $299 - $499 
Being the preferred video card of Doom 3 (due out uwhen 
it's done") is high recommendation indeed. Couple that 
with the recently displayed power of the Unreal Engine 
3 on the 6800 [check out our coverage of the engine on 
pages 18 and 19) and geeks around the world get all tingly. 

Due out in June either by itself or with a handful of high
end gaming PCs, the 6800 has the world's first on-chip 
video processor and a new 16 pipeline superscalar archi
tedure. A little too techy on the mumbo jumbo for you? 

The point is that this card is mega super ultra cool. You'll 

dig it. 



■it\UMittEFI 

STREET FIGHTER 
ANNIVERSARY 
PS2 CONTROLLER 
Manufacturer: NubyTech 
Website: www.streetfightercontroller.com 
List Price: $19.99 ,-,-

Elll 
XPORT 2.0 
Manufacturer: Charmed Labs 
Website: www.charmedlabs.com 
List Price: $159 (SOK memory), 
$199 (150 Kmemory) 
The actual usefulness for normal people is a little slim 
on this product, but the possibilities are immense! Turn 
a Game Boy Advance or SP into a freaking robotl Trump 

,..._ _________ _, Nintendo's Reggie 
by making a gaming 
revolution! The system 
includes several tested
and-approved logic con
figurations, open source 
software, and all the 
hardware you'll need 
to instigate the digital 
apocalypse. Okay, maybe 
the last bit is overstating, 

._,_ ________ __, but still. .. 

EDI 
GIANT MICROBES 
Manufacturer: GIANTmicrobes 
Website: www.giantmicrobes.com 
List Price: $5.95 
They're like little Care Bears, but 
deliciously evil. These are the 
bugs that give you the flu, colds, 
stomachaches, bad breath, and 
that pesky Black Death - but 
now they're in huggable plush 
form. Machine washable conversa
tion pieces like this are hard to 
come by. Granted, the dialogue 
about what really happens when 
you get Athlete's Foot probably 
won't help out in a dating situa
tion, but at least you'll have some
thing to talk about besides games. 

EDI 
STREET FIGHTER 
ANNIVERSARY ACTION 
FIGURES 
Manufacturer: Sota Toys 
Website: www.sotatoys.com 
List Price: $12.99 

You'll only be 15 once - and that goes for video game 
icons known for kicking epic ass, too. Now, what if Mom 
and Dad had commissioned limited edition action 
figures chronicling your life, as well as a custom-

ized controller to relive your glory days with? 

Elll 

Well, that would be cool, wouldn't it? Luckily, 
Street Fighter's figurative parental units we 
know and love (which sane people refer 
to as Capcom) did just that to ring in the 
anniversary of their fighters' births. We're 
glad, 'cause all we got was a weirdly ill

fitting sweater. Party on! 

Elll 
THE HUB JACKET SPACE INVADER 

;SNEAKERS Manufacturer: O'Neill Europe 
Website: www.oneilleurope.com 
List Price: TBA • Manufacturer: Vans 

: Website: www.vans.com Wearable computing has always been 
one of those hi~ncept ideals 
brought to life by sci-fi novels. Granted, 
this is no computer-in-the-lens-of
your-sunglasses caliber gadge~ 

. List Price: More than we'd ever think of spending 
• for a pair of shoes 

but the HUB jacket does 
feature a removable 12BMB 
MP3 player and internal 
wiring. Headphones and a 
speaker are integrated to 
handle the music player 
and Bluetooth-enabled cell 
phones. Still, the part with 
the highest cool-factor is 
the soft keypad controls 
built into the left sleeve . 

, Vans produced these sneakers to commemorate the 25th 
, anniversary of Taite's seminal Space Invaders. Only 30 
' pairs of the tan version were manufactured, so getting 

your hands on them is something to 
really brag about. They also came 
in black, which sold out just as , 

. quickly. Those Japanese col
lectors have all the luckl 

--LIAN-LI AQUARIUM MOD 
Manufacturer: Lik Sang 
Website: www.thinkgeek.com 
List Price: $74.99 
Six little plastic swimmers will flit 
and flip across the side panel 
of your shiny silver PC-6x, PC-
07x, or PC-Bx case after install
ing this aquarium kit. A blue 
cathode ligh~ air pump, and 
rear-mounted power switch 
lets the whole illusion of the 
outside world come to life. Fool 
your friends, befuddle your 
enemies, and confound your 
conquests! 
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T 
he Hollywood-sized production teams 
that develop games today are some
thing mentioned quite often in gaming 
forums. Big-time development and the 
addition of well-known talent that goes 
into games have also garnered a lot 

of attention from mainstream media, but seems 
to be receiving a cold reception from some of the 
hardcore set Personally, I feel that blockbuster 
games are vital to the growth of the gaming industry. 

As more companies try to enter the fray, new 
methods of attracting the consume(s dollar will arise 
and more video-game related jobs will be created. 
Companies that invest substantial sums of money 
into a game have to be absolutely sure that the 
quality will be top notch in order to minimize risk. 
Vi/hen we see movies, we don't question the size of 
the team that created the visual effects and sound, 
but we do demand that it blow us away. The aver
age gamer should feel the same way when a car 
ftips and explodes or a lightning bolt is cast on a 
troop of ores. Our medium has to look and play bet
ter each generation and this implies more specializa
tion and larger teams. 

Given that game development is more expensive 
than ever, you have to ask where the money is 
going. At least some, if not a lion's share, is going 
to bigger teams. A game that used to have three to 
four animators may now have well over 10. That 
translates to new jobs and more opportunities for 
animators looking to get into games. The same can 
be applied to other areas of development such as 
engineering, design, and production. Proof of the 
scope of game development today is the fact that 
college curriculums exist that specialize in game 
development and design. This is a pretty dear 
indicator that the scale of game development has 
shifted. Aspiring game developers have a greater 
chance of chasing their dreams. Economics would 
also dictate that as more talent rises, competition for 
these prized careers will push our talent to succeed. 

Many people felt that interactive entertainment 

would never reach the scope that it has. And it's 
no secret that Hollywood is looking to get in on the 
action. Games are now considered hip, and talent 
(actors, musicians, screenwriters, directors, etc.) 
have realized it's a great way to expand their aware
ness and tap into a culture that would also pay to 
see these people at the box office or buy their CDs. 
Knowing that games have "arrived" is a pretty over
whelming experience. I guess playing them for 24 
years can have that effect on a person. 

Let's talk about sequels for a quick second. 
Didn't sequels exist since the dawn of gaming? 
Asteroids was followed by Asteroids 2 and eventu
ally Blasteroids. Pac-Man was followed by everything 
Pac-Man. Complaining about sequel-itis just doesn't 
seem like it should gamer that much attention any 
more. Vi/hen shelling out 50 dollars for one piece 
of entertainment the consumer has to take a giant 
risk. Retailers no longer allow games to be returned 
based on customer satisfaction, so it's understand
able that a kid with very limited disposable income 
would come to trust the new Madden or the next 
Tony Hawk. He knows the quality will be there. 
Oh, and don't forget that two of the biggest selling 
games of all time were Super Mario 3 and GTA 3. 
Sequels give developers the opportunity to drive 
new things, and if the quality of a sequel does not 
meet expectations the entire franchise may eventu
ally die. Gamers do have a voice. 

Just for the record, I am a hardcore gamer. I 
import collect old systems, and will admit to paying 
300 dollars to have the Japanese version of Samba 
De Amigo shipped when it arrived in Japan. (I just 
wanted to dear the air briefly before talking about 
niche games.) 

Current market trends tell industry decision 
makers what to make, and to many it seems like 
smaller quirky games are getting stomped down by 
the sequels and movie-based properties. As long as 
realistic sales goals are set for the smaller games, 
I think we will reach a good balance between the 
blockbuster game that sells millions and the side-

Personally, 

I feel that 

block

buster 

games are 

vital to the 

growth of 

the gaming 

industry. 

scroller that pushes one-tenth of those numbers. 
Just as filmmakers have their independent projects, 
game companies will always have opportuni-
ties to make a "game(s game• and reach solid 
and - occasionally - blockbuster numbers. You 
never know when the game equivalent to The Blair 
Witch Project will come along. A lot of people were 
taken aback that Prince of Persia didn't sell more 
given its critical acclaim. But don't forget that if you 
read this magazine you're in the minority. Most of 
my casual gamer friends don't check publications 
or the Internet when they head to the store to pick 
up a game. 

With the advent of faster machines and sharper 
graphics, consumer expectations for what a game 
can deliver are at an all-time high. If we want to 
keep gaming moving forward and attract an even 
wider audience, games must keep on the same 
"wow factor" as Tinseltown blockbusters. Niche 
games will always arise and help provide inspiration 
for what we can (and sometimes shouldn't) do in 
order to attract a new audience. Consumers tell 
publishers and developers through sales numbers 
what it is they want to play. But there are so many 
other factors that can lead to the demise of a criti
cally acclaimed title - subject matter, timing, and 
market perception, to name just a few challenges. 

If there's another crash in the game industry, a 
lot of extremely talented people will be out of jobs, 
and not just the developers. Journalists, specialty 
retail shops, marketing, manufacturing, and advertis
ing will all be affected by another downturn. So, 
while it's okay on paper to wish for the old days, 
game quality would suffer and ultimately so would 
the incredible progress games have made as a 
legitimate form of entertainment and art. ■ ■ ■ 

The views and opinions expressed on this page are strictly those 
of the author and not necessarily those ot Game Informer Magazine 
or its statt. 

If you work in the industry and would like to share your opinion, contact senior associate editor Matt Helgeson at matt@gameinformer.com. 
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"A DEEPLY IMMERSIYE OLD-WEST 
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The Legend of Zelda [Working Title] 
> STYLE TBA > PUBLISHER NINTENDO> DEVELOPER TBA> REUASE TBA 

SPANNING THE AGES 

0 
n August 24, 2000, a day before the annual 
Tokyo Game Show expo, Nintendo unveiled 
the GameCube console. Also debuting was 
an eye-opening tech demo of The Legend 

of Zelda running on the GameCube hardware. 
Interestingly, this clip felt quite out of character for 
the Zelda franchise. Not only was the atmosphere 
of the game incredibly dark and realistic, Link had 
matured significantly. Now, flash forward to August 
21, 2001. At Nintendo's pre-Spaceworld press 
conference, the company shocked the gaming com
munity with the highly stylized The Legend of Zelda: 
The Wind Waker. Featuring eel-shaded graphics, and 
a hero that looked younger than ever, it appeared as 
though we'd never see Link reach adulthood. 

While many mocking voices called the game 
"Celda," it was a soaring success for both Nintendo 
and the series' rabid fans. Going into this yeafs 
Electronic Entertainment Expo, rumors circulated 
throughout the gaming industry that Nintendo was 
going to unveil The Wind Waker 2 at the company's 
press conference. True enough, at the tail end of the 
presentation, a new Zelda was shown, but it wasn't 
the sequel everyone was expecting. 

"Blades will bleed. Shields will shatter. But as the 
light fades, will the hero rise again? Or will darkness 
reign r These are the words that accompanied the 
video debut of the new The Legend of Zelda game. 
With this ominous message came a fitting dark 
look. Link's boyish charm has been replaced with a 
battle-hardened scowt and the physique of a warrior 
who has slain thousands. "We have always wanted 
to show more of an older Link,• says The Legend of 
Zelda's producer Eiji Aonuma. "A continuation, basi
cally, of the Ocarina of Time style. And we were just 
wondering when is a good time to do it? Basically, 
we were just waiting for that window. We just 
thought it was a good time to do it And, of course, 
the outcry of some of the fans to see tha\ certainly 
we didn't ignore that• 
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Link's growth isn't the only aspect of this game 
that stands out as shocking or different If the trailer 
does it justice, this Zelda will be far more violent and 
action-packed than any entry yet ~ in the blood
stained sky of the setting sun, an army approaches 
from the horizon. As the troops draw closer, we 
see that it's a squadron of roughly 20 bokoblins. 
Several are riding on the backs of boars. A handful 
wield dubs, others have bows in hand. They appear 
ready for war. As the camera pans, we expect to 
see an opposing platoon, but to much surprise, only 
one soldier and his trusty steed stand in their way. 
It's Link. As the two forces dash, a flurry of action 
explodes on screen. 'Mlile still riding, Link cuts down 
one bokoblin after another. It's a glorious sigh\ and 
a tremendous departure from the action that we've 
become accustomed to for the series. 

Another dip shows Link facing off against a large 
fire beast that would appear to be 
influenced by The Lord or the Rings' 
Balrog. As this infernal terror propels 
w;wes of flames at Link and swings 
its gigantic chains at him, you can't 
help but admire the detail that went 
into this creature model. The fire 
effects are simply gorgeous, and you 
can actually see that the heat of the 
beast is so intense that it is affect
ing the color of the chains near its 
hands. This high level of realism also 
accompanies a woodland area with 
subdued light descending through 
the canopy as Link and his horse 
march forward. 

'Mlile no gameplay details have 
been given, Link's combat manner
isms seem very much in line with 
the recent batch of Zelda games. 
Spin attacks, evasive flips, and brain
splitting lunge attacks are ever pres-

entand look 
tremendous. 

"In the pa~ 
working with the 
child Link, a lot of 
the themes revolved 
around Link growing 
up and becoming more 
mature. And of course the 
gamer coming along for that 
journey; comments Aonuma. 'Now, 
with Link already being an adult, I think we're 
going to have to tum our direction. And I do 
believe we're going to have some new core con
cepts and themes.• 'Mlerever Nintendo takes the 
series, we are along for the ride ... and what a ride 
it looks like it will be. ■ ■ ■ 





Devil May Cry 3 
> STYLE 1-PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER CAPCOM > RELEASE WINTER 

DANTE: THE FRAT BOY YEARS 

A 
t 19, most people are busy doing things 
they'll regret later in life, like getting arrested 
for disorderly conduct or trying to make 
explosives out of buckets of pork fat If 

you're the son of a celebrated demon warrior, how
ever, you don't have time for these standard activi
ties. INhen the salvation of the world depends on 
your actions, you have to readjust your priorities. 

In an effort to develop Dante's character and 
dear up some of the clouds surrounding his past, 
Capcom is making the next installment of the Devil 
May Cry series a prequel, detailing events that 
took place prior to the first game. The plot revolves 
primarily around the conflict between Dante and 
his brother Virgil, who has already been consumed 
by evil (but hasn't yet assumed the form of Nelo 
Angelo). Though younger and cockier than the 
Dante we're familiar with, the legendary devil hunter 
in his youth is just as unstoppable as his older 
equivalent In one scene, after being ambushed and 
skewered by a horde of monsters, he proceeds to 
slice his way through a mob of them using a blade 
that is still lodged in his arm! Young or not that's 
the kind of moxy that most video game characters 
can only dream about. 

If there's one thing that Dante is known for, it 
is his vast array of over-the-top maneuvers. His 
repertoire continues to expand in DMC 3 with the 
innovative addition of various combat styles to the 

already diverse battle system, affecting the special 
moves and combos the player can perform. At the 
beginning of each stage you pick one of the four 
styles: the Swordmaster, which allows you to throw 
your sword (a la the Round Trip from the first DMC); 
the Gunslinger, giving you the ability to shoot at 
multiple targets at different angles; the Trickster, 
with deft evasion and tumbling techniques; and the 
Royal Guard, focused on defense rather than attack. 
As you advance in each class, new moves become 
available, giving you the feeling you're steadily grow
ing more powerful - a sensation sorely lacking in 
the previous installment. 

It is no secret that DMC 2 was one of the big
gest disappointments of last year, but Capcom is 
making a concerted effort to make up lost ground 
and harken back to the series' roots. Along with the 
combat improvements, the myriad camera prob
lems are also being worked on. Additionally, the 
graphics engine has been entirely rebuilt allowing 
it to showcase the slick new character models and 
monster designs, as well as the series' trademark 
gothic environments. From the build we played at 
E3, we can certainly say that DMC 3 bears more 
resemblance to the revered first entry in this series, 
with the exception of voiceover work that makes 
Dante sound like he'd rather hunker down with 
Haagen Dazs and Moulin Rouge than rid the world 
of evil. ■■■ 





ar Wars Knights of 
the Old Republic II: 
The Sith Lords 
> STYLE 1-P\AYER ROLE-l'lAYlNG GAME> PUBLISHER LIJCASARlS > DEVELOP£R OBSIDIAN ENTERTAINMENT 
> RELEASE FEBRUARY 

SEDUCTIONS OF THE DARK SIDE 

I n the five years following the great 
war against Lord Malak, the Old 
Republic has grown weak. No longer 
possessing the military might to 

safeguard its planets or people, the end is 
drawing close. The Republic's guardians, 
the Jedi order, have been ravaged by Sith 
attacks and are on the verge of extinction. 
In fact, the Sith believe that only one Jedi 
remains - one final gasp of hope for the 
galaxy. This Jedi is you. 

The fate of the universe lies solely in 
your hands. VVhat do you do? Much like 
the original Knights of the Old Republic, 
players will not be railroaded into one 
choice. You will have the ability to choose 
your destiny, whether that be helping the 
Old Republic regain control or aiding in 
the Sith's reign of terror. Every action ... 
eNery conversation ... every step that you 
make could swing the pendulum one way 
or the other. 

INith the original Knights team deeply 
entrenched in the creation of Jade 
Empire, LucasArts and BioWare have 
turned to Obsidian Entertainment to 
handle the development of this sequel. 
The Sith Lords' producer Mike Gallo 
explains, •Obsidian Entertainment is 
the studio founded by members of the 
Fallout. lcewind Dale, Baldu(s Gate, Dark 
Alliance, and P1anescape: Torment teams. 
Obsidian is doing all of the deNelopment 
on The Sith Lords, but it is being built on 
the tools and tech that BioWare made 
for the first game. BioWare has been 
extremely helpful during the process, 
offering support and advice with regards 
to its engine~ 

Although a significant amount of time 
has passed between these two chapters, 
familiar characters will be appearing 
during the quest •Some characters from 
the first game will be returning in various 
roles. Some will be coming bad for small 
cameos and other will be able to join 
your party again; adds producer Chris 
Parker. -We only reNealed one character 
that will be making a return appearance, 
and that is T3-M4. There will certainly be 
others, but we can't reveal any of those 
until a later date~ This date turned out to 
be frve minutes later when we hounded 
him about the return of HK-47. Giving in 
to our persuasive Jedi ways, Parker eNen
tually blurted out, •He will be returning, 
but that's all I can S?rf right now.' 

One of the new characters that players 
will be introduced to is a bounty hunter 
scout named Mira. VVhile she shies away 
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from contract killing, she scours the Outer 
Rim and Republic for targets that she can 
bring in for credits. •in the past, she has 
killed only in self-<lefense, and eNen then, 
she has done so reluctantly; explains The 
Sith Lords' lead designer Chris Avellone. 
•Aside from being easy on the eyes, Mira 
also comes equipped with a bounty 
hunter~c weapon, similar to Boba 
Fett's in the Star Wars movies - a wrist
mounted rocket launcher that allows her 
to selectively take out a single opponent 
(with concussion darts or tranquilizer 
darts) or decimate hordes of enemies 
with buster rockets and ion rockets - per
fect for leveling the playing field when 
enemies decide to gang up on the player.' 

In total, players will be able to have 
up to 10 characters in a party (and on 
your ship, the Ebon Hawk). Interestingly, 
depending on how you play through the 
game, these characters can be different 
Furthermore you'll be able to persuade 
the members in your supporting cast 
to join the light or dark side. As you 
move down one path or the other, your 
standing with that side of the Force will 
be much more robust and varied this 
time around. 'There are going to be six 
new (Jedij dasses; states Parker. For 
the dark side you'll be able to become 
a Sith Lord, Sith Marauder, or Sith 
Assassin. For the light side, the options 
are a Jedi Watchmen, Jedi Master, or Jedi 
Weapon Master. 

In addition to this, there will be 30 new 
Force powers in the game. 'Two exam
ples are Force sight and Force confusion; 
adds Gallo. •Force sight allows the player 
to see through doors and will reveal the 
alignments of characters (NPCs and PCs 
will •g1cNt an appropriate color - red, 
blue or grey) that are near him/her. With 
Force confusion players can tum weak
minded enemies against one another in 
combat We've also gone through all of 
the Force powers that were in KOTOR and 
have given them a facelift.• 

Combat mostly plays out the same 
as it did in the original game. HoweNer, 
Obsidian has implemented two weapon 
slots in the action menu, allowing players 
to quickly switch between weapon types. 
All of the character creation facial textures 
are returning (so you can create your 
same persona again), and a slew of new 
looks will be available as well. 

The Sith Lords is slated to release 
simultaneously for the PC and Xbox next 
February. ■ ■ ■ 





XBOX 

Halo 2 
> STYlf 1 TO +PLAYER ACTION (UP TO 16-PlAYl:R V1A SYSTEM UNK OR XBOX lM) > PUBLISHER MICROSOFT> DEVELOPER BUNGIE 
> RELEASE NOVEMBER 9 > ESRB M 

COMBAT PERFECTED? 

E 
verything you've heard is true. All the 
features and improvements and options -
they're all there. Unlike Sony and Nintendo, 
Microsoft didn't have a new handheld to 

show off at its press conference this year. Instead, it 
put Halo 2 front and center. Where last year brought 
a tantalizing clip of single-player gameplay, the story 
this year was all about multiplayer. And what a story 
it was. 

There were audible sighs of dismay at E3 when it 
was discovered that this long-awaited title wouldn't 
be shown on the floor. Instead, the game was play
able only by private appointment in a dark room at 
the back of Microsoft's pavilion. Within, we settled in 
and launched into an explosive eight-player romp. 

Most of the promised features have already 
shown up in the game. We gleefully jacked a 
Warthog from an unsuspecting Elite before running 
him down. This feature is available from multiple 
angles, allowing you to sneak up behind your 
enemy and steal his ride or jump aboard from head 
on. Later, we swept up two needlers and began 
to simultaneously launch their explosive bolts at 
our foes. Most of the weapons are available for 

dual-wieldin& with the exception of obviously bulky 
types like the rocket launcher. Balance is maintained 
excellently with single weapon wieldin& since 
grenades are unavailable when two guns are being 
utilized. The level itself was intricately crafted and 
strategically flexible. k:. we rounded a hill, chunks of 
building debris were flung overhead from the highly 
destructible fort The turret guns are powerful, but 
hard to defend from enterprising snipers. Rocket 
launchers now include target tracking - enabling 
homing attacks on moving personnel and vehicles. 
And finally, the dreams of many a gamer have been 
answered with the inclusion of the Covenant Energy 
Sword as a confirmed weapon in the final version. 
The blade's primary attack is a quick downward 
slice, while the far more powerful uppercut lunge 
leads to an almost guaranteed one-hit kill. 

Even with the comprehensive improvements in 
graphics, sound, and gameplay, everything still 
feels balanced and familiar. Expectations are 
alarmingly high for Halo 2. All we can say is this: 
Everything we've seen is even better than we had 
hoped. ■■■ 



IT'S GREEK TO ME 
lhe story of Kratos is obviously heavily influenced by Greek 
mythology, but friends of Zeus shouldn't be offended if it's not 

one hundred percent accurate to its source material - God of War definitely 
takes a few liberties. For example, Medusa was an individual ( one of three 
creatures called Gorgons), not a species. lhe title's producer David Jaffe said 
that the game was inspired by movies like Clash of the Titans and Jason and 
the Argonauts - both great movies to be sure, but not exactly completely 
faithful to the mythes of the Greek gods. 

:• previews 

Pl.AYSTATION 2 

God of War 
> STYLE 1-l'IAYER ACTION > PUBLISHER SONY COMP\/Tl:R ENTERTAINMENT M1ERICA > DEVEl.OPEII SONY COMP\/Tl:R 
ENTIRTAINMENT AMERICA SANTA MONICA STUDIOS > REI.EASE SPRING 2005 

WAR BREAKS OUT AT E3 

T 
his yea(s E3 convention saw the public 
unveiling of many fantastic games, but 
few had the attendees buzzing like Sony's 
God of War. Possibly the most talked about 

game of the show, God of Wa(s fast-paced hack 
n' slash gameplay has drawn positive comparisons 
to the original Devil May Oy and has action fans 
around the world clamoring for more. 

God of War is the story of Kratos, an ex-Spartan 
soldier known as the most vicious in all of Greece. 
His secret is that he has been possessed by Ares, 
the God of War. Tired of his life of bloodshed, 
Kratos sets off to kill Ares by opening Pandora's 
Box. Depending on the playe(s actions, Kratos may 
emerge as Ares' replacemen~ or he may end up 
dead. While the story is told in flashback, there are 
still multiple endings to be earned. 

Though God of War will feature some creative 
(and slightly twisted) puule-solving elements, 
the real attraction of the title is its combat Kratos' 
weapons are two blades chained to his wrists, 
which eon be used as swords up dose and flails 
at a distance. Kratos eon easily whip enemies into 
the air for juggle combos, take on multiple foes at 
once, and unleash devastating magic attacks. 

lhese intense combat tactics would be enough 
to make for a great action title, but God of War 
goes one better with its context-sensitive kills. 
After weakening foes with normal attacks, certain 
enemies eon be finished off with killer moves that 
require hitting a series of buttons as they flash on 
the screen. For example, Kratos eon pull the wings 
off of a flying enemy, sa,le a giant and deliver a 
series of deadly blows to the back of its neck, or 
twist a Medusa's head dean off! 

lhe intense action of God of War will unfold in 
a variety of Greek-themed environments and set
tings. Kratos will find himself battling foes while 
swinging on ropes, fighting through raging riivers, 
and dueling with enemies atop mountain cliffs. 
All of these areas are alive and interactiive - back
ground environments will crumble and fall behind 
you, and NPCs will battle monsters to the death 
as you look on. We had a chance to witness the 
chaos that is God of War firsthand at E3, and we 
have a feeling that it has a lot more to offer which 
has yet to be revealed. Without a doub~ 
God of War is one of the most exciting titles of 
2005. ■■■ 



PC 

Splinter Cell 3 
> STYU 1-l'IAYER ACTKlN (UP TO 4-l'LAYER VIA ONLINE)> PUBLISHER UBISOFT > DEVELOPER UBISOFT MONTREAL> RELEASE FALL 

SAM'S SURPRISE RETURN 

A 
lthough the phenomenal Pandora 
Tomorrow only recently crept on 
to store shelves, another Splinter 
Cell title has already emerged 

from the darkness. The tentatively named 
Splinter Cell 3 was unveiled at E3, and 
word is that it will be on shelves before the 
end of the year (for PC at least - console 
release details are still forthcoming). 'Miile 
solid information on the title is harder to 
find than a corpse in a dark room, the E3 
demo did show off the title's amazing 
graphics and some impressive new fea
tures. 

Just as Pandora Tomorrow was a step 
up from the original in terms of visu-
als, Splinter Cell 3 has improved on the 
second title's stunning graphics. We wit
nessed new graphical enhancements such 

as Sam's suit growing progressively shinier 
the longer he was in the rain, dynamic 
lighting emanating from road flares, and 
real-time reflections off of shiny wood 
floors. We have a feeling that these are 
just small tastes of the visual splendor that 
awaits us. 

Of course, the graphics are not the only 
thing that have been upgraded. Sam has 
some new moves and tools - for one, 
he can now hang from an overhead pipe 
with his legs in order to grab a guard and 
snap his neck! He also finally has a knife 
available, which can be used for cutting 
through cloth (and human flesh). A new 
meter has also been added, which displays 
how much sound Sam is making. so visibil
ity is now only half of staying hidden. The 
multiplayer that debuted in Sam's second 

outing is returning as well, and looks like 
it has a tremendously increased emphasis 
on cooperative play. The Shadow Nets 
can now give each other boosts to reach 
high ledges, pull each other up on rappel 
lines, and even use each other as human 
ladders. 

We're certain that Splinter Cell 3 will 
have a plethora of surprises when it hits 
later this year. We expect both Sam and 
the Shadow Nets will have many more 
fantastic upgrades, and we haven't even 
seen the meres at all yet. The story, as 
always, should be a high poini and will 
certainly contain many twists and turns. 
The Splinter Cell series has always been 
the pinnacle of stealth/action games, and 
it looks like the third entry will continue to 
raise the bar. ■ ■ ■ 





■ Th@ most fe-1rsome 
b@ast of the Himala:• 
y1s: an ape riding a 
zombie yak 

GAMECUBE 

Donkey Kong: Jungle Beat 
> STYI.£ 1 OR 2-1'1.AYER ACTION > PUBLISHER NINTENDO> DMLOPER NINTENDO> RELEASE 2005 

TURN THE BEAT AROUND 

I n real life, training monkeys to follow orders 
based on sound requires a large investment 
of time and effort Fortunately, all it requires in 
the video game world is a pair of drums and 

an unbridled willingness to make a fool of your
self. In a daring move to smooth over the age-old 
rivalry between video game geeks and band nerds, 
Nintendo is combining the rhythm game phenom
enon Donkey Konga with the old school Donkey 
Kong Country platformers in a wacky little hybrid 
that is easy to pick up, but difficult to put down. 

All movement and action is controlled using 
the Donkey Kong Bongo controller. Banging on 
the left and right drums makes DK take off in 
that direction. If you tap slowly, he ambles at a 
leisurely pace. If you beat faster, he runs, building 
up speed. If you hit both drums at the same time, 
DK jumps into the air, leaping over obstades and 
dinging to the walls around him. At any time, on 
the ground or in the air, you can dap your hands 
together to send out a sonic wave, which can 
take out enemies and collect items like bananas 
(surprise, surprise). If this doesn't sound entertain
ing to you, then you need to go to the doctor and 
have your fundocrine glands checked. 

Even more impressive is the fact that the game 
features much more than platforming. The build 
we played at E3 had us engaging in a gentleman! 
match of fisticuffs with another irate, 10-ton 
gorilla. By dapping as your opponent punches, 
DK dodges out of the way, and then delivers a 

flurry of counter-attacks as you frantically beat the 
drums to squeeze in that finishing blow. 

Tapping into the same •everyone can do it" 
vein as Sony's EyeToy, Jungle Beat is fun for 
anyone with two hands. Yes, your arms might get 
exhausted, and your palms could become raw 
and swollen from excessive impact, but it is the 
most fun you can have injuring yourself short of 
getting into a knife fight with Bob Sagat. That guy's 
hilarious! ■■■ 



PL.AYSTATION 2 

Gran Turismo 4 
> STYLE I OR 2-PLAYER RACING (UP TO 6-PLAYER VIA ONLINE}> PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA 
> DEVELOPER POLYPHONY DIGITAL > REIIASE NOVEMBER 

HISTORY OF CARS 

E 
veryone has been chomping at the bit to 
get their mitts on more tracks and cars 
from Sony's upcoming opus, Gran Turismo 
4. Thankfully, the higher powers delivered 

at this year's E3 in LA by spilling the beans on a 
few new modes, letting gamers loose in a few new 
tracks, and offering up the scoop on some interest
ing details. 

GT Photo Mode made its worldwide debut at the 
show and offers what (at first glance) is an odd 
option - the entire point is to take pictures of your 
ride in a variety of exotic locales. Places like the 
Piaua San Marco, Shibuya, Tsumago, and Sagano 
can be picked from the included 16 locations and 
50 tracks, and players will use life-like photogra
phy tricks to make the shots more compelling. 
Various lenses, motion blur, films, and filters will be 
offered, and the results can be outputted to a USB 
printer or saved on memory cards. Some of the 
game's online functionality includes sharing and 
trading the shots over the web. 

Online options aren't limited to stat tracking or 
photo sharing, though. Up to six players will be 
able to race head-to-head, with chat and lobby 
discussions built right in. Specifics regarding spec-

tators, trading, and time penalties are still up in 
the air. 

Also playable and brand-spanking-new at E3 
were three tracks: Capri, a Hong Kong street track, 
and Nurburgring Nordschliefe. Generally refer
enced as one of the craziest race courses in the 
world, Nurburgring is a white-knuckle inducing 
rollercoaster ride featuring 73 corners in a quick 
20.8km. While it has appeared in a handful of 
games, it's usually in a more interpretative form. 
Not so in this version. The course is replicated in 
GT 4 so exactly that the differences between the 
in-game and real-life track are less than 15mm ( or 
2/3 of an inch). 

Still, surprises and attention to detail just 
wouldn't stop coming while we were playing GT 
4 at the show. The cars can be organized by, in 
addition to the usual categories, the year that they 
were produced! It's Polyphony's obvious love of 
cars and completist attitude that is really putting 
this title ahead of its competitors. Well, that, and 
the smoking car models that make our jaws drop 
every time. GT 4 is gorgeous, and the goal of cre
ating a library of history's automobiles is certainly 
on the way to becoming a joyful reality. ■ ■ ■ 



:• previews 

Jade Empire 
> STYLE I-PLAYER ACTION/RPG> PUBLISHER MICROSOFT GAME STUDIOS 
> DMIDPER BIOWARE > RELEASE FIRST QUARTER 2005 

HANDS OF FIRE 

I t's been a while since we first 
reported on BioWare's Xbox action/ 
RPG, and we were starting to get so 
anxious to actually play the damn 

thing we sent a few covert ops editors 
up to the company's Edmonton office. 
Unfortunately, BioWare CEOs/doctors 
Greg Zeschuk and Ray Muzyka must have 
stopped them at the door and injected 
them with something, because our spies 
haven't been able to utter a word since 
their return. Come to think of ii maybe 
they did play ii because after our own 
hands-on time with the title at E3, we're 
simply stunned. 

When we did our cover story on the 
game last fall, the team clearly had its 
priorities in order, but some of the more 
tangible aspects of Jade Empire were still 
up in the air. We can now say, however, 
that the title's interface and gameplay 
are as solid as can be. The game offers 
30 different fighting styles, and you'll 
switch between them by hitting the d-pad. 
Executing combat moves is mapped to 
the face buttons; A and X are normal and 
strong attacks, respectively, while B is for 
parrying, and Y initiates your Focus, slow
ing down the movements of foes tempo
rarily. Sounds simple enough, but there 

are plenty of options 
here. You can simultane
ously hit the two attack 
buttons, for example, to 
do a clearing attack. There 
is a normal parry, or you 
can hold and use your analog stick to per
form sweeping dodge acrobatics. Finally, 
the black and white buttons control your 
special Chi attacks and the transformation 
into your demon forms - larger and more 
devastating versions of your already bad 
self. Experimenting with the fighting styles 
is a discipline in and of itself, as you might 
paralyze an enemy in stone and then 
obliterate them into a million pieces with a 
powerful palm strike. Managing your con
troller isn't your only concern. One area 
we played had us fending off about five or 
six minions as a giant monster chased us 
around a city's streets. Another was set in 
a cave where the only way out of trouble 
was to bring down the house by collaps
ing five support columns. 

Although the timing is more deliberate 
than a straight action game combo-fesi 
you'll be amazed at the possibilities as you 
fly around the controller and unleash all 
sorts of magic, melee, and weapon-based 
attacks. Sometimes you'll have friends 

fighting in the background who you'll help 
after finishing your foes, but you cannot 
switch and control them. Changing earlier 
plans, your companions won't stay put at 
a central stronghold, but will follow you via 
a home camp that moves throughout the 
game. Also, travelling in your dragon ship 
has been more fleshed out through a top
down minigame which plays similarly to 
an old-school shooter like Galaga. 

In fa~ the adventure is just beginning, 
as we can't wait to see what the game's 
like once this destructive gameplay is 
dropped into the context of your character 
as he/she progresses through the story 
(including good and bad paths) - some
thing we know that BioWare is a master 
of. We can understand how the combat 
structure of Knights of Old Republic could 
have turned some people off, but if you 
own an Xbox and don't check this game 
oui we might have to send the doctors 
to your house to put you to sleep like a 
dog. ■■■ 



GAMECUBE 

Resident Evil 4 
> STYl£ I ·PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER CAPCOM > RELEASE WINTER 

SOMETIMES I RUN 

W 
hen we broke the Resident Evil 
4 story in our March issue, a lot 
of hands-on impressions were 
induded. At this yea(s E3, we 

got more play time and are pleased to see 
that the fast-paced intuitive action, context
sensitive controls, and first-person feel 
are sharper and even more fun than we 
remembered. Capcom is breaking the rules 
with this entry, but the development team 
is also making a game so 
welkrafted that even the 
initially disappointed die
hards will be converted. 
Just you wait and see. 

V\/hat wasn't available 
to play, but we did get 
to see in the company's 
media presentation, was 
more information on 
Leon's mission, his young 
companion, and some 
of their interaction. The 
quick and dirty version of 
the story starts six years 
after the decimation of 
Raccoon City. The govern
ment has destroyed the 
Umbrella Corporation and 
Leon is now a federal agent tasked (in 
this mission) with finding the President's 
daughter. 20-year-old Ashley is not trained 
for any sort of combat - in fact, she looks 
like she's trained for trips to The Gap and 
not much else. After finding her, a large 
part of Leon's struggle is going to be keep
ing the girl alive. 

We saw Ashley trailing Leon. VVhen he 
turned around and drew his gun, Ashley 
ducked to avoid the shot We were also 
told that when, for example, Leon jumps 
out of a window to escape, players must 
consider if Ashley will be safe where she is 
or if she can perform the same maneuver. 
Unlike Resident Evil O's multiple character 
setup, it appears that there will be few 
'safe' places to leave a companion. Other 

exciting possibilities we were shown 
include Ashley slung over the shoulder of 
an enemy. Requiring pinpoint accuracy, 
Leon is able to shoot the abductor and 
leave Ashley unharmed. 

The enemy Al knows that she is really 
the valuable, but also very weak, target. 
They will constantly go after her and the 

player must keep her from harm at all 
costs. Both in the videos we saw and the 
time we spent playing RE 4, it was terrify
ing how quick and perceptive the enemies 
actually were. The smattering of lumber
ing zombies is gone and replaced with 
overwhelming hordes of villagers wielding 
pitchforks, chainsaws, and torches. 

But enemies aren't the only ones with 
interesting weaponry - we also saw Leon 

using a rocket launcher, 
catapul~ and Gading gun 
extensively. In addition, during 
a fight with the large ogrish 
fellow pictured above, the 
Action Button feature was 
used to make Leon duck a 
swift blow and, when picked 
up by the enemy, stab him in 
the arm to escape. Although 
the scene wasn't playable, we 
also saw a sequence inside 
what looked to be a church. 
Leon jumped to a chandelier 
and used his momentum to 
swing to the other side and 
attack an enemy we hadn't 
seen before - monk-like foes 
with strange masks. 

Overall, the feel of the new Resident Evil 
is much more realistic. The graphics are 
undeniably gorgeous, and the gameplay? 
Delightfully exciting. We can't wait to see 
what else the team has hidden up their 
sleeves in this entirely new vision of the 
Resident Evil saga. ■ ■ ■ 

:• previews 



While the editors here at Game 
Informer always thought we 
were on the cutting edge of slick 
rides and profilin' lifestyles, DUB 
Magazine quickly taught us that 
the 15" rims on our Ford Focuses 
weren't where it's at. Featuring 
customized autos riding on 26" 
rims and more movie screens 
than your local cineplex, DUB 
Magazine is basically a car-only 
version of Cribs, where you get 
an inside look at the fashions 
and Ferraris of today's rich and 
famous. 

PLAYSTATION 2 I XBOX 

Midnight Club 3: 
DUB Edition --= 

> STYLE I-PLAYER RACING (UP TO 8-PLAYER VIA PS2 BROADBAND OR XBOX LIVE) > PUBLISHER ROCKSTAR GAMES 
> DMLOPER ROCKSTAR SAN DIEGO > REI.EASE FOURTH QUARTER 

THE O.G. OF STREET RACING 

R 
ockstar San Diego isn't shy about let
ting us know that they, not Electronic 
Arts, are the innovators in the street 
racing genre, and with DUB Edition, 

Rockstar plans to prove it 
'We like to set trends," remarks Jay Panek. 

producer of the title. 'We have been doing 
open cities since the original Midnight 
Club, and I can promise you it's not easy to 
create an open city you can drive around in 
at 120 mph." 

To raise the street racing ante once again, 
Rockstar has partnered with DUB Magazine, 
one of the car industry's premiere automo
tive lifestyle magazines, to work as creative 
consultants on Midnight Club 3. Rockstar 
also went to the auto and motorcycle 
industry to ensure that the title will match 
any car fantasies you might have. Featuring 
over 50 licensed vehicles, from a $150,000 
Mercedes-Benz to a macked-out cadillac 
Escalade, DUB Edition wants to have it all. 

Motorcycles are once again 
a featured part of the 

game, and will account for about 10 to 15 
percent of the overall vehicle count Rockstar 
already has a commitment from Ducati, 
but expect other manufacturers to climb on 
board as the game nears its holiday release 
for Xbox and PlayStation 2. DUB edition will 
also include choppers, which the company 
promises will feature reputable chop shop 
licenses (you can just see the West Coast 
Choppers announcement coming). 

Of course, what are licensed vehicles 
without an extensive list of body and perfor
mance kits? Expect to see an impressive list 
of tweaking options that Rockstar promises 
will leave EA's Underground in the dust, 
including layered paint jobs that will let you 
set up to frve different colors on your ride. 

Offering three living and breathing cities for 
the player to race, expect to be dauled by 
gigantic renderings of the streets of Atlanta 
(time to get crunk!), Detroit (Motor City 
madness), and San Diego (the place were 
the street racing phenomenon originated). 

For all these exciting new features, per
haps the biggest is the addition of damage. 

'We are crumpling the cars," proclaims 
Panek. It's a shame that we are 

going to have to smash up 
our pimpin' ride after we 
plaster it with body kits, 
suspension packages, 
turbo upgrades, and 
custom wheels; but it 
wouldn't be a game 
if you couldn't do the 
things you can't do in 
real life. ■■■ 



Mlhllfohii•HRMH•M 
XBOX 

Fable 
> STYLE 1-PlAYER ROLE-PlAYlNG GAME> PUBLISHER MICROSOFT GAME STUDIOS> DEVELOPER BIG BLUE BO)(/1.lONHEAD STUDIOS 
> RELEASE SEPTEMBER 

THE NEW AESOP'S 

L 
ife can seem complicated. There are a lot of 
choices and changes, and every single one 
alters the path you're on. In other words, 
just being alive makes for some pretty inter

esting stories. The developers of Fable are counting 
on exactly that as they put the finishing touches on 
this long-awaited RPG for Xbox. From childhood 
through old age, you'll control every aspect of your 
character's growth as they shape the complex 
world around them. 

We finally got some hands-on time with this game 
at E3, and saw many of the features we've been 
hearing about for so long in action. Your hero could 
easily become a champion of the innocent right-
ing wrongs and defeating evil wherever he goes. 
Become truly angelic, and you'll see a halo and but
terflies surround your head. On the contrary, your 
hero might not be a hero at all. Ignore suffering and 
pain in the world - or worse, contribute to it - and 
your little evildoer will begin to sprout horns from 
his devilish head. In one instance, we came across a 
man cheating on his wife, who was willing to pay us 
off to not tell her. At this point several options pre
sented themselves: Don't take the money, and go 
tell the wife. Alternately, take the money and don't 
tell the wife. But perhaps the most nefarious option 
was to take the money, tell the wife anyway, and 
earn the lifelong enmity of the adulterous husband. 
Making these sorts of moral decisions 
will affect the person that you'll become. 
Every action has consequences. 

As another example, consider the 
local pub. As your character drinks, his 
renown will increase - for the common 
people appreciate a hero who can mix 
with the crowd. His attractiveness to the 
bar girls will skyrocket and he'll start 
receiving propositions from his admir
ers. However, if our frolicsome hero 
drinks one too many, he'll find himself 
(in the eminent words of the developer 
we spoke with) "shouting for his car
roty friend, Ralph." This, if you couldn't 
guess, is something of a tum-off to the 
ladies, and your renown will plummet. 

Every aspect of the game has this detailed level of 
interactivity. 

The combat mechanic for Fable is based entirely 
in real time, where you'll have to use either tradi
tional fantasy style weapons or fall back onto the 
use of one of 15 upgradeable spells. The right 
trigger will act as a 'shift key" that changes the func
tion of the face buttons, thereby allowing for added 
combat flexibility. If you aren't careful, you'll suffer 
wounds that will leave behind a lifelong mark - par
ticularly grievous injuries will scar your wandering 
adventurer. You'll discover an entirely open coun
tryside is available for exploration. Housing hun
dreds of NPCs and creatures, along with multiple 
cities, the world you wander will have a dynamic 
weather system that changes from day to day. You'll 
encounter other questing explorers, and establish 
relationships of competition or cooperation with 
them. Rnally, when you eventually tire of your 
gaunt and weary traveler - as twilight begins to fall 
on a long and noble (or ignoble) life - you can 
begin anew. And this time you'll have an entirely 
different experience with entirely new choices. 

Much like the proverbial tortoise, this title has 
been long in finishing the race. But from our per
spective, the slow and steady progress may result in 
one enormously intricate game when Fable finally 
tells its story this fall. ■ ■ ■ 



Final Fantasy XII 
> STYLE l·PlAYER ROL&PlAYING GAME> PUBLISHER SQUARE ENIX> DMLOPER SQUARE ENIX> RELEASE 2005 

BREAKING THE WAVES 

I n the beginning of May it was 
announced that Final Fantasy XII 
wouldn't debut in Japan this summer 
as anticipated. Instead, the game would 

ship sometime in the winter of 2004 or 
spring of 2005 - officially nixing any hopes 
American gamers had of seeing the title 
sometime this year. Square Enix expressed 
the desire to improve the overall quality of 
the game and ensure that it will satisfy the 
rabid FF fanbase. 

So what does that mean for what we 
played on the show floor at E3? We sus
pect that the big changes shown in this 
latest build are what require the extra time 
to perfect Final Fantasy XII seems to be 
most succinctly described as a single-player 
MMORPG. 

Wandering through a jungle-like path full 
of branches, twists, and turns, players can 

see enemies and avoid clashes if they so 
choose. Also, full camera control is given to 
gamers and the title's fully-3D landscapes 
are lush and interesting - arguably rivaling 
earlier entries in the series that used more 
pre-rendered backgrounds. Because of this 
free-roaming environment. the random 
attacks of FF past are gone and this ability to 
see enemies in advance should (if the game 
is balanced correctly) offer some new strat
egy in combat 

FF Xll's battle system is the real story here 
and was met with a mixed reception on the 
show floor. Generally speaking. the action in 
battle is quite a lot like FF XI - except that 
the player controls the whole group instead 
forming a party with real, live humans like 
in the series' MMO. What we saw was a 
three-person lineup of active combatants 
that can be switched out with the other party 

members (at least six characters make 
up the whole team, perhaps more) at 
any time. 

Players can run around at will during 
battles (again, like FF XI), control the 
camera, and have hands-on decision
making with one character at a time. The 
rest of the team can be managed with what 
Square Enix is referring to as the Gambit 
system. This mechanic allows players to 
set certain Al patterns for each member of 
the team and then let the Al make specific 
decisions. 

By the time the game releases, there will 
be around ten different Gambits to assign 
to each character. The most straightforward 
was "All Attack." but other options include 
behaviors like healing the party, focusing on 
distance attacks, using magic, etc 

Although there was a lot to see in the 

show demo, there are still a lot of questions 
to be answered. Things like how much does 
a charactef s position in battle effect the 
attacks? Does the Gambit system's Al hold 
up in heated battles, and how does the auto
matic use of limit-break-esque like attacks 
play into planning larger-scale encounters? 
That's a lot to contemplate, but with nearly 
a year until any Stateside release, we've got 
some time to think about it. To be perfectly 
honest. the game made such an impression 
that we haven't stopped wondering. musing. 
and generally hypothesizing about it since 
our hands left the controller. ■ ■ ■ 



PL.AYSTATION 2 I XBOX I GAMECUBE 

Goldeneye: 
Rogue Agent 

> STYU l·PlAYER ACTION (MUIJlPlAYER IBO) > PUB USHER ELECTRONIC ARTS > DEVELOPER EA LOS ANGEi.ES 
> REI.EASE FALL 

IT'S GOOD TO BE BAD 

A 
!though not all Bond villains are 
as cool as Oddjob or Jaws (Gustaf 
Graves ... what's up with him?), it's 
still about time for the bad guys 

to get their moment in the sun. EA knows 
about your desires to join the dark side, 
and Goldeneye: Rogue Agent is the perfect 
way for you to get your evil on. 

A spiritual successor to the N64's 
Goldeneye, Rogue Agent puts you in the 
shoes of a 00-Agent wannabe who gets 
kicked out of MIG. Eventually, you find 
yourself in the employ of Auric Goldfinger. 
In an exchange with Dr. No's forces, you 
lose an eye, only to have it replaced with a 
synthetic golden one by your boss. Armed 
with your new nickname "Goldeneye," you 
set out for revenge against Dr. No. 

As Rogue Agent puts you in control of 
a bad guy, expect to notice some nasty 
elements in the gameplay. You can take 
hostages to use as human shields, execute 
those who are begging for their lives, and 
use the environment against your foes in 
diabolical ways. Of course, your opponents 

won't sit idly by and allow themselves to 
be killed; Rogue Agent features some of 
the best enemy Al around. Using some
thing called the "E.V.1.L Al Engine," enemies 
will actively seek cover and adapt to your 
tactics. They will try to flank you, work their 
way behind you, and otherwise try to end 
your life as quickly as possible. 

Both single and multiplayer modes will 
take advantage of some completely new 
features that should make gamers cackle 
with evil glee, such as a mechanic called 
'visual cover': If there is no solid cover 
around, you can jump behind something 
that lessens your visibility. Although they 
don't make you impeivious to bullets, 
smoke and frosted glass do make you 
harder to see, and thus harder to hit 

The villainous theme of Rogue Agent 
should help it stand out in a crowded 
lineup of first person shooters. \Afiether it 
lives up to its revered namesake remains to 
be seen, but one thing is for sure: the dark 
side of the Bond universe is sure looking 
pretty sweet ■ ■ ■ 

The Offroad Fury games have always 
been known for their realism, and a 
good example of Just how m depth they 
get 1s the terrain types. ATV Off road Fury 
3 will feature SIX types of terrain: grass, 
mud, snow, dirt, ice, and water. Each of 
these types will have distinct handling 
properties that will noticeably affect how 
your ride feels. 



XBOX 

Forza Motorsport 
> STYlE I Oil 2-l'IAYER RAONG (UP TO &-PIAYER VIA xeox lM) > PU BUSHER MICROSOFT GAME STUDIOS 
> DEVDDPER MICROSOFT GAME STUDIOS> REI.EASE HOUDAY 

RE-DEFINING THE XBOX WHEEL 

F 
or Italian racing fans, the \NOrd forzo is 
a triumphant ay yelled as their driver 
flies by. Forza Motorsport, then, is an 
apt title for a game that product man

ager Scott Lee says should make Xbox fans 
quite happy. "Our first-party group wanted 
to create the most realistic driving simulator 
on Xbox. a game that 1NOuld give people 
who have a passion for cars and racing the 
ultimate ride. We felt like the simulation space 
was a bit underserved." 

Microsoft goes after Gran Turismo? Well, 
why stop there? Forza isn't just about giving 
you a bunch of realistic rides - it does that 
and more. If there's an overall philosophy 
for Forza, it is that it's all about the cars. 
The game shares this with GT, but it also 
wants to go one step further. You may 
have been reluctant to tweak your car's 
settings in GT, but this game doesn't want 
you to be afraid to get your hands dirty. It 
encourages upgrading your car by giving 
you an endless stream of customizable 
parts, so if you played Need for Speed: 
Underground and wanted more than just 
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cosmetic changes to your ride, then Forza 
is for you. Hood scoops, chameleon paint 
front spoilers, weight reduction, and the like 
help you personalize your car to the nth 
degree. Moreover, Microsoft wants play-
ers to actually understand and feel what 
each part plays in the performance of your 
car - something that has been next to 
impossible for casual gamers so far in the 
genre. However, creating this four-wheel 
love affair is key to Forza, says Lee. "VI/hat's 
important to people is the ownership 
experience with the car. I own cars that will 
own you.• Of course, this will transfer online 
(which accommodates up to eight people), 
where you'll not only be comparing your 
opponents' racing line, but their individually 
designed skin as well. 

Forza will sport more than 60 manufactur
ers, including Ferrari, Mercedes-Benz, and 
Porsche, but Lee stresses that Microsoft 
Game Studios doesn't want to get into a 
numbers war with Gran Turismo. Besides, 
Lee finds that not all the cars in Sony's 
franchise are winners, anyway. "INe're not 

going to feature the Honda 
Odyssey. [Our game has 
cars] you are going to want 
to race on the track." One 
area in which the team is 
breaking away from GT is in c..,...:.,_....--..;::!m•~ 
the damage to your vehicle. who are your Al teammates. They will 
Not only is it allowed (we've banged up learn the techniques you use on the track, 
a Ferrari in the game and shed a tear for enabling you to use these Drivatars to race 
every flake of paint that came off), but courses for you. In the build we saw, this 
repairs to your car will come straight out of feature wasn't implemented, so it remains to 
your wallet too. be seen exactly how smart these teammates 

Having to fiddle with your ride and pay for will be. If you have a habit of hitting the 
the damage sounds like Forza's career mode outer wall, we don't imagine you'd want your 
could have a pretty wicked learning curve. Drivatars to follow in your footsteps. 
Worry not however, as Lee assured us that "VI/here is the definitive console sim [racer] 
players will have a wide variety of races to on the Xbox?" Lee asks. He isn't posing a 
pick from at any one time. The team wants rhetorical question to us. This is a specific 
to prevent gamers from hitting that experi- area that neither RalliSport 2 nor Project 
ence wall and resorting to re-racing past con- Gotham Racing really tries to address. Forza 
tests just to raise up enough money to move Motorsport is a game that has been two 
on. Lee couldn't give too many specifics, but years in the making, and which might do 
we imagine the game will use a tier structure more than just fill a hole for the system - it 
similar to RalliSport Challenge 2. The career could gamer the moniker of ' flagship title" on 
mode will also keep you busy with Drivatars, the console. ■ ■ ■ 



GAME BOY ADVANCE 

The Legend of Zelda: 
The Minish Cap 
> smE I TO 4-PLAYER ACTION/ROLE-PLAYING GAME> PUBUSHER NINTENDO> DMLOPER 
CAPCOM/FLAGSHIP > RELEASE 2005 

HONEY, I SHRUNK THE HYLIAN 

N 
intendo has enlisted the 
development muscle of 
Capcom to create an original 
Zelda adventure for the 

Game Boy Advance. Now, before you 
get your Invader Zim boxer shorts in a 
bunch and think about egging Shigeru 
Miyamoto's house for letting another 
developer tinker with his sacred Zelda 
franchise, let us remind you of the 
brilliant Orade of Seasons and Ages 
titles for Game Boy Color. That's 100 
percent Capcom, baby! 

Much like the Oracle titles, Capcom 
is playing the role of innovator, and is 
adding a new dimension of gameplay 
to the classic Zelda formula. By 
donning the Minish Cap, which just 
happens to be a sentient entity, our 
pantyhose-wearing hero gains the 
ability to shrink in size. In microscopic 
form, Link will be able to squeeze 
into the narrowest of cracks, ride the 

smallest of leaves, hide in blades of 
grass, and even enter miniature dun
geons (think about the model from 
Zoolander). Furthermore, from an 
ant's perspective, an ordinary enemy 
now possesses boss-like proportions. 

In addition to this inventive play 
mechanic, Link will wield a new 
weapon that features vacuum-like 
powers. Vvlth this tool, cobwebs can 
be sucked up, air can be captured 
and released in a powerful gust, and 
elastic objects can be stretched and 
flung. As of now, no details have 
been given about the plo~ but we do 
know that Link is hunting for Kinstone 
fragments. 1/Vhen a Kinstone is forged, 
secrets of the land are revealed. 

Nintendo was also quick to note 
that The Minish Cap will feature four
player support, but wouldn't divulge 
anything outside of this. ■ ■ ■ 

:• previews 

GAMECUBE 

Advance Wars: Under Fire 
> 5TYU l·PlAYER ACTION > PUBUSIIEJI NINTENDO > D£YWIPU KUJU ENTERTAINMENT> REI.EASE 2005 

WAR GROWS LARGER 

J 
ust like the recently 
announced Fire Emblem 
game, the popular 
Advance Wars GBA 

series will see a new entry on 
its grown-up purple cousin, the 
GameCube. We have a grown
up purple cousin too; his name 
is Stewart and he's allergic to rai
sins. Fortunately, Advance Wars: 
Under Fire is looking a lot cooler 
than Stewart. The tum-based 
strategy format of the GBA bdes 
has been replaced with fast
paced 3D action, which com
bines the series' tactical roots 
with run and gun action. 

The player will view the pro
ceedings like an omnipotent 
god, but at any time you can 
choose an individual unit to 
control, and make the rest of 
their squad follow your lead. 
1/Vhile you can only control a 
small number of units at one 
time, the rest of your forces will 
act on their own volition and 

■ '"Look at ml!, Sarge! 
I'm• bushr 

take on the enemy. Although 
the Al soldiers can certainly fend 
for themselves, intelligent tactics 
are the key to success, and your 
guidance will be needed. Lead 
your troops well, and they may 
earn promotions, which makes 
them more efficient killing 
machines. 

These powered-up troops 
and vehides will be essenbal 
to winning your war, as each 
mission will present you with 
multiple goals. You can switch 
which units you control on the 
fly to send troops towards differ
ent objectives. This may sound 
chaotic, but cousin Stewart man
ages to effortlessly Juggle his 
love of Dungeons and Dragons, 
the 81km1 Carwash mov,es, and 
Wetrd Al, and we ImagIne that 

for the console version. The 
version shown at E3 revealed 
multiple types of troops, tanks, 
helicopters, and much more 
military chaos. Obviously, Under 
Fire is a huge departure from 
the GBA titles, but it looks like 
it should please fans of the 
series and newbies alike. 1/Vhen 
Advance Wars: Under Fire is 
released sometime next year, 
we'll be among the first to 
enlist ■ ■■ 

-,,,,1 

managing various squads Is { 1 much more tolerable. \... 
The Advance Wars games are 

some of the best titles on the 
GBA. and we have high hopes 



PLAYSTATION 2 

Kingdom Hearts II 
> STYLE I-Pl.AYER ACTIO~ > PUBLISHER SQUARE ENIX> DEVEIDPER SQUARE ENIX> RELEASE 2005 

A MAGICAL REUNION 

M 
ickey Mouse kicks 
ass. lhis is a state
ment that you 
would likely never 

hear from a grown adult Come 
2005, we have a feeling that 
you'll be hearing it quite often 
when Kingdom Hearts II hits the 
market In the first game, Mickey 
was a non-factor and only made 
a brief cameo at the end of 
the adventure. Series director 
Tetsuya Nomura has hinted at 
the possibility of Disney's big 
ears playing a much larger role 
this time around. In the footage 
that we've seen thus far, Mickey 
has stolen the show. With his 
very own keyblade in hand, and 
his impressive mouse-tu in full 
effect, Mickey truly does look like 
the ultimate rodent avenger. We 

don't know exactly what role he 
will play, but we have a feeling 
he will be fighting at your side as 
a teammate. 

Of equally exciting news, 
we also caught a glimpse of 
Final Fantasy X's Auron look-
ing as tough as ever. Much like 
Mickey's breakout performance, 
we're hoping that the involve
ment of the Final Fantasy char
acters will be much higher this 
time around. 

Ttghtlipped as ever, Nomura 
wouldn't disclose the locations 
or Disney licenses that would 
be tapped in this sequel, but he 
did say that "there will be some 
worlds that people could easily 
imagine. And there will be some 
worlds from Disney that nobody 
would imagine." Here's hoping 

that we get the chance to kick 
field goals with Gus the kicking 
mule! 

He also went on to say that 
"reunion• is a key theme in this 
game. Many of the characters 
from the first game, such as 
Hercules and Peter Pan, will 
return and aid in Sera's quest 
against the Nobodies and a new 
evil that could tear apart the 
kingdom. It'll be interesting to 
see how the characters and their 
relationships have developed in 
the year since the original game. 

A release date has yet to be 
se~ but Square Enix representa
tives have stated that Kingdom 
Hearts II should release in both 
Japan and the U.S. in mid-
2005. ■ ■ ■ 



Call of Duty: Finest Hour 
> STYlE I-Pl.AYER ACTION (MULTIPlAYER TBD) > PUBUSHER ACTMSION > DEVUOPER SPARK UNLIMITED > RELEASE FALL 

REAL RUSSIAN, BRITISH, AND AMERICAN HEROES 

L 
ast year's Call of Duty for PC rocked 
the military FPS genre with a combi
nation of a lot of factors and an over
all high level of polish. Its sister title, 

Call of Duty: Finest Hour, is developer Spark 
Unlimited's attempt to reach a similar level 
of success on consoles. By all accounts, it's 
well on track to become the new standard in 
wargaming. 

First off, this is most assuredly not a port 
of the PC product. Finest Hour will be an 
entirely new experience, though it also 
takes place in World War II. In addition 
to participating in the siege of Stalingrad, 
players will take on the roles of both a 
British PPA commando in North Africa and 
an African-American tank battalion rolling 
through Belgium. These varied storylines 
will, however, be tied together into a cohe
sive narrative. 

Speaking of the storyline, Finest Hour 
presents it in some of the grittiest, most 
immersive cinematically-styled sequences 

seen to date. When we saw the assault on 
Stalingrad in action, we just about dived for 
cover - it is seriously that intense. Being 
part of a platoon of 15 or so soldiers trying 
to storm 
an enemy 
emplacement 
only to look 
over a hill and 
see another 
hundred of 
your comrades 
joining the 
attack behind 
you is one 
of the most 
visceral, gut
wrenching yet 
utterly exhila
rating things we've ever seen in a game. 

This leads us into the technical excellence 
present in Finest Hour. You probably think 
we're exaggerating when we say that you'll 

have a hundred allies charging alongside 
you. Maybe we are, but not by much - the 
number of onscreen characters is truly 
staggering. They're all brought to life by 

some of the 
best animation 
on consoles, 
putting yet 
another feather 
in Spark's cap. 
Along with the 
oppressive 
cloud of smoke 
hanging over 
the ruined city 
and the con
stant explosions 
and gunfire, 
these masses 

of humanity make Finest Hour one hell of 
a ride. 

Of course, all of this awesomeness is of 
no use without engaging gameplay to go 

with it The team at Spark clearly knows 
how to put together a tight console FPS 
from their members' experience on the 
Medal of Honor franchise, but that's only the 
beginning. There's a lot of variety to be had, 
whether it's surgical strikes with a female 
Russian sniper or taking on entrenched 
Nazis in accurately-modeled tanks. Also, a 
simple squad interface allows for interest-
ing on-foot missions, like leading a group 
of infantrymen on a sweep of a devastated 
city - definitely not run-of-the-mill FPS 
gaming. Team-based Axis vs. Allies multi
player (at least on the PS2 and Xbox) is also 
part of the package, though no details have 
been revealed yet 

All of this sounds like quite the tall order 
for one title, but seeing Finest Hour in action 
is enough to make anyone a believer. This 
fall looks to be a revolutionary season for 
the console FPS, and we've seen enough 
to make us want to be first into the 
breach. ■■■ 



PLAYSTATION 2 I XBOX I GAMECUBE 

The Lord of the Rings: 
The Third Age 
> STYlf I-Pl.AYER ROLE-P\.AYING GAME> PUBLISHER ELECTRONIC ARTS> DMLOPER ELECTRONIC ARTS> RELEASE FALL 

THE FELLOWSHIP 8-SQUAD 

C 
onsidering that the Lord of the Rings series 
can be cited as a major influence on just 
about every kind of role-playing game imag
inable, it is only fitting that it finally receives 

a next-generation treatment in that vein. The Third 
Age, EA's RPG counterpart to its LotR action games, 
will use a standard interface (with menu-driven, tum
based battles), but it is remarkable in the way it rec
reates the Tolkien mythes, as well as the number of 
opportunities it gives players to immerse themselves 
in an epic setting. 

You control a party of all-new characters, and 
while there is an overarching storyline, your path 
will remain very open, allowing you to freely roam 
around the world of Middle-earth. Though the game 
does have the movie license, it is not so much 
about duplicating the experience of the films as it is 
about giving the player an opportunity to explore the 
farthest reaches of the Third Age. 

But this isn't to say that there won't be any cross
over. Though you walk your own path, at many 
points you will find yourself intersecting with key 
events or characters. In one instance, we were trav
eling in the Felfowship's wake in the Mines of Moria, 

when we saw Gandalf and the Balrog on the bridge 
of Khazad-DOm. We moved in to get a closer look. 
and suddenly found ourselves fighting alongside the 
Grey Wizard against the infamous demon - and it 
was truly a foe beyond any of us. While this alliance 
doesn't exactly line up with the original story, it does 
give the player a chance to relive one of the saga's 
most pivotal moments. 

k, you progress through the game, you will have 
the opportunity to unlock missions of a less heroic 
nature as well, doing errands for the minions of 
Sauron and helping him retain control. Though the 
good vs. evil dynamic isn't nearly as involved as 
Knights of the Old Republic, it is interesting to get 
a look at things from the other side of the fence; in 
one scenario, you are actually assailing the walls of 
Helm's Deep with the forces of lsengard! 

Continuing EA's tradition with the LotR titles, The 
Third Age will feature the voices of the original 
actors, along with motion capture from the film's 
stunt doubles. If the success from its previous 
ventures carries over to The Third Age, EA is sure to 
have a title that any bookworm, film dork, or RPG 
nerd can play with pride. ■ ■ ■ 



PC 

City of Villains 
> smE MASSMLY MULTI PLAYER ONLINE ROLE-PLAYING GM1E > PU BUSHER NCSOFT 
> DMLOPER CRYPTIC STUDIOS > RELEASE 2005 

BEING GOOD IS FOR WUSSIES 

E 
verybody knows that defending the 
helpless citizenry from the depreda
tions of unscrupulous madmen 
is a just and noble cause. Some 

also regard it as the occupation of people 
who don't have the imagination to devise 
a scheme and mold the world to their 
own liking. City of Villains, the forthcoming 
expansion for City of Heroes, will allow play
ers with the requisite ambition to execute 
their own magnificent plots. 

Fledgling villains will have to prove their 
worth in order to be granted their powers 
before terrorizing Paragon City. Once 
they earn their wings, though, the sky is 
the limit. You can build your own secret 
base - though we don't know yet if things 
like shark tanks for meddling heroes are 
available. And meddle they will; huge base 
invasions involving groups of superheroes 
fighting against your own nefarious alliance 

will be possible. You see, consensual PvP is 
one of the selling points for City of Villains. 

Of course, what good is all this antago
nism without some sort of underlying pur
pose? Players will be able to come up with 
their own plans for world domination, pos
sibly involving the relics of massive power 
which hold the fate of the universe locked 
within. While it seems doubtful that game 
balance would allow any particular villain 
to actually gain control over the whole of 
creation, there's surely some mechanic in 
place to reward successful evildoers. 

Comic dorks have finally gotten a worthy 
title in City of Heroes, and this expansion 
looks to make it all the sweeter in 2005. 
Because, seriously, the only thing better 
than saving the world in spandex is taking it 
over in tights. ■ ■ ■ 



GAMECUBE 

Geist 
> STYU I TO HIAYER ACTION > PIJIUSHU NINTENDO > DEYElOPU N-Sl'ACE > RELEASE WINTER 

GET IN TOUCH WITH YOUR SPIRITUAL SIDE 

B 
eafra1d. Be ... sorta 
afraid. Be fairly con
fused. Nintendo's new 
first-person ghost title 

Geist has got our emonons In a 
big old jumble. The premise is 
so unique that we don't know 
whether to fear Geist or pant 
exatedly for rts release. You see, 
Geist places you in the role of 
John Ra1mi, a man whose spint 

has been npped from his body. 
As a free-roaming apparition, 
you'll need to possess others 
in order to find your own body 
and unravel the mystery of 
the sinister \folks Corporation. 
Throughout the course of the 
game you'll take over the bodies 
of soldiers, engineers, saentists, 
and. bowtsofdog food? 

In order to possess someone, 
first you'll need 
to work his or her 
( or its) neives. 
In order to pos· 
sess a dog, you 
might have to 
haunt their food 
and give them a 
scare. You might 
have to take over 

Does this mean that game ed1· 
tors are In danger of possession 
when we get scared by playing 
Mano Party? We sure hope no~ 
because that's some frightening 
stuff nght there. 

When characters like soldiers 
are taken over, the action 
SW1tches to a more traditional 
first-person shooter V1e.N and 
offers blazing gunplay. Nintendo 
is touting Geist as offenng two 
completely different angles of 
gameplay, and 11 It delivers, it 
will certainly be one of the most 
unique titles out there. We have 
to adm1~ we're a little skeptical 
about possessing dog food (it 
would be way cooler to possess 
some pie!), but it is interesting 
to see a spooky game from a 
spirit's perspective. Those lousy 
Ghostbusters are always keeping 
the specters down! ■ ■ ■ 

PLAYSTATION 2 

Altered Beast 
> STYLE I-Pl.AYER ACTION > PUBLISHER SEGA > DEVELOPER SEGA WOW 
> RELEASE WINTER 

RWISE FWOM YOUR GWAVE! 

M 
any gamers have fond 
memories of Sega's 
classic title Altered Beast. 
Its slurred voiceovers 

were amusing, the gameplay was 
clunky, but man, were those beast 
transformations cool! Despite the 
fact that the original Altered Beast 
has not really stood the test of time 
(It's true, fanboys - go back and 
play it), Sega is releasing a new ver• 
sion, which should please fans of 
the original and impress the new 
generation of gamers as well. 

Like the main character, Altered 
Beast has transformed: it is now 
fully 3D, and the medieval setting 
has been ditched in favor of the 
present. However, the essence of 
what made the original cool still 
remains - your character has the 
ability to transform into various 
monsters. The beast forms from 
the original are all included, like the 
bear, the dragon, and the popular 
werewolf. New forms are included 
as well, such as the minotaur, the 

merman, a bird creature, and more. 
But the similarities to the original 
don't stop there - the video dis
played at E3 showed the main char· 
acter kicking his way out of a casket. 
We assume this means the hero 
has once again been reanimated to 
take on the forces of evil. 

The protagonist of Altered Beast 
will uncover the truth about his 
past over the course of the game, 
which deals with the complexi
ties of genetic manipulation and 
the struggle between human and 
animal nature. This is a far cry 
from the simple tale of a medieval 
stooge revived to rescue a wizard's 
daughter, but we have a feeling 
fans of the original will be pleased. 
After all, the appeal of the series 
has always been unleashing your 
animal side. Personally, our animal 
side is a hamster, so we're really 
glad Altered Beast will let us change 
into something cooler. ■ ■ ■ 
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PLAYSTATION 2 I XBOX 

Mercenaries 
> STYU 1-PLAYER ACTION > PUBLISHER LUCASARTS 
> DEVELOPER PANDEMIC STUDIOS> RELEASE FALL 

GRAND THEFT AIRWOLF 

W 
hen someone asks you what 
you would do with your life if 
you had a million dollars, your 
answer is supposed to be linked 

to the kind of career you are cut out for. If 
you say, "collect model trains," you could be 
a railroad engineer. If you say, "eat ice cream 
and grow large," you could be a banana split 
inspector. But what if you answered, "cause 
widespread destruction without regard for 
ethics or human life"? You would certainly 
get a perturbed look from the person asking 
the question, but even more certain is this: 
the life of a mercenary is the life for you. 

Mercenaries, Pandemic's upcoming title 
dealing with the exploits of warriors-for-
hire, caused a lot of buu on the E3 show 
floor this year. This was partially due to the 
game's oustanding particle effects, but the 
level of freedom available is what makes 
Mercenaries truly unique. From its wide 
range of vehicles (like helicopters, Jeeps, 
and tanks) to the smorgasbord of high
powered weaponry (like shotguns, rocket 
launchers, and assault rifles), we were 
amazed by the number of options offered at 
any given time. In one case, our target was 
holed up on the side of the map opposite 

us. We could have tried to sneak past the 
garrisons guarding the area, we could have 
run-and-gunned our way through, or we 
even could have stolen a Jeep and hit the 
gas, hoping for the best. While all tempt
ing options, we chose to pursue a fourth 
possibility; we waited for a helicopter to fly 
low, at which point we grabbed on, flung 
the driver off the side, and flew into enemy 

territory with missiles blazing, humming the 
M'A'S'H theme song to ourselves. 

The game contains 52 missions, each 
one centered around capturing one of the 
infamous "Deck of 52," a list of known ter
rorists who are a threat to world stability. 
However, as our example illustrated, the 
number of ways you can approach your 
tasks is mind-boggling, especially given the 

three playable characters and their varying 
strengths and weaknesses. Plus, it never 
feels like there is a right or wrong path to 
take; the game simply puts a wide array 
of tools at your disposal, and it is up to 
you to utilize them effectively. Sort of like 
MacGyver, if Richard Dean Anderson had 
taken Man Lessons. ■ ■ ■ 



PLAYSTATION 2 

Tekken 5 
> STYU TBD > PUBLISHER NAMCO > DMI.OPER NAMCO > REI.EASE 2005 

THE KING IS DEAD; LONG LIVE THE KING 

A 
s much as PS2 owners like to com
plain about getting shafted by their 
console-specific character in Soul 
Calibur 2 being Heihachi Mishima, 

nobody can deny the impact that the Tekken 
series has had on the fighting genre. Next 
year, that legacy will continue on consoles 
with Tekken 5, though without its leading 
man. Heihachi, you see, is dead. 

stalwart that doesn't Lots of old favorites like 
Xiaoyu and Lei have been spotted, but the 
interesting part is the three new characters. 
All we know (plus a healthy dose of rampant 
speculation) is below, so check it out. 

Other than these new characters, Namco 
has been keeping mum about this latest 
foray into the King of Iron Fist Tournament 
It does have a new graphics engine, but the 
specifics about it are shrouded in mystery. 
We'll be sure to let you know anything new 
as it comes available though, so keep your 
joysticks hot and your fingers nimble. ■ ■ ■ 

Provided that Heihachi doesn't return in 
some form or fashion (knowing the liber
ties that fighting games tend to take with 
plotlines), he might be the only Tekken 

RAVEN 

ASUKA KAZUMA 
Fans of the series will immediately recognize Asuka's fighting 
style as shown in the E3 trailer. Remember the '/Jory days of 
dominating evef)'OOe around you with Jun Kaza ma? They shall 
return, albeit with a different hairstyle and more denim than any 
self-respecting fighter should wear. Apparently Tekken has to have 
a certain pe,centage of its characters connected to the foggy story 
of the Mishima family to reach critical mass on the incomprehen
sibility scale. Otherwise we'd be able to figure out what's going 
on, which would be completely unacceptable. 

You love 8/ode. Admit it - Wesley Snipes is like a fine wine, 
getting better with age. Namco apparently shares this opinion, 
which could be why this new character for Tekken 5 looks a 
lot like him, except with the steroid level of Mark McGwire. 
To make some wild guesses off of the video trailer we saw, 
Raven looks like he might be using a form of the ninjitsu that 
Kunitmitsu showcased most recently in Tekken Tag Tournament 
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FENG WEI 
Other than his Mishima-styte eyebrows and some pretty severe 
hypertrophy of the pectoral muscles, there's a whole lot of noth
ing known about the mysterious fighter called Feng Wei. He 
does have those little bangles on his wrists that are just adorable, 
though. These accessories, along with the ponytail and harem 
pants, oould imply that he's a dance-based wamor like Eddy or 
dlris1ie from prewius Tekken games. He oould mesmerize his 
opponents with rhythmic body movements, and then pounce for 
a final devastating strike. How cool could that be? Not very, actu

ally. Here's hoping he's more tradmonal. 



PC 

The Witcher 
> STYLE I-PLAYER ACTION/RPG > PUBLISHER TBD > DMLOPER CD PROJEKT > REl£ASE 2005 

WEIGHS MORE THAN A DUCK 

P olish developer CD Projekt is 
breaking the traditional fantasy 
mold of happy-go-lucky elves 
and fairies frolicking gaily through 

blooming meadows with their first North 
American offering, The Witcher. Set in a very 
dark and adult world populated with mon
sters who threaten ordinary folk every day, 
The Witcher will have players controlling a 
powerful member of the warrior brother
hood called, logically, The Witchers. Killing 
abominations for money is only the begin
ning, though - a deep and intricate storyline 
penned by famous Polish author Andrzej 
Sapkowski promises to draw gamers into 
a quest upon which the fate of the entire 
world rests. 

The Witcher is based on BioWare's 
Aurora Engine (which you may know from 
a little game called NeverWinter Nights), 
but with some pretty serious modifications. 
Motion-captured martial artists and ragdoll 

physics will lend a more authentic feel 
to the combat Additionally, hand-o-afted 
environments (rather than the tilesets of 
NWN) give the setting a more organic vibe 
and allow CD Projekt's artists much more 
freedom in creating a compelling world. 
Rnally, since The Witcher is a single-player 
only title, the engine has been optimized 
to streamline the experience and free up 
system resources for graphical treats like 
better lighting and Direct)( 9 support 

With three possible endings based on the 
moral dilemmas players will face through
out the game, cool technology over and 
above the Aurora Engine, and an atypical 
world to adventure in, The Witcher could 
very well shape up into a hell of a game. 
And hey - you could be the first person in 
your town to play a Polish-<leveloped video 
game. Unless one of your friends is a closet 
Video Strip Poker enthusiast (yes, it really 
exists, and it's Polish) . ■ ■■ 

:• previews 
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XBOX 

Dead or Alive Ultimate 
> STYU I OR 2-PLAYER FIGHTING (UP TO 8-PLAYER VIA XBOX LNE) > PUIUSIIER TECMO > DEVELOPER TECMO/ 
TEAM NINJA> IIEllASE SEPTEMBER 

STILL KICKIN' HIGH 

0 
ur interest in Kasumi and her friends 
is entirely professional. Their techni
cal specifications are always ample, 
and they seem to have a bounce to 

their step whenever they show up to work. 
That's why we' re excited to see them back 
on the job this fall in their first attempt at 
appealing to an online crowd. 

Dead or Alive Ultimate is actually two 
games in one. The first Dead or Alive never 
showed up in America - being at that time 
a Japan only exclusive. Rnally, stateside 
gamers will get to play the original version of 
the franchise presented 
in its exact form from 
1997. Along with this 
classic, there will be an 
entirely reworked ver
sion of Dead or Alive 2 
that will boast all sorts 
of redesigned features. 
A brand new engine will 
power the exquisitely 
designed characters 
through uniquely inter
active environments. 
The characters will 
have an expanded list 
of fresh fighting moves 
to try out as they battle 
opponents both offline 

and on Xbox Live. We'll see seven distinct 
modes available through Live including an 
eight player arcade-style tournament. In 
addition to the varied costume lineup from 
the numerous versions of Dead or Alive 
2 that have come before, there will be a 
plethora of brand new costumes to outfit 
your favorite character in. Another huge plus 
of this updated version is the inclusion of an 
original opening movie along with cutscenes 
designed specially for this release. Tecmo 
has also promised us a special two-<lisc 
collector's edition that will include, among 

other things, a set of 
collectible trading cards 
of the characters. 

Tecmo's not reveal
ing a lot of details on 
this highly anticipated 
title. But we think it 
might be a safe bet to 
say this: We're look-
ing at a remarkable 
remake of one of the 
greatest fighting games 
in history that should 
introduce a whole 
new element to online 
gaming. There just 
might just be some 
girls, too. ■■■ 
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Second Sight 
> STYU l·PIAYER ACTION > PUBLISHER CODEMASTERS 
> DMLOPER FREE RADICAL > RELEASE SEPTEMBER 

USING YOUR NOGGIN 

I t's probably a good thing that we can't use 
telekinesis. Between levitating sandwiches to 
our desks and giving wedgies from across the 
room, we would just waste time and cheapen 

the gift Fortunately, developer Free Radical (best 
known for its TimeSplitters series) has found a 
much more constructive and innovative way to 
implement this and many other psychic abilities in 
their newest title, Second Sight 

Though there are other games on the market 
featuring psionic powers (like Midway's Psi-Ops), 
Second Sight is far from a copycat Showcasing a 
cinematic storyline, the game has the plotline of 
an intelligent thriller rather than the standard fare 
found in many action titles. It begins as John Vattic 
wakes up in a research facility, his body bandaged 
and stitched and his mind in disarray. He doesn't 
know who he is, and he doesn't know how he got 
his powers. What he does know, however, is that 
he needs to find a way out. The story periodically 
flips back and forth in the timeline, alternating con
trol between a pre-research facility John (where he 
is a Jeff Goldblum-esque skeptical scientist) and a 
post-research facility John piecing the fragments of 
his life back together. Each scenario uncovers more 
details relating to how the two time periods con
verge, as well information about John's past and 
his extraordinary abilities. 

At various points in 
the adventure, John 
will accidentally trigger 
one of his forgotten 
powers, giving the player 
access to it from that point 
forward. Though the powers 
are pretty cool individu
ally, even more impressive 
is the way they can be 
used together in a mixture 
of stealth and action gameplay. Players will find 
several methods available to overcome obstacles, 
suiting multiple forms of gameplay. For instance, 
let's say that there is a group of guards standing 
by a door you want to get through. You can take 
the mischievous approach, projecting an astral 
image of yourself, moving it towards the guards 
unnoticed, and having it possess one of them. 
With its newfound body, your image can draw 
a gun and shoot another unsuspecting guard, 
sparking a massive firefight. The exchange of bul
lets leaves one man standin& who you can pick 
up with telekinesis and repeatedly bash into the 
wall. Of course, stealthier players can just use the 
Charm ability to invade the guards' minds, con
vincing them that John isn't even there to begin 
with. Sure, it doesn't cause as much mayhem, but 

it does make it easier 
to move about. 

Though the name 
sounds more like a 
bargain-priced sniper 
game (or maybe a 
romantic comedy 
starring Ben Affleck), 
Second Sight's awe
some psionic powers 
combined with an 
intricate story has it 
shaping up to deliver 
a payload of psychic 
action and intrigue 
when it releases this 
September. ■ ■ ■ 



PC 

Dungeon Siege II 
> STYLE I-PLAYER ACTION/RPG (MULTI PLAYER TBD) > PUBLISHER MICROSOFT GM1E STUDIOS> DEVELOPER GftS POWERED GM1ES 
> RELEASE WINTER 

SLAY EVIL IMMEDIATELY 

Y 
ou've got to respect 
Dungeon Siege, its 
expansion, and this 
forthcoming sequel. The 

name says it all, really - players 
need to fabricate heroic ass-kick
ing out of their arsenal of both 
might and magic in order to save 
the world. Dungeon Siege II is 
keeping this basic concept and 
expanding. empowering. and 
enriching it in a number of ways. 

Headlining the list of cool new 
stuff in Dungeon Siege II is a 
revamped character develop
ment system, rife with fresh skills 
and specialties. As they gain 
enough prowess, adventurers 
will be able to use dass-specific 
Heroic Powers. Hopefully these 
will live up to their name and 
dispense annihilation ( or healing 

and buffing. if you're a wussy) on 
a whole new scale. You'll need 
to know how and when to use 
them, though, as the enemies 
have much better, totally 
reworked Al. 

In addition to being smarter, 
your opponents will be tougher -
some of them will even present 
a statistical match for your party. 
This may not sound like the 
most revolutionary thing in the 
history of gaming. but in the land 
of fantasy action/RPGs it's worth 
noting. How many titles have you 
grown bored of simply because 
you were slogging through what 
seemed like an endless tide of 
weak monsters? 

Aiding players in their quest will 
be more companions along the 
lines of the pack mule - except 

more interesting. We don't know 
the specifics on any of them, 
but apparently they will render 
somewhat more useful assis
tance than merely canying your 
extra loot The word is that they 
grow alongside you and develop 
special powers much like any 
other RPG character - a more 
than welcome addition. 

All in all, there's a lot to get 
excited about in Dungeon Siege 
II. A more interactive world, with 
pitched battles potentially being 
waged around the players and a 
brand-new special effects engine 
round out what looks to be quite 
the package. Look for it to land 
in stores in time to bug your par
ents about buying it for you this 
holiday season. ■ ■ ■ 

~- previews 

GAME BOY ADVANCE 

Mario Pinball 
> STYLE I-PLAYER ACTION > PIIIUSHEll NINTENDO > DEVELOP£ll FUSE GAMES 
> IIElfASE OCTOBER 4 

ONE TOO MANY MUSHROOMS ... 

W 
ell, it's finally happened. 
We tried to tell the little 
plumber he should lay 
off those multicolored 

fungi years ago, but he just wouldn't 
listen. Now he thinks he's a pinball. 
Yep. A pinball. Worse yet, he's under 
the impression that Bowser has 
kidnapped the Princess (again) and 
taken her to another dimension. Stay 
with us here. It gets better. In order 
to pursue the kidnapper, our hero 
goes to a scientist who 
uses his 'Spherifier' to 
transform Mario so that 
he can use his Super 
Cannon to fire him into 
the alternate dimension. 

Okay, so Mario has 
gotten a bit delu
sional. It doesn't 
change the fact that 
his new pinball game * 
looks like it should be a 
lot of fun. You'll u 
flippers to knock 
Mano around 
a 3D isometnc 
level where you'll 
collect coins and J 
defeat bosses. Each 
pinball stage will have e 
parllcular objectives •• 
to fulfill in order to ~ 
progress to the next 
board. Most of the popular 
characters of the Mushroom 
Kingdom ought to be making 

an appearance. You'll also be able 
to purchase items such as the 
Thunderbolt power-up with the 
coins you gather. The environments 
all look inviting and polished, and 
the coloration is most reminiscent 
of the glossy warmth of Super Mario 
Sunshine. We'll all get a chance 
to roll with Mario when the game 
releases this fall. ■ ■ ■ 
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. : • • .. i .. • •:. We Play The Crap So You Don't Have To 

Psi-Ops: The Mindgate Conspiracy 

Our crack (or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Smash Court Tennis Pro Tournament 2 Tales of Symphonla 

THE SCORING SYSTEM 
10 
g 

8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A truly ehte ntle that ts nearly perfea in every w,ry. This score is given 

out rarely and indicates a game that canno« be mtsSed. 

Superb. Just shy of gaming mivana, thts saxe IS a high recommendation because 
the game reviewed IS head-an<khoulders abolle 115 competrnon. 

Very Good. Innovative, but perhaps not the right choice for everyone. This saxe 
indicates that there are many good things to be had, but arguably so. 

Average. The game's features may work, but are nothing that even casual players 
haven't seen befo,e. A decent game fro,n beginning to end. 

Limited Appeal Although there may be fans of games receiving this saxe, many v.,II 
be left yeaming for a more rewarding game expenence. 

Passable. It may be obvious that the game has lots of potential but its most 
engaging features oould be undeniably flawed or not integrated into the expenence. 

Bad. v.!11le some things may wori< as planned, the ma)OOty of this title either 
malfunctions to va1ymg degrees or it is so dull that the game falls short as a whole. 

Painful. If there is anything that's redeeming in a game of this caliber, it's buned 
beneath agonizing gameplay and Urle\'efl executlOfl 1n its features or theme. 

Bmken. Basically unplayable. This game is so 1nsuff10ent 1n exerution that any value 
would be denved 1n exnemely smaU quantltleS, d at all. 

Homfying. Th,s game ,s so frighteningly bad that rt may take years of therapy to end 
the nightmares. 

Metal Slug 3 

The Chronicles 
of Riddick: 
Escape from 
Butcher Bay 
We never would have guessed it, 
but being in jail is awesome! Far 
more than a simple star vehicle 
or another lame licensed game, 
Escape from Butcher Bay is not 
only one of the most graphically 
advanced games in history, it's 
one of the best titles for the Xbox. 
period. This prison escape adven
ture has a lot more to offer than 
you might expect, so turn to page 
118 to check it out. Don't make us 
shank you. 

> Concept: What new ideas the game brings to the table and how 
well old ideas are presented. 

> Graphics: How good a game looks, taking into account any flaws 
such as bad collision or pop-up. 

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol
ume down? 

> Playability: Basically, the controller to human interface. The less 
you think about the hunk of plastic in your hands, the better the 
playability. 

> Entertainment: Flat out. just how fun the game 1s to play. The 
most important factor in rating a game. 

> Replay value 

High - You'll still be popping this game in five years from now. 

Modenl!ly High - Good for a long while, but the thrills won't last 
forever. 

Motlenle - Good for a few months or a few times through. 

Modenlely low -After finishing it there's not much reason to give 
it a second go. 

Low - You1I quit playing before you complete the game. 



Harry Potter and the Prisoner of Azkaban 

City of Heroes 
Everybody needs an alter ego. Clark Kent is really Superman. Peter 
Parker moonlights as Spiderman. Bruce Wayne becomes Batman 
when night falls. Who will you be? City of Heroes lets you find out 
as it drops you into the disaster-ridden metropolis of Paragon City. 
With nearly endless character customization options and intensely 
fast paced high-powered action, this MMO makes spandex look good 
again. Find your new addiction on page 120. 

For our newer readers, here is a glossary of terms and aaonyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 

Content suitabi< 
only for adults. 

•-- A resolution speoficatJon used for HON 
108051ands for rMJtJon ol 1920x1080 p,xels. 
The ~· means that the wleo is betng r,teriaa,d 

480p - Progress... scanrw>s, this option ("p" -
progressive), aeates a p,aure s,gnal ..,,t, dooble 
the scan tines ol a oonventJonal interlaced 
prcture. 480, (I • interfaced), to aeate a 
noticeably sharper image. The 480p image 
offeis higher pictu<e resolutJon and eiJmmates 
wtuafly all motron artrfacts 11 a 640X480 pixel 
resofution settrng 

720p - A rMJtJon speoficat,on used for HON 
720p !lands for rMJtJon ol 1280X720 p,xels. 
The "p" means that the wleo ,sin progress... 
foonat 

octioa - A teml we use for games i.ke Zone ol 
the Ende!s and Gauntlet 

- - A term we use for games ike Myst 
and Escape From Monkey island 

Al -Artrfioal Intelligence. Usually used to refer 
to how well the oomputer reac1S to a human 
opponent 

bolnl - A teml we use for games like Jeop,,rdy! 
and Maro Party 

bulllp ~ - A tednque v.l,e,e vary,ng 
~ effects smulate depth oo texnxes 

cal ....... - A tednque used to aeate 3D 
rendered obier;ls that resemble hand-dr......, 
anmatJon eds 

CG - Computer-Generated grapl1cs 
D - E1earonoc Entatarnment E,po. The v.orld"s 

largest convention for wleo games 
flshtlnl - A term we use for games like Street 

Fighter and Dead or Alive 
FMV - Ful MOOon ¼lea. Usually refeis to an 

animated CG rutscene 

FPS - Frames Per Sealnd. Ho,; many anrmatron 
hames happen 11 ooe second Also used 
to derote FifsH'eoon Shooters like Doom, 
GoldenEye. and Unreal Tournament 

"---- The frames ol ar,matJon used to 
aeate the 6lSIOl1 ol mo,eme,11 

han1rond - A game's menus and opoons 
GIA - Game Boy Advance 
G8C - Game Boy Color 
c.c - GameCube 
HDTV - High DelinrtJon Televrsrorl 

- - lhree<iuarters top down view, ike 
SlalOaftorRedAfert2 

ISP - Internet Serw:e PrOMder. The a,mpany that 
prowles you ..,,t, aaess to the Internet 

jlalts - uapoo,I ines that are Jagged when 
they shoud be~ 

LAN - Local Area Nelworf<. ~ ~ 
or ooosoles togelher """'1 a smal space to 
allow oom"'""""""" betv.een them l'lowles 
fas. SIITlUhaneous gameplay 

mlnipmt - A sma~ smple game ..,tt,,n a 
larger ooe 
~ - Usng human models and 

infrared cameras to record IT'IOYefflel'lt fof game 
aromatton. Also rrocap 

- blur - PhanlOm hames lobv an obtect 
10 give the rmpressiOl1 of realm: speed 

N64 - Nontendo 64 
NES - Nrntendo EntertaiMle!lt System 
NPC - Non-l'laye< Character. TooS< people 

and aeatures you see wandering around 
1n games that are not being oontroled by actual 
humans 

,._.,Ism - The coodltJon of rodong harder 
than anyone else has roded before 

pal1ldo elhcts - Thtngs hke smoke or ,paru 
aeated 11 real-ome 

PICor - Player \(jer, 1hos ~ a pe,soo v,l,o lhrM,s 

oo lolltng nev.be"' vulnerable charaaers 11 

MMORPGs or~ the< teammates 11 
games like Colllter-Stnke 

plolfoo,n - A te<m we use IOI games ike Super 
Mano and Crash Bandocoot 

fM11H1P - l'lllen 011Saeen obtects. usualy distant, 
sudden~ appear 

PS2 - Sony PlayStatJon 2 
PSone - Sony PlayStatJon 
puzzle - A te<m we use for games ike Tetns and 

OluOluRocket 
'OOIII -A em we use for games like uan 

Tunsmo and Mano Kart 
RPG - ~Game.A game that IIMlNe5 

chMacte ~t ~ coleatngand 
spencing pants. A term we use for games i\e 
Ftnal Fantasy and Dragon Warner 

- - A term we use for games ike Mars 
Matnx and Qad,us 

SNES - Super Nintendo Entertainment System 
,po,ts - A term we use for games like Madden 

NFt 
slralllSY - A tenn we use for games ike 

Coovnand & Conquer and Falout TadJcs 
lhn-porly - Sornetlq mado for a ainsole by a 

company oche< than the a,nsole -
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Psi-Ops: The 
Mindgate Conspiracy 
> STYU 1-l'IAYER ACTION > PUBLISHER MIDWAY > DEVROPER MIDWAY > R£UASE JUNE 14 
>ESRB M 

A CEREBRAL MASSACRE 

F rom Obi-Wan Kenobi fooling the Empire with 
his Jedi mind tricks to Professor X's uncanny 
ability to convince gorgeous women to join his 

ranks, there is nothing more desirable in this world 
than psychic powers. Over the last fev., years we've 
seen a handful of games toy with metaphysical abili
ties, but not to the extent that Midway has with Psi
Ops: The Mindgate Conspiracy. 

Even without the telepathic hook, this release 
could have easily stood on its own two feet as a 
respectable run-and-gun action game. When you 
apply mental capabilities to the finely polished 
action that Midway has in place, Psi-Ops transforms 
into a juggernaut that delivers lethal dosages of 
innovative, in-your-face gameplay. Words cannot 
accurately desaibe the level of excitement that is 
delivered when you use telekinesis to levitate an 
enemy's body and fling them like a rag doll into 
a blazing incinerator, or tap into mind control to 
assume the identities of your attackers and obliter
ate their entire squad. You truly experience things 
that you've never done in a game before, and the 
way that Midway has incorporated these elements 
is a stroke of genius. 

Being able to walk into a room, mentally lift any 
object within the nearby vicinity, then hurl it at a 
sprinting enemy is in itself a heavy load for any 
developer to attempt Accomplishing this with ease 

of user interaction is even more impressive, yet 
Midway has managed to make telekinesis just as 
eaS( as firing a shot with a gun. In such, your typi
cal gameplay scenario unfolds with debris whirling 
in the air along with numerous bodies. Tapping 
into Havok physics, accurate object movement and 
human rag doll effects add to the realism and bring 
about one amusing action-packed sequence after 
another. The other abilities in the game such as 
pyrokinesis, mind drain, remote viewing, and aura 
viev., are just as eaS( to manipulate and add variety 
to the mix. The effects that accompany each power 
are done beautifully, and in a way that doesn't seem 
too extraordinary or superhuman. 

Story also plays a very large role in this adventure 
and can best be compared to Metal Gear Solid. The 
villains and the battles against them are way over 
the top. One such encounter leads to the adversary 
mentally lifting and hurling trucks in your direction. 
Another contains psionically controlled human 
bombs. No matter who you find yourself fighting, 
be it an ordinary guard or a boss, you're in for an 
explosive fight The game even goes so far as to 
track statistics for the number of explosions that you 
caused and total property damage. 

The missions are a little too cookieartter for my 
liking, and I don't care for the plot twist mid-game, 
but I really can't ask for much more from the 

gameplay package. The means with which you can 
dispose of enemies is expansive. Do you use a 
sniper rifle? Enter his mind and have him walk up to 
and shoot a gas tank? Or do you tap into telekinesis, 
lift his body off the ground, then riddle him mid-air 
with bullets? 

Psi-Ops may sound like Generic Action Game 
Number 2,540, yet it's unlike any title you've seen 
before, and will likely leave you breathless and crav
ing more when the credits roll.-REINER 

HIDDEN POWERS OF THE MINO PICTURED BELOW ARE IMAGES OF THE POWERS THAT PLAYERS CAN TAP INTO 

Mind drain ,ud<s ltlopalhic-lrom "1ffllios 
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A<slm>t lho idffllily of your """'l'Wllh mnl Cllf1lrol IWh remoa, w,w;,,g. yoo can see your sooooodi,gs before hoadi1g there 

BOTTOM 9 
LINE 

> Concept: Psychological 
warfare ,.;it, explosive action, a 
compelling story, and a wildly 
amusing and highly original 
gamep1ay padage 

> Graphics: Nicely detailed envi
ronments and character models, 
but the effects and lighting are 
mostly average 

> Sound: A supert, score, and 
great effects for the psychic 
powers 

> Playabi(ity: M should be the 
case. the psychic powers steal 
the show and create !OfTle amaz
ing moments. It really couldn't 
control arry better 

> Enlfflainmtnt: A new breed 
of action ,.;it, a ijJier gameplay 
hook 

> Replay Value: Moderate 

Second Opinion 9 

I must adml, I really wasn't 
expecting much out al Psi
Ops. But. once I worted 
through the tutorial and 
the game started to unfold 
before my eyes. I quickly 
found myself quite addicted 
to this gem. From the story 
to the run-and-gun action, 
every1hing isoone underi
llltf wel, especialy the puz
zles and psionic powers. You 
can use your mind conlrol 
to literaly pop the heads off 
your enemies like they weie 
ripe tomatoes. tt sounds 
gross. but it is ooedibfy fun. 
The puzzles also use .,oor 
~ to great effect I don1 
w.ll1I to spoil anything, but 
lei's jusr Silf r...e never used 
an enemy's body as a bat
tering ram to get myself out 
al a jam before. There aren't 
a lot ol differences between 
the Xbox and PS2 velSion, so 
basical1y this game is good 
on either platform. K .,oo 
are looking for a tide that is 
~ fresh and fun 
at lhe s.vne tine. I highly 
recommend ',00 check OUI 
1'51-0ps.-ANOY 



PLAYSTATION 2 I GAMECUBE 

Mega Man 
Anniversary Collection 
> snu 1-f>lAYER ACTION > PUB USHER CAl'COM > DEVUOPER CAl'COM > RllWE JUNE 22 > ESRB E 

AN ANNIVERSARY WORTH REMEMBERING 

I f there's one thing I took 
away from Anniversary 
Collection, it's that the 

displacing rock monster in 
Dr. Wily's castle is one of the 
hardest bosses ever. To make 
things worse, the trick where 
you repeatedly hit the Select 
button to make your Elec 
Beam register multiple hits 
won't work this time around, 
which means you have to take 
him out the old fashioned way. 

If I just lost you at "displac
ing rock monster; then you 
could use a history lesson 
- consider Anniversary 
Collection your assigned read
ing. Mega Man ranks right up 
there with Mario and Samus 
as an icon who defined an era 
of gaming. With titles releas
ing across many platforms, 
from the NES onward, he 
has enjoyed a tenure few 
others can daim; Anniversary 
Collection reminds us how he 
got to where he is today, and 
why he deserves it 

This game has everything 

you could want from a 
compilation. It has all eight 
Mega Man games, so you 
can witness the evolution of 
the series as you relive the 
titles that made up the blue 
bomber's initial run. It also 
has a boatload of unlock
ables, induding artwork, 
interviews, and two games 
never released Stateside. It 
is noteworthy, however, that 
there is no content from the 
Mega Man X games, since that 
series is actually a spinoff from 
the original franchise. 

Anniversary Collection is 
packed with tons of nostalgia, 
unique weapons (induding 
the suspiciously fanciful "Top 
Spin"), and more hardcore 
2D shooting and platforming 
than you can shake an arm 
cannon at If you pine for your 
younger days when you could 
effortlessly fire off rounds of 
Search Snakes, you owe it to 
yourself to pick up this testa
ment to one of gaming's true 
legends.- JOE 

BOTTOM 9 
LINE 

> Concept: Anthologize the 
adventures of gaming's most 
popular little blue robot 

>Gnpl,ks: Algamesawea,in 
their origjnaf loon, ....th no visual 
enhancements 

>Soad:An~stuct,,IX 
the tllOkAion IX the 'blip" 

>PllyllNlily: Kyouneedmo,e 
than iu"1>, shoot and pause. 
then you're a higt>falootin' snob 

> EnlieJtlilw..ent The next 
best thing to taking Mega Man 
intrMOOUSly 

ThesheermdtiJPl(l
.151Rmencbls..lnt• 
dflesenesWOddbtbJl
ish IIHIDI Wldll., I a,pr 
dthis---dlala8Y 
pclll --The ffllfteait, lmydone dtheqrlll 
8111tqlCIJIISisr!plallli!d 
""'-NeMrpll!ISsl-'I 
•-dthechllq, 
lli!pfllldthe5e-,2D 
dall1111115-wlidlseenis __ .,.._ii 

lhefll!dfltcillstblwzy 
8lffl!5 dblar. 81Uny 
fnl!lrllion 51-'1 btelltf 
Mltedthrqi ... 
charac:lers. varied~ 
and the IMllfS odlti memo
rable uies. As I no1e: I 
l'IJUbouit~on 
this cisc al 115 qjnal C1111. 
)'OU'dbt~Wll
$400.-MIU.SI 

Pl.AYSTATION 2 I XBOX I GAMECUBE 

Harry Potter and the 
Prisoner of Azkaban 
> SJYU 1 TO 4-l'IAYER ACTION > PIJIUSIIEII ELECTltONIC ARTS > DEVBDP11 ELKTI!ONIC ARTS 
> IIE1EASI: JUNE 2 > ESII E 

I HAVE TO ADMIT IT'S GETTING BETTER 

H all)' Potter has prob
ably been one of the 
biggest Video game 

disappointments of recent 
years. Electronic Arts usually 
comes through with top qual
ity games to match their big 
licenses, as has been shown 
in its generally excellent work 
with The Lord of the Rings 
and James Bond franchises. 
However, the Hogwarts gang 
never seemed to warrant 
much more than a haij
hearted effort at Zelda-style 
adventuring, minus all the 
genius parts. I wish I could 
say that Prisoner of A2kaban 

was a bold new start for the 
senes. It's not but thtS is a 
significantly better game than 
either of the previous entnes 
(Quidd1tch World Cup notwith
standing). 

It's still essentially the same 
formula - basic platformer 
puzzle solving interspersed 
with spell-casting combat 
explorabon, and brief flying 
sequences - but somehow 
the whole package seems a 
bit more refined. The graphics 
are more sophisticated, the 
tasks a bit more interesting, 
the camera system has been 
improved, and the action is a 

bit less aggravating. 
Also, the concept of 
switching between 
characters and using 
different spells m 
different situations 
1s fleshed out to a 
greater degree than 
in the past B~ I 
should say before I 
finish damning this 
btle with faint praise, 
that I do see this as a 
fa1rty decent product 
for the very young 
and Potter-crazed. 
However, I am nei
ther, and as such it's 
merely another barely 
adequate character 
action game in a 
crowded market
MATT 

BOTTOM 6 5 
LINE • 

>C--,C: Another act.erme 
~ the!IOl',ftlX a blod· 
busier book and lim 

>r.n,llla:Mudt~ 
°"" the last one - laCIUat/ 
lool.s lit a omni generallon 
game' 

>s.-1: AsW'lllltheerue 
PcCer senes. • mall's rn use 
IX ordtesual and lim san qual
rf l!'l.lSIC 

>~rs not ~eat. bu 
plll1Jffl IS ~ made sb,/tf 
bu Sl.fdy 

>llllil'. I t • C0UP' 
mo,e sequels. and EA might 
aaualy make a ~eat Polter 
game 

>-..,V..: Moderale 

Second Opm1on 6.5 

1his11111thai.rp-. 
CMlion llllues 111n fie 
adlm, bull Ilk 10 bt ._ 
-----•8'181" 
-we'wantlOapeel 
llanlEA.lhe......,a 
IIIIR,._bullllliew 
.. 'jllU(lllll!IIII•,... 
llldiealilt1111R,aplit
ir.l C1111111115.-dcrf 
....,... ..... 111e •• 
... .... 'jllUIIIOle 
Nledlllnltlmione's 
hlr In - mmiq. rl ......... ,... ____ .......,., 
..... ,.,tar~ ,....., ........ 
....... -MO 
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The NCMseneshasalways 
a,. li&tlllY "the Madden 
lomua. WAIi this year's 
lffi5t.EAisbl'9bngfree 
from the prm and is imcMl-
1111 MYS thal better suit 
the~ e,q,erience. In 
sudl. the Slacun5 are.
abuzz wilh ~ arid 
the crowd plays a~ role 
lltheOlfallneolapne. 
\tilir'IIM115wil neej-, 
fiiCapn51thede.Jlen. 
111011 ol lhe fans. As the 
Ilise !Ml builds. the visiilg 
player's a,nlroler wil vibrale 
arid the screen will shake. 
Player composure is also 
fund in. The~ 
11asn, changed too nuh. 
lu ~is~. and the new 
llllling back arid delen5M! 
-p,eyoualialesorne
fqedla.-RBIER 

MULTI-SYSTEM QUICKIES 
PLAYSTATION 2 I XBOX 

UEFA Euro 2004 Portugal 
> STYU I TO 4-PIAYER SPOIITT > PUBLISHER EA SPOIITT > DEVELOPER EA SPORTS 
> RElWE MAY 4 > ESRB E 

You're probably wonder• 
ing what UEFA is and 
what it means to you. 

Not much. The Euro tourna• 
ment is like The World Cup, 
but only for European coun· 
tries. It's ~ery four years, and 
is an excuse for grown men 
to beat each other up and 
cry in the streets. But only in 
Europe, mind you. Despite 

some slightly better Al, a new defensive swarm button, and setting up a quali· 
lying schedule (then monitoring your roster to see who's morale is low), there 
isn't much here. Unless, of course, you have to follow the ~ery move and 
new hairstyle of David Beckham like Joe does. I'd say save your euros and go 
buy some "medicine• next time you're in Amsterdam, instead. If EA insists I 
pay $40 on this mid-year installment (like its World Cup games), then I insist 
on a better game.-KATO 

PLAYSTATION 2 I XBOX 

Strike Force Bowling --> STYU I TO 4-PIAYER SPOIITT > PUBLISHER CRAVE ENTI:RTAINMENT > DEVELOPER LAB RATS 
GAMES > RELEASE MAY> ESRB E 

When I saw the words "Strike Force• in the title, I was hoping this game 
would be packed full of elite, government-trained bowlers with lasers 
and jetpacks. Instead, I got something entirely conventional and jet• 

pack-free. SFB doesn't have a career mode, a create-a-bowler option (despite 
the fact that one of the characters looks remarkably like a certain executive 
editor), or anything else to offer apart from its accurate ball and pin physics. It 
has a few unlockables and modes of play, and though some of them are kind 
of cool (like cosmic bowling), the game fails in the simple task of capturing 
the excitement of actual bowling. - JOE 

PLAYSTATION 2 I XBOX I GAMECUBE 

Shrek 2 liilllm 
> STYU 1-l'lAYER ACTION/PlATfOAAI > PUBLISHER ACTMSKJN > DEVU.OPER LUXOFLUX CORP. 
> RElWE MAY 5 > ESRB E 

I 'II admit it Shrek 2 sur· 
prised me. I was expecting 
yet another derivative 

title of questionable quality. 
On the contrary, the green 
ogre delivers with an entirely 
solid gaming experience. 
The fairly standard mission 
progression moves through a 
largely unremarkable platform 
landscape. Innovation lies in 

the use of four characters that you must control in cooperation. You'll get to 
play as most of the memorable cast, and each is voiced by some of the best 
sound-alikes I've heard. The game is marred by a sadly inadequate camera 
system and occasionally frustrating objective-finding. I also would have loved 
to see a little more of the adult innuendo and d~emess that made the film 
such a universal favorite. As it is, the jokes cater mostly to the kids, and that's 
exactly who should enjoy this fairy tale jaunt the most-MllllR 



XBOX I PC 

Thief: Deadly Shadows 
> STYLE I-PLAYER ACTION > PUBLISHER EIDOS > DMLOPER ION STORM> RELEASE MAY 2S > ESRB M 

HIDING FROM THE FUTURE 

I nnovation is everything. It's a sad fact, yet 
something that this industry is madly obsessed 
with. Developers strive to achieve i~ consumers 

demand i~ and if you don't have it at the end of 
the day, you're dead in the water and bound to hit 
bargain bins in a matter of weeks. Over the last few 
years, the stealth genre in particular has exploded, 
and with each new release that hits the markei 
innovation is the driving force. Although the Thief 
series has had a large hand in the modernization 
of stealth games and is considered one of its pio
neers, name recognition will only bring it so far. It 
has a huge hill to climb to make another significant 
impact in this rapidly growing genre. 

With Ion Storm replacing Looking Glass 
Studios at the development helm, I found 
myself wary that Ion wouldn't understand 
the vision of the series, yet at the same 
time exuberant in the expectation that 
it could breathe new life into this highly 
renowned franchise. As it turns ou~ 
both angles of my prediction hit the nail 
directly on the head. Ion Storm's involve
ment can best be viewed as a double
edged sword. In such, this game can best 
be summed up as both slick and slight. 

First the good: This is a stunningly 
gorgeous game that will often have you 
staring at the screen in disbelief. The real
ism of texturin& extensive use of shadow 
castin& incredible character model 
details, and beautiful lighting effects paint 

a masterpiece of a picture that has a look and feel 
all its own. On the gameplay froni Ion is definitely 
well versed with the tools of the trade for stealth 
titles. Throughout every second of play, you'll find 
yourself ducking in and out of shadows, trailing 
enemies on patrol, and using the environment to 
your advantage - whether it be firing a water arrow 
at a chandelier to douse the lit candles or ducking 
behind furniture to avoid detection. The game also 
takes a tip from the Splinter Cell series with a nifty 
rumble/sound-based lock picking technique. Later 
in the game, you will obtain climbing gloves that let 
you scale walls and get a jump on your attackers. 

Now the 
bad: 'Mlile 
it achieves a stag
gering level of brilliance on 
many levels, it also hits new lows in 
other areas. For instance, the intelligence of your 
adversaries is so pathetic that it's often laughable 
to the point of drawing comparisons to the Three 
Stooges. In one such sequence, I had an enemy 
chasing me in circles around a pillar in the center 
of a room. After five or six laps, the enemy still 
hadn't caught on to what I was doing and eventually 
became fatigued. After catching his breath, he forgot 

that he was chasing me. I just walked up 
behind him and impaled the guy with my 
dagger. The same goes for hiding behind 
boxes. The enemy will eventually lose any 
thought that he or she really wanted to 
slit your throat Stealth kills are also poorly 
expressed and often deliver the sensation 
that you simply tapped your foe on the 
shoulder. As if it could get worse, bow 
targeting is wildly unpredictable. 

Despite sensationally attractive visu-
als and familiar gameplay techniques 
that have worked for other games, Thief 
doesn't have the innovation or sound 
mechanics that gamers demand and can 
easily get from titles like Splinter Cell. It's 
a decent play, but it didn't steal my heart 
the way that I had hoped.- REINER 

BOTTOM 7 25 LINE ■ 

>~ Steal from lhe nch. 
kn in lhe shadov,s, and marvel 
at lhe rnagnif1cent ~ 

> Gnphi<s: Mouthwatering 
realism appea~ in lhe texturing. 
character modeling. and it,ting 
e11eas. The character anomaoons 
are also ve<y inpres.gye 

> Sound: The wacky NPC 
<ialogtJe doesn't fit lhe tooe ol 
lhe game. The soundllack ~ 
completely f01gettable as well 
> Pllyability: The controls are 
peifed kr lhe action at hand. 
I.Wortulately, lhe Al and coo-bat 
medianics are lading 

> Elltettainment: A decent 
game ol hide and seek, but far 
below lhe Slandards ol today's 
stealih tiles 

> R.,a.y value: Moderate 

Second Opinion 7.25 

Stealing and murdemg 
IS funl I have to give Thief 
creek IOI anlq)aCJng the 
thrlgs a player 'hi want 
to Jo. and then alloMlg 
lwrvher to do them Shoot 
a lofch out of someone's 
hand Mil an anow? Done 
Kil an IOllOCfl1t man m hos 
51eep7 Go for f, you classy 
dew. These ll!le tJdbots f1I 50 
well no the notmal cour5e 
of the game lhat ~ plays 
almost se.imlessly except f01 
one nagging problem-the 
Al is lragjcally stupod. In one 
case I actually walfted ~ 111 
fronl of a senuy, the bleed
ong corpse of his COITlfade 
sa,ig ~ my shoulder like 
a sad cl stolen, soggy pota
toes, and he didn't 50 much 
as toll his head. It rm 11y111g 
to get my thieve Clll, I at least 
like to thtnHm up agarnst 
a chalenge. Then agaon. I 
also Ille 10 have some con
cept ol who I am and why 
rm stealing. But sady, Thief 
lads the memorable charac:
~ 01 slofy cl a Mela! Gear 
or Splonler Cel game. 50 I 
ne,,,erlnit,,feltthall~ 
to sneak as though my Ide 
depended on it-JOE 
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PI.AYSTATION 2 I XBOX 

Van Helsing 
> STYLE l·PlAYER ACTION > PU BUSHER \IMNDI UNIVERSAi. GAMES> IIWIOPII WflRE S1UOIOS > RELEASE MAY 7 > ESRB T 

NO HARDCORE CRED' 

H ere's a requirement that must 
be met before playing Vivendi 
Universal's Van Helsing: 

hardcore elitism is to be checked at 
the door. Like the movie, any fun that 
could be had Is only going to present 
itself to the shameless - those who 
aren't going to compare It to other 
higher-brow entries in the action 
genre and scoff at its sometimes 
chunky character models or odd 
camera angles. Those shirking the 
responsibilities of good taste will have 
fun with Van Helsin& as long as they 
just don't think about it too much. 

Following the story of a man sent 
by the Vatican to eliminate a great 
evil in 19th century Transylvania, Van 
Helsing features boss fights with 
Dracula, Frankenstien's Monster, 
and the Wolfman. Legends for sure, 
but their plot connection is tenuous 
at best. At times, I suspected that 
Transylvania had been converted into 
a rest home for the mutated and evil 
or a hippy-style commune for those 
seeking world domination. Either way, 
contemplating the how and why of 
this tale will only bring you pain. 

Instead, players should focus on 
just kicking ass. This action dynamic 
is (thankfully) the largest slice of the 
Van Helsing pie and generally delivers 

114 GAME INFORMER 

the cool factor, strategic battles, and 
swarms of enemies in a way that's 
very reminiscent of the first Devil 
May Cry. Now, don't go and get all 
elitist on me. I'm not saying that Van 
Helsing is as good as DMC, only that 
the enemy Jugglin& fast-paced, dual
wielding action is reminiscent. Keep 
that distinction in mind because Van 
Helsin& like a lot of movie licensed 
action games, has its issues. 

For one, the player has no control 
over camera angles. Presumably, this 
makes the experience more cine
matic. but I found that it often offered 
abrupt changes in viewpoint or an 
inadequate display of the otherwise 
interesting locations. The sudden 
camera switches, coupled with the 
game's auto-targeting (which does 
work quite well) meant that on more 
occasions than I would have liked, 
my little asskicker was shooting foes 
off-screen. This is, admittedly, a pet 
peeve of mine and may not bother 
others nearly as much. 

In addition, while the areas looked 
interestin& my interaction with them 
was minimal and kind of weird. Why 
is this warrior of (almost literally) 
biblical proportions breaking boxes 
to find trinkets in order to buy new 
moves? Other than the destructible 

crates, areas offer 
minimal interaction 
or exploration, which 
isa bummer. 

Still, despite these 
shortcomings, Van 
Helsing manages to 
maintain a tongue
in-<:heek cheese 
factor that makes the 
journey entertaining 
enough ... in that 
shameless softcore 
kind of way.- LISA 

BOTTOM 7 
LINE 

> Con<ept: Bnngmg lhe rnov,e 
to home consoles with De\/11 May 
Cry-style adion 
> Graphics: Hit and miss. Some 
models are really grea\ ot~ 
look hke Lego people 

> Sound: Dynarruc SC01e phases 
in and out with !he onscreen 
action to raise the lension level 
Vooce over work ~ ied by the 
cast IS excellent 
> Playability: Shamelessly fun. 
Th~ iln't a hardcore lltle, but the 
act10n IS ettedive 
> Entoftllinment: Fast-paced 
and certamly not deep - like 
lhe lllOl/le 

> Replay Valuo: Moderately low 

Second Opinion 6.75 

In the video game world, 
Hollywood's summer block
busters usually translate 
into tears of remorse, and 
consoles bemg Hung from 
wmdows With Van Helsing. 
there will be no tossing 
of hardware or property 
damage, but ti will likely st,11 
lead to the shedding of a 
tear or two. In -v coocetV· 
able w~. this game ,s a poor 
man's Devil May Cry. While 
~ does suffer from genenc 
level designs, hornble 
camera work, and unimpres
sive visuals, ~ excels in deliv
enng ~-paced, monster 
ass•luckmg With a bt! of sfyie. 
Whether you find yourseH 
1ugghng enemies with dual 
pistol fire, using your grap, 
plrng hook to bring a flying 
adversary down to earth, or 
pumpmg a shotgun point 
blank. n really does feel good 
to dispose of your attackers. 
Unfortunately, these thrills 
don't last long. this ,s an 
1ncred1bly short game that 
offers nothing in tenns of 
replay .-REINER 

PI.AYSTATION 21 XBOX 

MLB Slugfest Loaded 
> STYLE I OR 2-PlAYER SPORTS (2-PLAYER VIA ONLINE) > PUBLISHER MIDWAY> DEVELOPER 
MIDWAY> RELEASE JUNE 15 > ESRB T 

BAD NEWS BASEBALL 

T his is the video game equivalent of getting 
beaned in the family jewels by a blazing 
Nolan Ryan fastball. Of course, your voice 

won't jump a few octaves, and you won't walk 
cross-legged after playing it, but it does have the 
uncanny ability to make you squirm uncomfort
ably and scream obscene amounts of profanity. 
Since you won't have the option to charge the 
mound and retaliate against the development 
team, it's in your best interest to avoid this game 
like you would a night out on the town with Darryl 
Strawberry. 

With this yeaf s release, Midway's development 
agenda has changed dramatically. While trick 
pitches, battles on the base paths, and nonsensi
cal ramblings by the commentary team remain 
a large part of this experience, the feeling sinks 
in that Midway would rather do away with this 
absurdity and create a normal game of baseball. 
With the indusion of Baseball Mogul statistical 
tracking and a new mode that simulates the real
ism of the sport, this is precisely what Midway 
tried to do. The result is a game that suffers from 
an identity crisis. 

The gameplay is just as rewarding as it has 
always been. The new pressure sensitive pitching 
mechanic is a nice addition (although it still has 
a way to go to catch MVP's), and the play moves 
along at a nice pace. Unfortunately, the Al is still 
troubled in fielding and base running. Outside of 
new pitch types and fielding animations, the over
the-top angle hasn't evolved at all in this iteration, 
and the new simulation aspect pales in compari
son to all of the other titles on the market. All told, 
it brings nothing new to the table and has lost the 
allure that kept me playing.- REINER 

BOTTOM 6 25 
LINE ■ 

> Con<epl: Add the real~ of 
lhe sport to a game lhat needed 
a stronger arcade presence 

> Graphics: Decent player 
model and stadium detailing. 
Animations are hn and miss 
> Sound: The commentary ~ 
amusing and easily the best part 
of lh6 game 
> Playability: Not a lot of new 
material has been included. 
II still plays well, but Al issues 
remain and the simulation 
asped doesn't fealure proper 
balancing 
> Entertainment: Tries to pro
v,de both arcade and ~mutation, 
yet does neither very well 

> Replay Valuo: Moderate 

Second Opinion 6.25 

If Bari'( Bonds slopped hit• 
ting homers, would baseball 
fans still love h1m1 Probably 
not What rf Midway made 
a realrsllc baseball title? I 
think you know where this 
is heading ... Slugfest fails 
because 11 subtracts the 
goofy stuff, but n doesn't 
add anythmg to make it 
more s1m•hke. Although the 
franchrse stats are interest
ing. realism on the field is 
what we need before this 
series belongs in the sim 
category. I will say, however, 
that I lrke that you can toggle 
on or off any of Slugfest's 
oplions, meaning you can 
go through the game with 
special pitches turned off. 
for instance. This lets you 
play your own brand of ball. 
Barry without home runs1 

Nah, not interested 
- KATO 



PLAYSTATION 2 

Galactic Wrestling Featuring 
Ultimate Muscle 
> STYl£ 1 T0-4 PIAYER ACTION > PUBLISHER BANDAI > DEVELOPER Al<I 
CORPORATION > RELEASE JUNE 29 > ESRB T 

ULTIMATE CRAP 

T his game stinks. That's 
really all there is to it 
Ultimate Muscle: Legends 

vs. New Generations for the 
GameCube had the same shal
low combat as Galactic Wrestling, 
but that game also had nice 
eel-shaded graphics, a wacky 
Create-A-Wrestler mode, and a 
very quirky story mode. Galactic 
Wrestling has none of these, so 
all that's left are a few different 
short modes to play through, 
bland graphics, boring comba~ 
and the worst announcing 
team ever. 

Although there is a wealth of 
fighters to choose from, combat 
is the same no matter who you 
select The only real difference in 
their moves is the special attacks, 
which trigger a cutscene when 
used. Sadly, these are exactly 
the same moves featured in the 
GameCube title, only with far 
lamer graphics. 

I could go on and on about 
all the reasons that this game 
sucks, but who really cares? 
Does anyone want to hear about 
its horrible collision detection, 
repetitive commentary, shallow 
move se~ and drab, lifeless tex
tures? If you're not a fan of the 
toys, there's no reason to even 
consider playing this, and if you 
are a fan, the unlockable figure 
museum is the only enjoyment 
you might dredge out of this 
ugly, boring fighter. - JEREMY 

BOTTOM 4 25 
LINE ■ 

> Concept: Cha@ct~ based 
on tiny pink tO')'S duke it out in 
the squared cirde 

> Graphics: No, your wrestler 
can't phase through solid matter, 
it's just crappy colli~on 

> Sound: Like hearing the 
same three lines of commentary 
over and over again? Th5 game 
5foryou! 

> Plly1bility: MfOOe who can 
mindlessly pound buttons can 
master th5 one 

> Entfflainfflfllt: Only 
Japanophiles and toy collectors 
will find the ~ightest interest in 
th5 lame, shallow fighter 

> Replay Value: Low 

Second Opinion 4.75 

rm trying to !link ol a 
reason you should play this 
game. Nope. lsn1 gonna 
happen. ~eslling buffs 
should play one ol the many 
olhel genre tides that don't 
make you want to piledrive 
youBell. Fan!ioftheseries 
can go play the vasdv supe
rior Gameru>e tide. Fan!i 
ol rn being holed can play 
juslabolgar-,,,rhingelse.1 
might consider recommend
ing this tide to someone 
MIil masochistic tendencies, 
but rm just not that lll6ln. 
-MILLER 

,Jo ,; ~ \ . • ~ • • l • !. '' .' 

, ' ,_ ' . ' . . .. .. . . ' ·:. ( .. '• 
. . - - . . - : . ' . . .. 

, ,'--,: •. ··: ~r, 

PLAYSTATION 2 

Smash Court Pro 
Tournament 2 
> STYl£ 1 TO HI.AYER SPORTS> PUBLISHER NAMCO > DEVELOPER 
NAMCO > RELEASE JUNE 8 > ESRB E 

FAILS TO HOLD SERVE 

T ennis is a tricky sport to 
review, because a huge 
part of what makes a 

racket title great is that elusive 
and hard-to-define quality 
called "feel~ It's something that 
anyone can sense within playing 
a game for five minutes, but try 
to describe it and you end up 
sounding like some tweedy old 
music professor pontificating 
about John Coltrane. 

Basically what feel comes 
down to is a sense of total 
ease with the control scheme; 
every move you make feels 
totally natural and exactly as 
you intended. A few tennis 
games (most notably the clas
sic Super Tennis, Virtua Tennis, 
and last year's Top Spin) have 
accomplished that. Smash 
Court Tennis 2, sadly, does 
not. In attempting to make 
timing crucial to the velocity of 
a return shot (which sounds 
great on paper), the develop
ers have made the game feel 
somehow out of whack. My 
biggest problem is the fact that 
you can't hold down a shot 
button to pre-load a swing - the 
computer takes the backswing 
for you - something that seems 
contrary to the way most tennis 
games have operated in the 
past-MATT 

BOTTOM 5 
LINE 

> Con<opl: Another tenn5 title 
with a good selection of pros, 
but no real horsepower 

> Graphics: Definitely 
improved, and as good as any 
in the genre 

> Sound: Deadly boredom 
ahoy! 

> Playability: Feels awkward 
and choppy where rt should be 
Huid and intuitive 

> Enteruinment: If you must 
have a new PS2 tenn~ tnle, this 
is all you'll get, but not recom· 
mended 

> Replay Value: Moderate 

Second Opinion 4 

You would lhtnlc that making 
a "craplacular" 1emis game 
would be rather diffic~ but 
Smash Court 2 manages to 
accomphsh 1'15 monstrous 
feat with ease. While !here 
are some highlights lo lhe 
play control - like how pre
cise you can be with your 
serves. most of the play is 
vasdy subpar when Cl)lll
pared to Vtrtua Tennis Of Top 
Spin. I wil give the game 
some credt, as there are a 
nice selection of hcensed 
~ and some decent 
graphics, but overatt ~ 
offers little 10 no enjO'fnlel'lt. 
- ANDY 

PLAYSTATION 2 

UFC Sudden Impact 
> STYl£ 1 OR 2-PIAYER ACTION > PUBLISHER GLOBAi. STAR SOFTWARE 
> DEVELOPER OPUS CORP> RELEASE APRIL 12 > ESRB T 

MAN ON MAN ACTION 

U ltimate Fighting 
Championship titles may 
be the only licensed game 

that suffer for being too faithful 
to their source material. Real 
UFC matches are quick, dirty, 
and usually over before you can 
figure out who's who. The same 
can be said about UFC: Sudden 
Impact The matches themselves 
typically last less time than they 
take to load. 

U FC aficionados will appreci
ate the huge roster of fighters, 
including several unlockable and 
hidden characters. Custom char
acters can be created in story 
mode, and their stats improve 
based on the exercises you com
plete. I had a fun time building 
up my character (who goes by 
the ultra-tough name Sweetiepie 
"Honeybunch" Johnson) in the 
three-year-long training sec-
tion, but was let down when 
I got into the real tournament 
mode. Matches can be won too 
easily by button-mashing, and 
combos are more trouble to pull 
off than they are worth. But the 
brutal realism of UFC fighting is 
certainly retained; pinning a guy 
against the wall and pounding 
his head savagely usually leads 
to a victory, no matter how 
impressive his stats may be. The 
bottom line is that unless you 
love UFC, this probably isn't the 
fighter for you. - JEREMY 

BOTTOM 6 5 
LINE ■ 

> Con<opt Battle through the 
ranks of fight~ as either a real 
UFC Siar or your own rustom 
character 

> Graphics: Character mode~ 
are pretty realisti~ and there's 
really nothing else to look at 

> Sound: Sounds just like a real 
UFC match, only with less cuss
ing horn the crowd 

> Playability: While there are 
tons of moves for each fighter, 
button mashing 5 the best 
strategy 

> Entmainment: Only 
recommended for those who 
like watching sweaty men roll 
around on the ground 

> Replay Value: Low 

Second Opinion 6 

Wrf appreciation of the ebb
and-flow ol the grappling 
l110YeS is undermined by 
this game's inconsistency. 
I never really left that I was 
using skil to play because 
either the match would end 
in an inexplicable ftuny, Of 

the combos I was tmpUt· 
ing-en·t connecting. 
The career mode tS ltke a 
Phish song - lots ol woo. 
wtth none of the payoff. 
The "training" you undergo 
doesn't even teach you 
anything, but at least you've 
learned to stay~ from 
thistttle! - KATO 



PlAYSTATION 2 

Way of the Samurai 2 
> STYLE I ·PLAYER ACTION/RPG > PUBLISHER CAPCOM > DMLOPER ACQUIRE 
> RELEASE JULY 6 > ESRB M 

SAMURAI SHAME 

S ometimes, I weep for the samurai. They 
always seem to get the screw - especially 
when games like Way of the Samurai 2 come 

out and sully their hardcore street cred even more. 
This sequel, like its predecessor, is a mix of sword 
fighting combo-laden action coupled with an RPG
esque character progression and story. 

Players start as a samurai entering the town of 
Amahara - a city on the brink of chaos as the 
Magistrates (good guys) attempt to keep control. 
The Aoto gang, whose noble leader recently passed 
away, is in turmoil and the likely successor is a 
cruel, mobster type of fellow. You can align your
self with either organization and the game offers 
many branching events like Knights of the Old 
Republic's dark/light Force choices. 

The bulk of the 
gameplay is in the form 
of strategic, timing-based 
swordfighting action. \Nhile it's 
true that the fights can, given 
time, be sort of awesome, 
the road to this elusive fun is 
long, tedious, and ill-designed. 

Still, I haven't even started 
on the graphics, voice acting, 
soundtrack, and plot The quick 
and dirty version? They're all miserable. 
The models are blocky, the collision 
laughably bad, and the texture maps so 
lacking in personality or interest that 
I couldn't be more convinced that 
this was a long-lost set from Mighty 
Morphin Power Rangers. The 
voice acting will go down in the 
annals of video game history as 
particularly awful. The polygonal 
tearing on everything and the 
repetitive, clunky animations ( espe
cially during in-game cutscenes) 
are equally as terrible. 

The first title was generally 
deemed just above par by most 
reviewers when it released - this one is 
honestly a sad, sad day for the samurai. Like 
those vacuum-powered hair trimmers, this one 
sucks while it cuts.-LISA 
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BOTTOM 3 25 
LINE • 

> Concept: Develop a sequel 
for a game that most people 
liked okay 

> Graphics: ~-Muddy, 
icky textures and bland, blocky 
environments are the good parts 

> Sound: The stuttenng goon 
and the bad nu-metal mfused 
Japanese ditty that J>1i¥ C1vtf 

and over and over aren't 
endearing 

> Playability: Combat eventu
ally looks cool - lxrt few will get 
far enough to really feel powerful 

Saying that Way of the 
Samurai is a game is a bit 
of an exaggeration. I've 
deduced that It's actually 
the purest form of evil mas
queradmg in the form of a 
game. The level of pain that 
I endured playing ~ makes 
seppuku seem as tame as 
a tummy ache. The abys-
mal timing-based combat 
choppy animations, horren
dous level designs, pathetic 
Al, and embarrassingly bad 
vo1Ceovers lead me lo the 
conclusion that this title's 
only redeeming qualrty is the 
fact that 11 can be turned off 
and avoided in the future. 
Now if you'll excuse me, I 
have a ritual to perform that 
will hopefully teleport my 
copy of this game to the fur
thest reaches of hell. Begone, 
demon! Begone!-REINER 

PlAYSTATION 2 

Bujingai: The Forsaken City 
> STYLE I-PLAYER ACTION > PUBLISHER BAM ENTERTAINMENT> DEVELOPER TAITO/RED ENTERTAINMENT 
> RELEASE MAY 19 > ESRB T 

FANCY-PANTS HACK N' SLASH 

R aisins are boring. But add a 
little bit of chocolate coating, 
and those shriveled little wads 

become one of our most delicious 
and celebrated snack foods. Though 
sadly inedible, Bujingai is essentially 
the same situation in game form; it 
has a mediocre action framework at 
its core, but the polish and flair that 
surround it makes for a surprisingly 
engaging and enjoyable play. 

A unique sense of style, remi
niscent of Hong Kong cinema, 
permeates every aspect of this title, 
from the slick character design to 
the high-flying action sequences. 
Swinging your swords cuts an intri
cate multicolored swath through your 
foes. Gliding through the air looks 
like the wirework flight featured in 
kung fu movies. \Nhen you complete 
a level, one of the categories you' re 
graded in is "stylized action points~ 
No matter what you do, you do it 
with flair. 

You don't do it for long, though. 
Bujingai is short, with only seven 
stages and a linear "kill the enemies, 
go through the door" progression. 
This leaves no opportunity to explore 
alternate or branching paths, and 
ultimately results in little incentive to 
play through a second time (unless 
you want to see an interview with 
Gackt, the Japanese pop star who the 
game's main character is based on). 

Though Bujingai will provide some 
great moments for hardcore action 
fans, it doesn't make great strides 
forvvard in any department It has a 
simple combat system, a weak story, 
and a lot of repetition. However, it is 
also a prime example of how a little 
bit of polish and style can go a long 
way. It doesn't sport the same array 
of killer moves as Ninja Gaiden or 
Devil May Cry, but it looks gorgeous, 
and has that elusive fun factor that 
can make an otherwise standard 
game stand out in the crowd.-JOE 

BOTTOM 7 25 
LINE • 

> Concopt: Create a post-apoca
lyptic version of Crouching T,ger, 
Hidden Dragon 

> Graphics: The action looks 
amazing, lxrt the enemies 
and environments will bore 
everybody 

> Sound: A traditional Japanese 
soundtrack helps to set the 
mood ... for fighting! 

> Playability: All aerial controls 
are awkward, ma~ng precise 
jumps and glides impossible 

> Entertainment: Despite its 
ordinary elements. the loo!< 
and feel will keep your blood 
pumping 
> Replay Value: Moderate 

Second Opinion 7 

Bu11nga1 IS a great example 
of how expectations can 
tnck you If this was the next 
Sh,nobt or Devil May Qy 
title (two senes that clearly 
inspired the game's cre
ators), I would have assailed 
11 for lackluster game design 
and terribly simplistic levels. 
8~ smce this was a little 
sleeper that sailed under 
my radar, I was mitially 
impressed that rt didn't 
achieve Seven Samurai 20XX 
levels of had n' slash sud~ 
ness. There are some things 
to like about Bu1mgai 0ike 
slid sword arnmations and 
cool-looking characters), but 
all in all this is strictly a medi
ocre !Ille with illusions of 
makmg 11 in the big leagues. 
OespIte its inherent flaws, 
this IS solid action for those 
who don't crave anythmg 
more.-MATT 



GAMECUBE 

Tales of Symphonia 
> STYLE 1 TO 4-1'1.AYER ROLE-PlAYlNG GAME> PUBLISHER NMICO > D£VELOPU NMICO 
> REI.EASE JUIY 13 > ESRB T 

BRAINS AND BEAUTY 

I n the fairy tales, there's always that moment 
when the heroine steps into the ballroom, 
gussied up from head to toe, and immediately 

makes all of the other belles look like pug-fugly 
consignment store debutantes by comparison. 
This is the effect that Tales of Symphonia has on 
nearly e:very other GameCube RPG on the market, 
making them look underdressed and hopelessly 
outclassed. 

The first thing that you'll notice is the unique 
and vibrant visual style. By placing cartoony char
acters in detailed, picturesque environments, the 
game surrounds you with a colorful world that is 
one of the most stunning I have e:ver experienced. 
But, e:ven though the amazing graphics are the 
most noticeable aspect of Tales of Symphonia, 
the area where it truly distinguishes itself is in its 
addictive and highly variable combat mechanic. 

All of the battles unfold in real time, placing you 
in control of a single character while the game's 
impressive Al handles the rest of the party. I 
wasn't too hot on this at first ( e:ver since Deep 
Blue beat Kasparov, I've been wary of giving tech
nology too much power), but then I discovered 

the nearly unlimited ways to customize the com
puter's behavior. Each of the Al-managed charac
ters can be tweaked to your preferences, including 
adjusting the types of enemies it targets, how it 
engages them, and how frequently it uses special 
attacks. Additionally, the level of automation is 
entirely up to you. It is possible to hand your char
acter over to the Al, leaving you to sit back and eat 
some nachos as the battle rages onsaeen. Or, if 
you and your friends want to manually control all 
four party members, you can share the glory in 
muhiplayer mayhem. 

Unfortunately, not e:very aspect of the game 
is as engaging as the battle system. The story is 
tired, and the character types are so cookiecut-
ter (save for the woman who seems to derive 
sexual pleasure from uncovering archeological 
artifacts) that you ne:ver get the sense that you're 
a part of a new, exciting adventure-everything 
is pretty familiar. But, where the innovation runs 
thin, gorgeous visuals and dynamic gameplay fill 
in the spaces, making Tales of Symphonia the 
heavy-hitting GameCube RPG you've been waiting 
for.-JOE 

; WE NEED 10 TALK ( 
: Though all of the game's key developments will be ; 
! revealed as the plot advances, several dues and char- ! 
: acter reactJons can only be obtained off the beaten ! 
: path. In a techn,que remnscent of the f¥::1Ple T u-ne : 
: Events of f'inal Fantasy IX, you1 be able to trigger ; 
i many optional conver.;atJons among your party mem- ( 
: bers as you explore the V'IOfkl. These little slots, told ! 
i through dialogue and anrmated portraits, aren't essen- i 
: 1lal to the progression of the story, but they often have ! i some hilarious lines, and also proYlde a great window : 
; into the character.;' personalities and interactions. : 
~ : 

BOTTOM 8 75 LINE ■ 

> Cancopt: Assemble pieces 
horn several RPGs and still end 
up with somelhing unique 

> Graphics: Mixing inventive 
character models with cel-shad
ing lends a Win<t.vaker-meets
anime kind ol feel 

> Sound: Though not epic, the 
soundlrad is pretty mellow and 
complements the game's tone 

> P1ay1billty: The battle con
trols are a bit awkward at first, 
but M!llually become second 
nature 
> Ente11.tlnment: One ol the 
few great RPGs available on 
the 'Cube 

> Rtplly V1lue: Moderate 

Second Opinion 8.5 

Oon't be fooled by the 
anime look of Tales. There 
rs a deep, engaging game 
hiding behind the spiky 
hair and briahl colOB. This 
highly traditional Rl'G suc
Ceffl al the often-laied 
task of combining a gratify
ins slOIY with high play
ability. The action-oriented 
cornb.11 is surp!isintf 
eitertainins, and the option 
10 run battles mulliplayer 
is an inaedible plus. The 
flexible character control 
features mean thal you'I 
stJII ~ a sreat time on 
your own as well. There's 
a healthy dose of humor 
thrown in that helps e.ch 
of the charactffi dMlop 
compelling and endeai-
ins personas. High qual-
ity \IOICe work and a 
varied musical soundtrack 
immerse the player MO 
deeper. 1 came WWf teelins 
alL1Ched 10 the characlffl 
and fondly recaling the 
emolional story, MO ff 
both fek familiar. All told, 
Tales of Symphonia should 
more lhan fill the aching 
wid that exisls for starving 
GameCubeRPGfans. 
- MILLER 
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XBOX 

The Chronicles of Riddick: 
Escape from Butcher Bay 
> STYU 1-PIAYER ACTION > PUB USHER VIVENDI UNMRSAL GAMES > DMLOPER STARBREEZE STUDIOS 
> RELEASE JUNE I > ESRB M 

RIDDICK ROCKS THE BOX 

T here are a lot of people out there who auto
matically dismiss anything with Vin Diesel 
attached Gust admit ii Knockaround Guys 

rules!). In this case, doing so would be a huge mis
take. The Chronides of Riddick: Escape from Butcher 
Bay is a triumphant success of a game. Not only are 
the visuals ridiculously sweei the gameplay is unique 
and incredibly well-paced. Hands down, this is one of 
the best titles in the Xbox library. 

Despite the first-person viewpoini this is no 
mere FPS. While there are several intense shoot
ing segments, gameplay also involves a good 
deal of stealth, hand-to-hand combai and realistic 
puzzle-solving. This mixture may sound toxic, but 
every aspect of play is expertly implemented. The 
first-person combat simply offers depth by having 
Riddick throw a different punch with each direction 
pushed on the analog stick as the trigger is pulled. 
Coupled with a variety of melee weapons, stealth 
kills, and counter moves, hand-to-hand combat 
is far deeper than most third-person action titles. 
Puzzle-solving is wisely limited to finding keys or 
turning valves - there are no box-pushing or silly 
logic puzzles here. 

Oler the course of Riddick's escape attempi you 
will snap guards' necks, gun down underground 

CHRONICLING RIDDICK 
The Chronides of Riddick is the first film in a 
planned trilogy, but even if the second and 
third movies never happen, Riddick him-
self has already amassed quite an epic tale. 
Chronologically, R1ddick's story begins in Escape 
from Butcher Bay, continues in Pitch Black, and 
then The Chronicles of Riddick: Dark Fury, a 
new animated feature from Aeon Aux creator 
Peter Chung. The DVD release bridges the gap 
between Pitch Black and the first Chronicles film. 
That's a lot of Vin Diesel! 
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mutants, take on other prisoners 
in sanctioned duels to the death, 11"'11'+-o~.;.u: 
and fight your way out of three 
levels of prison security. There 
is a lot of variety to these activi
ties, and even more is added by the optional side 
quests. Taking on missions from fellow inmates 
makes the game feel less linear, rewards the 
player, and helps create a unique mood. As soon as 
you're thrown into Butcher Bay's prison society, it's 
dear that this is far more than a shooter. 

While Escape from Butcher Bay plays more like 
Deus Ex: Invisible War than Halo, its fantastic visuals 
can only be compared to upcoming mega-titles like 
Doom 3 and Half-Life 2. Thanks to normal-mapping 

"Hands down, this is 
one of the best titles 
in the Xbox library." 

technology, Riddick's look is mind-blowing. In-game 
graphics are on par with average_ CG cutscenes of 
this generation. There are some issues, such as 
jaggies and lip sync, but even with these problems 
Riddick is still, without question, one of the most 
visually amazing games ever. 

The tiny flaws in the visuals are a great analogy for 
this title as a whole. While excelleni Escape from 
Butcher Bay could have been a bit better. Since the 
main quest is short (I beat it in less than 15 hours) 
and there is no multiplayer, it's not a ton of game 
for your money. Had it included any additional 
modes of gameplay, Riddick might have been the 
absolute best title for the Xbox. But as it is, Escape 
from Butcher Bay is one title that every Xbox owner 
simply must buy. It's that good.-lEREMY 

BOTTO M 9 5 
LINE ■ 

> Conetpt: Slep inlo the shoes 
of anti-hero Richard Riddick and 
escape from the galaxy's most 
notorious prison 

> Graphi<s: Slaggeringly beaUli
ful Wl1hout a doobl, lhis is one 
of the best-looking games ever 

> Sound: Like him or no\ Vin 
Diesel's voice work rocks. Riddick 
is one scary mUlha 

> Playability: The cootmls are 
so smooth and immerwe lhat 
you11 really feel like you're (back) 
in prison 

> Enttrtainment The word 
that pops inlo my head every 
bme I lhink about this game 
~ ·awesome: That just about 
says it all 

> Replay Value: Moderate 

'*''10l'i·ii:iH:I S, 
There will be people that 
overanalyze Riddick. and 
not fall in lc,;e wrth ~ as 
they should. For example, 
there are times dunng the 
game ( espeoally during 
the cutsceoes) v.!ien the 
graphics get a little pixelated. 
Oiedc that - they get a lot 
ptxelated. Not th.it rt ruins 
the whole experience, but rt 
does get annoying. Especially 
v.!ien you consider how 
graphically impressive the 
rest of the game is. This 
lack of polish also rears rts 
ugly head from time to time 
dunng gameplay; there are 
instances v.!ien the amma
lJon and some of the combat 
is a little wonky However, 
I should note that all these 
points are minor in the total 
scope of lhis game. Nol ooly 
IS rt one of most graph,rally 
pleasing games to ht the 
Xbox (most of the bme), rt's 
a thrilling adventure that will 
ha\'e you 1ump111g at shad
<N6 and g,gg4111g in delight 
as you tum a guard's gun 
against him or silently break 
the neck of your jailers. It's 
not pertect, bul I lc,;ed every 
moment I played Riddtek and 
I highly recommend 11. Keep 
,n mind, it's not a first-person 
shooter - though rt can be at 
times. It's a steahh il<M!Oture 
game at heart and a vey 
good one at that-ANDY 



XB0X 

Metal Slug 3 
> SffiE 1 OR 2-PLAYER ACTION > PUBLISHER SNK NEOGEO > DEVEIDPER SNK PLAYMORE 
> RELEASE MAY 25 > ESRB T 

SLUGFEST 

F or a series that initially only reached arcade 
and NeoGeo gamers, the Metal Slug games 
have a pretty strong following. After playing 

Metal Slug 3, it isn't difficult to see why. Just by 
integrating multiple vehicles and a little humor to 
the standard side-scrolling formula, it sets the bar 
for arcade shooters in terms of action, variety, and 
pure frenetic fun. 

The trademark of the Metal Slug series has 
always been its ability to provide action on par with 
the best in the genre while still injecting a quirl(y 
sense of randomness every step along the way, 
and Metal Slug 3 is no exception. All in the course 
of one stage you can partner up with an uzi-toting 
monkey, transform into a foot-dragging zombie, and 
spew forth a fountain of blood that decimates your 
enemies. Let's see those Contra chumps do that! 

In another step away from the conventions of 
the genre, Metal Slug has a surprising amount of 
replay value. It may only have five stages, but most 
of them offer several routes to the boss, which 
means that there are literally dozens of ways to 
play through the game, with a different experience 
each time. Not only tha~ but with two-player co-op, 
unlockables, and the ability to post your scores 
on the Xbox Live scoreboard, there are plenty of 
incentives to keep popping this one in even after 
you've beaten it 

The only reservation I have about recommending 
this title is its difficulty. Since this a direct port of the 
arcade game of the same name, it retains all of the 
challenge that was originally intended to keep you 
pumping in quarter after quarter. Even on the easi
est setting, Metal Slug 3 is merciless in its attempts 
to crush your body and spirit Not everybody will 
respond with "Thank you, sir! May I have another?", 
but I sure did. And yes, I may.-JOE . ,,,, .... ~, .. ,~ 

~ 

~ 

BOTTOM 8 
LINE 

> Concept: Add some llJ"'I 
antics (think Earthwomi Jim) to 
an action-packed shooter 

> G11phks: Appropriate, 
thougjl unsophisticated. The 
colorful and cartoorry visuals 
highlight the game's wacky feel 

> Sound: The only noteworthy 
noise you1 hear ~ your thumb 
repeatedly jamming the fire 
button 

> Playability: Aiming with cer
tain vehicles can be frustrating, 
but othefwise the controls are 
straightforward and solid 

> Entoruinment: It's got 
camels equipped with vulcan 
cannons. K that M't fun. I don't 
knowv.flat ~ 

> Replay Valut: Moderately 
High 

It's good to see the side
scrolhng shooter genre IS 
ahve and well m games hke 
Metal Slug 3. The bizarre 
humor and strange cre
ativity that permeates this 
game (the zombie stage 
rules!) IS a nice change 
from the overty-seri-
ous titles popular today. 
Granter!. only a very spe
cific audience will be mter
esterl m this retro throw
badi. but those who do 
will have a grw time. It's 
intense, relentlessly hard, 
and its Cilrtoonish look 
r!Cans the glory days of the 
arcade. In other words, it's 
everything Metal Slug fans 
could possibly want. 
- JEREMY 

XBOX 

Full Spectrum Warrior 
> STYLE I ·PLAYER ACTION (2-PlAYER VIA XBOX LIVE) > PUBLISHER lliQ > DEVElOPER PANOEMIC STUDIOS> RELEASE JUNE 1 
>ESRB M 

JOHNNY BRAVO GETS HIS GUN 

I 'd imagine that to the well-trained 
soldier, there are few situations 
you believe you can't get out of. 

What can't be solved with a few bul
lets or a handy battlefield maneuver? 
Full Spectrum Warriors background as 
a U.S. Army training simulation both 
helps and hampers the game. It's a 
very refreshing title to play, even 1f it 
puts blinders on to the new possibili
ties it opens up for a very tired genre. 

There are some of you out there 
who will pick this game up and be 
disappointed that you aren't picking 
up a virtual machine gun instead. 
That's because this game isn't a 
traditional war game where you can 
simply tighten your headband and go 
Rambo on people's asses. Boring as 
it may sound, it's about telling your 
two four-man teams to fire their guns 
rather than pulling the trigger your
self, but Full Spectrum sacrifices little 
intensity. Besides, using your head is 
simply the best way to keep 11 from 
being blown off. 

Suppression fire, smoke grenades, 
and flanking moves are your tickets 
to a long and healthy life. An average 
battle in the game is like this: After 
checking your GPS and ordering a 
recon chopper to scout ahead, you 
encounter a guy firing a machine gun 
from a bunker down the 
street One of your teams 
(Alpha) throws a smoke 
grenade to confuse him, 
allowing the other (Bravo) 
to safely cross the street and 
obtain cover behind a car. 
If Bravo sits there too long, 
the enemy will strip that auto 
down to its underwear, so 
you'll have to watch your 
degrading cover icon. Alpha 

engages him with some suppression 
fire to allow Bravo to eventually flank 
his position and go in for the kill. 

However, the game plateaus as 
you learn that the tactics explained 
above are all you have to do to get 
out of any situation. It's here where 
the game's background as an Army 
simulation hurts, and it feels like 
a virtual trial-and-error textbook. 
Ironically, as instructional as it is to 
jump into a replay of the game from 
a save point while watching i~ the title 
offers no stats for your performance. 
Furthermore, it doesn't allow tactical 
creativity, as your path and choices 
during a fight are limited. 

However, I keep coming back to Full 
Spectrum's basis in reality to remind 
myself why I like the title. A fog of war 
means you have to orient specific 
soldiers to cover your blind spots, and 
the fact that it only takes a few bullets 
to kill is sobenng. Furthermore, the 
control is bghi but the movement 
icon and camera need work. 

By the end of the game I thought 
of myself as a hardened soldier. I was 
grateful for the training and experi
ence gathered in the field with live 
rounds, but part of me still wondered 
what combat was like outside of this 
simulation.-KATO 

BOTTOM 8 25 
LI NE • 

> Concept: Give gamers a true 
squad-based game that takes 
~ 1ndMduahty, but l'Allch 
keeps the ,ntens,ty of combat 

> Gnpllics: The attentm to 
delail surpnses even alter you 
are several hours 111 

> Soulld: From top to bottom. 
Full Spectrum rs Slll-.,ly excelent 
m this category 

> Playability: "->art from some 
camera hnches, your troops con-
1rol l1ke a well-oiled machine 

> ~ : Arefreshtng 
take on mohtary btles, but Full 
Spectrum can be confrrw,g 

> Replay v .. : Moderate 

Second Opinion 8.5 

Ful Spec1rurn Wamor blazes 
a new trail in gameplay, 
mergmg the visceral look 
of a rop,quality Xbox action 
lilewcl,a~~ 
VffllOOofthesrnakdle, 
tMn-based Slrategy of the 
Commandol senes. Some 
• be put off by the fact 
that you're never the one 
actually squeezmg the tng
ger, but I actually fruld that 
tl1IS drstance rai$ed the ten
llOO, as you Sil at the edge of 
yoor se.it hoptng yoor guys 
CilO male t ~ wet, 
yoor guidance. Of cruse, 
the fact that Pandemic aclll
ttf created solid 1'J makes 
tl1IS al poswle, as does the 
exctlent control sdlene. 
v.tiich giYes you a felt 
amount of fteiirbify wet, 
very simple button COITD
nations. N you dig miitaly 
tac1lc5, this is a nlU5HJUy. 
although somelllles the 
mi.wons <Ra bit m SIT> 
lar-MATT 
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PC 

City of Heroes 
> STYU MASSMIY MULTIPIAYER ONLINE ROLE-PlAYING GAME> PUBLISHER NCSOFT 
> DEVWlPER CRYl'TlC STUDIOS> REI.EASE APRIL 29 > ESRB T 

SPANDEX RULES! 

I 've hungered for an MMO like this for a long 
time. I wanted something customizable yet 
uncomplicated - something that I could play 

for an hour or play all weekend and have fun either 
way. I dreamed of an online game wherein my char
acter was exciting from the beginning - not just 30 
hours into play. I was longing for a new concept - a 
dever twist on the online paradigm. I didn't know it, 
but the game I was yearning for was Gty of Heroes. 

From the moment you create a character, you'll 
drop into that pleasant buzz that is a quality hit of 
gaming. Though character creation is straightforward, 
you might spend a long time just playing with the 
hero generator, checking out different powers and 
trying on various costumes. In-game you'll be con
stantly entertained by the distinctive characters that 
other players have concocted. Plus, unlike some 
similar titles, you can run up to eight characters on 
any of the eleven current servers. So if you want to 
play Super Huge Man one day, and The Incredible 
Flying Mongoose Girl the next - it's no problem. 

With your character done, you are dropped smack 
in the middle of a drug-induced thug riot You'll 
immediately have access to your superhuman abili
ties as you mow down the criminal element that 
has completely overrun this otherwise pleasant 
metropolis. The enemies are intelligent and power
ful - no baby rabbits or tiny rats need apply. Right 
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off the bat you'll be facing crazed robot drones 
and sewer dwelling zombies. They'll react to your 
powers by adapting their approach - doing things 
like withdrawing from area effect skills and circling 
to surround you. 

Your only hope for survival lies in your fellow 
superheroes. I've rarely had such a rush as when I 
charged my brawler of a hero headlong into a gang 
of mutant psions while the powers of my team
mates whizzed overhead in bursts of flame and 
electricity. Eventually, you'll be able to formalize your 
alliances by joining a super group. After registering 
your squad with the local authorities, you can pick a 
leader and team colors, and change into and out of 
your newly colored duds at will. 

The character models, though dynamic and plen
tiful, are not incredibly detailed. I'd also love to see 
the option to change your hair and clothing around 
after you've started - a choice that I'm confident 
an expansion or patch will introduce in the future. 
The city is expansive, particularly once you gain the 
ability to fly and leap your way about its breadth 
and height There are also dungeon-like interiors of 
warehouses, sewers, and caverns - most of which 
are explored during missions. On that note, you'll 
constantly find yourself acquiring new missions 
from your network of contacts, so there's always a 
sense that you're accomplishing heroic deeds as 

you scour the streets for villains. The core combat 
mechanic is balanced and flexible. Each fight feels 
fast-paced and intense, particularly when you're 
cooperating as a team. Powers are well balanced 
between the classes, and your choice of origins 
(such as mutatation or magic) will help determine 
what enhancements you can power up with. 

I'm a little concerned about the depth of the 
game. It's immensely fun, and I certainly haven't 
tired of it yet But I do wonder whether I'll feel the 
same way in a few months. Regardless, City of 
Heroes offers up a super-charged helping of awe
some, and you don't need to be a comic book fan 
to know it tastes sweet 'Null said.-MILLER 

BOTTOM 9 
LINE 

> Concept: Be a hero. Join odlel 
heroes. Become more engrossed 
..;m your aher ego than Bruce 
Wa-,,,eis 

> Graphics: Bright and vibrant 
characters of limitless variety 
move about a surprisingly 
detailed cityscape 

> Sound: Kapow! Zap!! Biff!!I 
This stuff is great 

> Playability: A great intro 
to new online players, but still 
immensely satisfying to the 
veterans 

> Entertainment: You'd be hard 
pressed to have more downright 
fun in an online game 

> Rtplay Value: High 

Second Opm1on 9 

Without a dolbl, Gty ol 
Heroes is lhe best MMO I 
have played since Eve!Quest 
(and as many of you already 
know, I was quite addKted 
to that game). The interest
ing thing about Heroes 1s 
that in many wrs it IS the 
complete opposite of EQ. 
For one, your characters are 
extremely powerful, and you 
get to mow throuwi legions 
of enemies. Secondly, since 
most of your power comes 
from leveling up and acquw
ing enhancements, there 
isn't a lot ol 1111/enlory to 
wooy or complam abotA 
(loo«. as any MMO player 
knows, is the root ol al evil) 
Cnnsing around Paragon 
City fighting crime IS just a 
blast espeoally since the 
combat system keeps 1he 
player irMWed. Plus, by cre
ating mirrored zones when 
1he player count gets too 
high, server population really 
isn't a problem. Not only is 
City of Heroes an original 
MMO, it is one of 1he better
=rted pieces of software 
I ha-;e seen in a \\flile. Plus, 
it's just fun being a super 
hero.-ANOY 



Perimeter 
> STYU 1-PIAYER STRATEGY (UP TO 4-PIAYER VIA INTERNET OR LAN) > PU BUSHER CODEMASTERS 
> DEVELOPER K-0 LAB > RELEASE JUNE > ESRB T 

SETTING NEW BOUNDARIES 

D espite the large number 
of untested concepts in 
Perimeter, at the end of 

the day it's an enjoyable play, 
albeit a slightly rough one. 
Because seriously, who doesn't 
enjoy the power to literally 
make the land over as they 
see fit? 

The story of Perimeter is 
weird enough to do Philip K. 
Dick ( of Blade Runner fame) 
proud. It's also told oddly, with 
the player jumping between 
three different factions (who 
unfortunately play almost 
identically) at seemingly 
random inteivals. That's okay, 
though, because it sets up 
the myriad mission objectives 
well enough. The campaign 
switches up between vari-
ants on escape, survive, and 
conquer regularly, which keeps 
things fresh. 

Three innovative concepts 
also seive to differentiate 
Perimeter. Impenetrable force 
shields, morphing units, and 
terraforming all work together 
rather well, and make for a 

unique flow of play. Enemies 
tearing apart your helicopters? 
Turn them into tanks. That 
didn't work either, and your 
squad is done for? Fine -
create a big chasm or raise 
your Perimeter to buy yourself 
a little time. As you can easily 
tell, Perimeter has a strategy 
all its own, and it's a lot of fun 
to explore. 

A general lack of polish holds 
Perimeter back from being a 
real contender for top dog in 
the RTS genre. Unit Al is often 
wretched, enemy Al is worse, 
and framerate suffers during 
camera pans or intense battles 
even on a beastly PC with set
tings set around medium. Cool 
concepts, excellent graphics, 
and good mission design 
save it though, and the new 
ideas alone make it worth 
a look. Don't be surprised if 
that quick look turns into a lot 
more; the gameplay is tight 
enough to glue any RTS fan 
to the monitor for a good long 
time.-ADAM 

BOTTOM 7 75 
LINE • 

> Concept: Kid RTS conven
tions right in the jimmy, and tell 
a slightly confused story about 
humanity's Mure in the process 

> Grophia: The mud>touted 
propriaary graphics engine is 
indeed gofgeoul, but d eats sys
tem resou-ces like you wouldn't 
believe 
> Sound: Utterly useless e,i:ept 

for the audio "under attaclc" 
warnings 

> Playability: The unique inter• 
face is smooth and intuitive 

> Enlfflaio0110ftt Beyond al 
the imovations. at llS core this is 
a hedol a loo same 
> R.,&iy Value: Moderately 
High 

• I I I I 

I bke RTS games, and I love 
esotenc science hct1011 
That's vhf rm a lottle dosap
pomted that I didn't love (or 
even much like) Penmeter. 
The game offer5 a healthy 
dose of lllllOValJOn wrth,n 
the largely Sllllllar RTS 
martet. Between terrafor
llllll& unit transformation, 
and energy shteldtng, I 
found plenty of new ideas 
to wrap my brain around. 
Unfortunalely, haff the bme 
I barely knew what to do 
wilh those pioneering ele
ments since the obt«tive 
descnpttorlS were so con
fusingly vague. Tack on a 
soundtrack that almost put 
my computer to sleep, and I 
came IN<if'/ unpressed With 
an mgenious idea that JUS1 
never seemed to gel off the 
ground.- MlllER 

It seems that these ~ a 
RTS is harder to gel tnto 
than a fistfight ,n a mon
astery; there are so many 
uninsptred knockoffs, and 
Vf!f'( few of them end up 
holding your attention Last 
years Rise of Nattons was 
an excepllOn to that trend. 
and Thrones & Patnots 
keeps the lraditlon awe. 
tt prOYldes new nabonS to 
control, more Conquer the 
World scenanos, and some 
1nterestmg adddJons deal
mg With your nation's style 
of goyernment (I highly 
recommend Despotism). All 
of these new features. com
bined with the accessibtlity 
and depth ol the onginal. 
male this e,q>allSion a sight 
lor sore eye5s-JOE 



PC 

Lineage II: 
The Chaotic Chronicle 
> STYlf MASSIVEIY MUIJlPIAYER ONUNE ROIHIAYING GAME> POIUSIIU NCSOfT > DlVBOPII NC INTERACTlVE 
> REllASE APRll 27 > ESRB T 

WHO'S YOUR DADDY? 

M 
MORPGs are infamous for placing the real pallly five races and two classes to choose from, 
meat of the gameplay and the most excit- players won't be able to customize their online 
ing rewards at the end of a long, arduous persona very much at all until at least level 20. At 

gaming journey. Lineage II, however, goes the extra that point things get somewhat more interesting, 
step and makes the early levels so tedious that it but never reach the level of diversity available in 
really does feel more like clerking at Wal-Mart than other MMORPGs. 
honing your skills with blade and bow. I'm more All of these issues are merely icing on the cake 
than willing to put up with some of what makes a massively 

low-level wa_nkery_in orde'. to "The potential multiplayer game great, though: 
become an mvmable engine of interactions between players. 

destruction when I finally get to sweetness Of Lineage II certainly delivers in 
the later stages of an RPG, but this department, offering loads 
Lineage II takes it too far. of goodies including player-

On the technical front participating in controlled land and castles, 
Lineage II is above average, if alliances between clans, and 

not stellar- the Unreal engine a globe-span- clan warfare. The potential 
is popular for a reason, and sweetness of participating in a 
NCsoft clearly has an extremely globe-spanning conflict between 
talented team of artists bring- ning Conflict thousands of players is huge. 
ing the world to life. All of The flip side to these many fea-

the models and scenery are between thou lures, however, is that Lineage 
crafted with exquisite precision, • II has a much more chaotic 
and the different areas of the game world than similar titles 
world each have a distinct feel. sands of players due to the mostly-unrestricted 
Character creation and develop- PvP aspect. With few safe zones 

men! leaves a bit to be desired, is huge." to be found, player-killing is a 
however. Initially faced with a major part of the game. There 
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are some rudimentary mecha
nisms in place to curb griefing, but the 
PvP is largely player-policed. 

Whether or not you enjoy PvP combat 
should be the determining factor in any 
decision to purchase Lineage II. Its only 
distinguishing feature is the PvP con
tent, which in itself makes for a unique 
experience which some gamers will 
no doubt fall in love with. Be warned, 
though - that level 63 Ore Fighter stand
ing outside the town gates probably isn't 
there to group up for some casual hunt
ing.-ADAM 

TIMELINE HIGHLIGHTS 
LIFE BEFORE LEVEL 20 

Made a hot elf cluck, got Slarted on my quest to become a cham
ptOO of order on a world of chaos. 

Finally killed enough wolves and goblins to reach level seven and 
upgrade my attack speU. Evil beware' 

Realized that new equ,pmen~ better Slats, and a level three Wind 
Stnke only translate to about lll'lti more damage. Went back lo 
killing goblins. 

Damn, I'm bored. 

BOTTOM 7 25 
LI NE ■ 

> Concept: Make player vs_ play
er combat lhe focus of a giganti~ 
open-ended MMORPG 
> Graphks: The Unreal engine 
makes for some nice visuals, 
though arnmations could be 
mored!Vffit 
> Sound: A lovely orches-
trated score sel~ lhe high fantasy 
Iheme 
> Playability: The lack of con
textual menus is often frustrating. 
and until now I had no idea how 
irritating a font can get 
> Entertainment: tt PvP is your 
p,eferred method of MMO gam
ing. this is tailor-made for you 
> Replay Value: High 

Second Opinion 7.25 

With gorgeous presentation 
andanartful exeaAion, 
Lirl618' II is hard to ignore. 
Bui the maddeningly slow 
pro,-essK>O along wilh the 
pruntially lffllalin8 p,,p 
l¥5lffll 1\11 very possibly 
make you wish that you had. 
Wlhout a doool, the lile 
boasts a IUpeflOr ~aphic.11 
presenldbon. The character 
models are simply SIUnning 
(Who knew ores could be 
hot?), and the breathtaking 
orchestral soundlrad is as 
captJvafing as a fine film 
score. Here"s rrrr IV'Pf: I was 
kind oC bored Take out the 
pretty pictures and the ear 
candy and rve played lhis 
game before - lots of times 
before. Have you played 
another MMO? Then you 
have. too. When you have to 
look forward to leveling your 
character htgh enough to 
~ fungi then some1hing 
is wrong. Seriously. Plus, the 
one thing that makes this 
game unique pJ5I 38lP"avate5 
me: The 1Rontroled 1W 
svstem me.ins you can gel 
assassinated at IJfff tine. 
Consequently, leveling is not 
about advancement - it's 
about revenge. Does that 
appeal to you? Then this 
is your game. I guess rd 
just rather befriend online 
~ than murder them. 
- MILLER 



N-GAGE QUICKIES 

N-GAGE ---
Tiger Woods PGA Tour 2004 
> STYLE I TO 4-PlAYER SPORTS (2-PLAYER VIA BLUETOOTH OR UP TO 4-PLAYER VIAN-GAGE ARENA) 
> PUBLISHER EA SPORTS> DEVELOP£II ELECTRONIC ARTS > REUAS£ MAY 18 > ESR8 E 
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J ust as the real life Tiger gets mad when his godlike golf game goes awry, 
there will be times when this title will leave you irate. Getting your swing 
down on fairway drives can be difficult because of the handheld's d-pad. I 

appreciate attempting to bring an analog swing to the N-Gage, but the pad has 
little feel to it Thus, your drives can be as erratic as hitting with a bent 9-iron 
while blindfolded. Putting is similar, since trying to understand what "three 
inches to the right" actually translates to in the game can make your frontal 
lobe throb in pain. The career mode does let you allocate attribute points, but 
with something as solid as Mario Golf: Advance Tour around, I wouldn't take 
your chances. For golfing results this chancy I'd rather hit the links myself and 
pray.-KATO 

N-GAGE 

The Sims: Bustin' Out 
> STYLE I-PLAYER SIMULATION > PUBUSNER ELECTRONIC ARTS > DEVELOPER ELECTRONIC ARTS 
> RELEASE MAY 11 > ESRB T 

I can safely say this is by far the best game 
I've played on the N-Gage. Then again, 
it's also one of the best third-party games 

I have played on the Game Boy Advance. 
Nokia's partnership with EA has given gamers 
a few perks above the earlier version - like 
your unde giving you a cell phone to play 
Snake on or make calls without having to 
find a landline. There are also competitions 
and unlockables through the N-Gage Arena 
service, but they won't really rock anyone's 
world. Graphically, the game looks really grea~ 
and converting Bustin' Out's areas to the tall

n-skinny screen works perfectly fine. And just to be crystal clear on the score 
difference, the quarter of a point dock is for the controls being a smidgen less 
responsive than the GBA version's.- USA 

N-GAGE 

Ashen 
> STYLE I ·Pl.AYER ACTION (UP TO 4-PlAYER VIA BlUETOOTH) > PUBUSHER NOKIA 
> DEVELOP£II TORUS GAMES > R£1WE MAY 25 > ESR8 T 

D eveloper Torus Games' fervent desire to create a killer app for the N-Gage 
is vividly expressed through Ashen's remarkable visuals, fluid framerate, 
and stellar animations. Unfortunately, this impressive technology is not 

backed by inviting gameplay. The controls are designed logically and work sur
prisingly well, but the snail-like pacing, abhorrent level designs, and uneventful 
gunplay diseases an otherwise impressive presentation. It's just a boring play 
that suffers from first-person banality. - REINER 

GAME BOY ADVANCE 

Harry Potter and the Prisoner of Azkaban 
> STYLE I-PLAYER ROLE-PLAYING GAME> PUBUSNER ELECTRONIC ARTS 
> DEVELOPER ELECTRONIC ARTS UK> RELEASE MAY 26 > ESRB E 

SOMEONE SAW THE LIGHT 

W ell, call me one shocked 
reviewer! This surpris
ing little GBA game has 

achieved a major milestone in my 
book - it has changed my grumpy 
attitude towards Potter games 
entirely. While this RPG has some 
annoyances, its amusement factor 
is hard to deny. 

Like the book it's based on, this 
entry covers the dark storyline 
of Harry finding out more about 
his parents' murder, the escape 
of a dangerous convi~ and 
the fact that our boy wizard has 
some baggage to deal with. In 
those regards, this game carries 
the more mature themes with 
style and tight storytelling. The 
gameplay mirrors this by requiring precision item management and upgrades 
for each party member. Azkaban's battle strategy and party arrangements (all 
three friends will be switched between every possible configuration during 
the course of gameplay) forces players to be thoughtful and strategic. This, 
my dear RPG junkies, is a good thing for all of us. 

On the other hand, small annoyances break up the experience and stop 
it from being the end-all of the RPG handheld market For example, when 
purchasing items, you can't tell who can use them and what they really do. 
There are other instances of making some menu structures harder than they 
need to be, but despite these issues, I still am happy to finally find a true 
Potter game that I can really get behind.-LISA 

BOTTOM 8 
LINE 

> Concept Take lhe .,;zardly 
Scooby Squad through their third 
year of Hogwarts - RPG style 
> Graphics: lilrge sprites and 
nice particle effects for the battle 
system make this a standout 
> Sound: Eh. Take it or leave it, 
like. most handheld titles 
> Playability: The battles 
involve a lot of strategy, and 
item management is key, but 
other areas of the title need a 
little tuning 
> Enlertainment: Wrri all Potter 
games aren't RPGs is still beyond 
me. This is the best entJy for the 
frandlise oo any system 
> Replay \lalut: High 

Altfr ~ al the various 
consolever9011 d Hally's 
Hogwarlsa<Mnlures, lhe 
prospect d ~ a Polter 
licensed G8A pne was not 
Vt!.Y ~ Howellef, this 
is ac1ualy lhe best d lhe lol -
a nicely done. I~ rudi
mentaiy RPG that ilClually 
makes used lhe Polter uni
verse's myriad magical spells. 
items, and pobons. The llln
based b.Jldes recµre a bid 
strategy, and I also lie how 
each character has unicJ,e 
atlrilMes and abilities. This 
shrud please Polter fans 
reared on~ and Ylt
Gi-Oh.-MATT 
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GAME BOY ADVANCE 

Sonic Advance 3 
> STYLE I TO 4-PlAYER ACTION/PLATFORM > PUBUSHER THQ 
> DEVELOPER SEGA TEAM SONIC> RELEASE MAY 24 > ESRB E 

RIGHT ROUND BABY, RIGHT ROUND 

J 
udging from the mountain of Sonic-related love mail that we get all the 
time, you people adore the blue blur in all his repetitive forms. I am not 
one of those people. I'm of the school saying that unless something 

major happens, Sonic and I are officially breaking it off. I don't want to deal 
with the random loops and springs that (I think) are supposed to make me 
believe I'm having fun. I'm not anymore - I can see through the otherwise 
simplistic level design and one-<limensional sprinting and look at Sonic 
Advance 3 like any other Sonic title, because that's all it is. 

Sure, his crew is along for the ride, and they do offer some extra moves. 
To enhance replay, players choose a main member and then one of 
the remaining furry squadmates to come along for the ride as a partner. 
Although having certain characters as a sidekick is supposed to change the 
dynamic of each area (Sonic as a partner increases your speed, Knuckles lets 
you hit harder, etc.), it's just too much of the same for my blood. 

For those of you who manage to take advantage of the multiplayer 
options, I say, ·more power to ya~ There are a lot of modes to dig through, 
and I'll let you do 
that on your own 
time. For my hours 
of leisure, I'll be 
looking for Sonic to 
really do something 
different These are 
great characters 
that have been the 
same since the start 
of the franchise. I 
want more now. 
- LISA 

BOTTOM 6 75 
LINE ■ 

> Concept More Sonic, more 
friends, more ~ 
Wee! 
> Graphics: Did you play Sonic 
Advance? Wiat about Advance 
21 Yeah, it's the same thing here 
> Sound: Again, the same as 
it ever was 
> Playability: 'li<JNzA! Aoother 
catego,y of sameness. Sensing a 
theme here? 
> Entertainment: (Re-.iew 
diche coming ... ] Sonic fans .,;11 
dig it, others won't be converted 
to the wy of the hedgehog 
> Replay Value: low 

Second Opinion 7.75 

When you catch a~ idea, 
you've really gotta run v.ith 
ii. Se&a ~ one sud1 idea 
in lhe early 90s. and Sonic's 
been nming e!W!f since. 
E-;eri after al lheseye.vs. 
the sheer Yelocity MIii v.tich 
lhe lillle blue fuubal z~ 
~ a le'ld is astounding. 
In fact that may be why lhe 
pne ends up feeling a little 
short. SIi, the animalion is 
kl!> notd1. and the stages are 
colorfu and irMlini Replay 
value is significanltf extended 
1,v the variety d characters 
and lhe unicJ,e objedP,ie 
paths that are avaiable to 
each. When it c.omes ~ 
down ID ~ Sonic's 5lil 1111-
ning, bit he ainl lied yet 
-Mill.ER 
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TOP 20 TOP 10 JAPAN 

Listings Based Upon NPD Data For April 2004 Based On Units Sold 
Rank Tille 

Plkmln 2 
Rank Tille L Mo. System Score Release Price Derby Stalllon 04 

1 Fight Night 2004 N/A PS2 
llarute 2 

9 03/04 $50 Kirby 111d the Alllazlng Mirror 

Pok6alon Fire Red/leaf Green 

2 NBA Ballers N/A PS2 8 04/04 $40 Klnnlku Man Generations 

Dragon Quest V: Heaven's Bride 

Mega Man Zero 3 

3 Fight Night 2004 N/A XBOX 9 03/04 $50 F•lcom Mini: Super Marlo Bros 
I Xenosaga Freaks 

4 MVP Baseball 2004 3 PS2 9.25 03/04 $50 

5 Pokemon Colosseum 2 GC 7 03/04 $49 

6 Resident Evil: Outbreak 9 PS2 7.5 03/04 $50 

TOP 10 GI 

7 Splinter Cell: 
4 XBOX 9.5 03/04 $49 

Pandora Tomorrow 
Rank Tille 

The Chronicles of Riddick: 
Esca e from Butcher Ba 

8 NBA Ballers N/A XBOX 8 04/04 $40 
City of Heroes 

NCAA Football 2005 

Psi·Dps: The Mlndgate Co11111lracy 

9 Halo 14 XBOX 9.5 11/01 $27 D■lmusha 3: Detllon Siege 

Mega Ma■ All■lnrsary Collectlo■ 

Splinter Cell: PHdorll T-

10 Hitman: Contracts N/A PS2 7.25 04/04 $50 Rite of Nations: Tlml■es I Patriots 

Tales of Symphonia 

11 Hitman: Contracts N/A XBOX 7.25 04/04 $50 
I Unreal Tournament 2004 

.... 
' 12 Namco Museum N/A GBA 8 06/01 $12 1111: . ·, • I ,r .. :. • 

13 MLB 2005 N/A PS2 8.5 03/04 $40 
. __,., 

ThtS&atl'sFIIYOIUPlcb 

14 MVP Baseball 2004 5 XBOX 9.25 03/04 $50 
TOP 10 PC 

Rank Tille 

City of Heroes 

15 MX Unleashed 10 PS2 8 02/04 $40 lineage II: The Chaotic Chro1lcle 

Battlefield Vietnam 

Rite DI Nations: Thrones I Patriots 

16 Pokemon Ruby 17 GBA 7.25 03/03 $33 Far Cry 

Unreal Tournament 2004 

17 Super Mario Advance 4: 
12 GBA 9.5 10/03 $30 

Super Mario Bros. 3 

Rise of Nations 

The SIN Del111e Edition 

Call of Duty 

18 Pokemon Sapphire N/A GBA 7.25 03/03 $33 
I Drop! 

19 Pac-Man Collection N/A GBA 8 07/01 $12 

20 Ninja Gaiden 1 XBOX 9.5 03/04 $50 

8-!0n-- lGld 
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L. Mo. System 

N/A GC 

N/A PS2 

N/A GSA 

N/A GSA 

2 GBA 

N/A PS2 

1 PS2 

N/A GBA 

4 GBA 

N/A PS2 

L. Mo. System 

N/A Xbox 

N/A PC 

N/A Multi 

N/A Multi 

1 PS2 

N/A Multi 

3 Xbox 

N/A PC 

N/A GC 

PC 

L. Mo. P1ice 

NIA $40 

N/A $42 

1 $38 

N/A $26 

2 $39 

3 $40 

N/A $32 

4 $27 

N/A $40 

6 $10 



Preowned PlayStation 2 
and controller with 

Harry Potter and 
The Prisoner of 
Azkaban 

• 

CODE: 89000621 

ONLY $129.99 

Expected June 2004 

FREE •Run the 
Gauntter DVD with 

_ ..... '" • 
-

Preowned GameCube 

FREE Overnight 
Shipping with Coupon 
Code: GIOVR 

• . 

and Controller wrth 

CODE: 8909064Z - ------- ---

ONLY $79.99 

Spider-Man 2 
Expected June 2004 

FREE T-Shirt and 
Overnight Shipping with 
Coupon Code: GIOVR 

1ve ers o 
====i[fllll Reade 

Preowned PlayStation 2 
and controller with 

FREE Preowned Enter 
The Matrix Game 

Samurai Warriors 

• -
Pay for your order with 
your checking account 

using CheckFreel 

CODE: 8909062ER 

ONLY $129.99 

Spider-Man 2 
Expected June 2004 
FREE T-Shirt and 
Overnight Shipping with 
Coupon Code: GIOVR 

Webaite orders only. See site fof details. Requires Checkfree account to use. 

Preowned GameCube 
and Controller with 

FREE Preowned 
Robotech Game 

cted August 2004 

REE Overnight 
hipping with Coupon 

e: GIOVR 

. . . 
.. •· . 

~ . . . 

CODE: 8909064X 

ONLY $79.99 

Mega Man 
Anniversary 

~ Collection 
Expected June 2004 

FREE Mega Man 

T~h; • 

-



Xbox Live and 
Splinter Cell: Pandora Tomorrow 

Purchase! 

• • 

-

CODE: 8801736D 

ONLY $99.98 

Expected June 2004 

With Mini Strategy Guide 
& FREE Overnight 
Shipping with coupon 
code: GIOVR 

FREE 
OVERNIGHT 

SHIPPING 
AND GUIDE 

Rise of Nations & Expansion with 

Figurine with Purchase! 

CODE: 86449208 
- - -------- - -~-~ 

ONLY $59.98 

Joint Operations 
s FREE Interact Mouse & 
- FREE Overnight Shipping 

with coupon code: GIOVR 

• 
. 

. 

Exclusive Offers For 
- IBFI- Readers 

Expected June 200-4 

With Mini Strategy Guide 
& FREE Overnight 
Shipping with coupon 
code: GIOVR 

FREE 
OVERNIGHT 

SHIPPING 
AND GUIDE 

~ 
v ~ 

Pay for your order with 
your checking account 

using Checkfreel 

CODE: 80202358A 

ONLY $149.99 

Preowned XBOX with 
Preowned Hitman 2 
Game 
FREE Overnight Shipping 
with coupon code: GIOVR 

• - . 

Website orders only. See site for details. Requires Chec:kFree account to use. 

True Crime with 

FREE Mini Strategy 
Guide with Purchase! 

• 

CODE: 8645572A 
~- ---- --------------

ONLY $49.99 

~ Guild Wars 
Expected August 200-4 

t: ~ ,., FREE Overnight 
Shipping with coupon 

__ ~ •• 



ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 

PLAYSTATION 2 
AnfO<Ce Delta Strike 7 -Alias 7.5 Apf-04 
All-Stir Baseball 2005 7 Apf-04 
American Idol 6.25 -Backyard Vwesding: 

Don't Try This at Home 5.5 Dec-03 
Baldu(s Gate: Dari. A5a!u II 8.5 -Batman: Rise ol Sin Tru 5 No,,-03 

BattleslMGala<lica 6 Jon-04 
Beyond Good And Evil 8 Dec-03 
Bloody Roar 4 7.5 Dec-03 
Oibela's Dangerous Hunts 4.75 Jar>-04 

c.s::;~;;;i.,,.~ 6 -Castlevania: Lament of Innocence 8 No,,-03 
Celebrity Deathmatch 2.75 Jar>-04 
CJ>amp;onsofNooath: 

Realms of Eve,Quest 8.75 -Cooflia Desert 5tooTI II: 
Bad< to Baghdad 7.75 No,,-03 

CoNeae 5 Ji.n-04 
OWi Nitro Kart Dec-03 
Oimson Sea 2 Apf-04 
Culdcept Dec-03 
Cy Girts 4 Ma<-04 
Destructioo De,t,y Arenos 6.75 May-04 
Dot Had< \1,1. 4: Quarantine 7.5 -Dragon ean 2: 8udol.,; 2 7.5 Jon-04 
Drakenga<d 7.5 Mar-04 
Dynasty Wanm 4: xtreme Legends 7 Dec-03 
ESPN College Hoops 8.25 Dec-03 
ESPN Majo< League Baseban 7.5 Apf-04 
ESPN NBA Basietball 9.5 No,,-03 
EverQuest Online 

Adventures: Frontiers 7.5 -Eyoloy: Gro<M! 6 Jun-04 
Falloutllro<he,hoodol5'eel 8 -Faul Ftame 2: CmlsQo BU!e,11-f 9 Jon-04 
AFA5oa:ef2004 8.5 No,,-03 
Fei<Ntil•t2004 9 Apf-04 
fnal Fantasy X-2 8.75 Dec-03 
fnal Fantasy XI 7.75 May-04 
Firefighter F.D. 18 5 Mar-04 
Front Mission 4 7.25 Jun-04 
FugitYe Hunter 5.5 Jar>-04 
Future Tactics: The Uprising 5.25 Jun-04 
a- Recon: Jungle SIOOTI 7.5 Mar-04 
Gladiator:SwOldol~ 5.75 No,,-03 
Gobin CDIMlander: 

Unleash the Hade 8 Jon-04 
Har,y "'1ller and the Sortelel's Slone 5 Jon-04 
Hany Poltec 
QuidcJ;tch Wor1d Cup 7.75 No,,-03 

Hitman: Contracts 7.25 Ji.n-04 
Hol"'11eelsWo!ldRace 6 Jar>-04 
Hfuja 7.5 Jon-04 
lntellrvision Lives 5 -J.>kll 9.25 No,,-03 
James Bond 007: 

E,e,ythingO<Nothins 8.S Ma,-04 
Karaol<e Revolution 8.S No,,-03 
Kin.Switc.h 7 Dec-03 
King of Flghle!S 2000/200 l 7.75 Dec-03 
Kya: Dari. Lineasc, 7.S No,,-03 
La Puc,lle: ladies 8 Ji.n-04 
Lqaty ol Kain: Defiance 8 Jar>-04 
Lethal Skies 6 No,,-03 
Lifeline 8.75 Mar-04 
Looney Tunes: Bad< Ill Ac:1ion 5 Jar>-04 

~o~~mRi;r~KWlg. The 8.25 Dec-03 
Lowricfe< 5 -Lupin the 3rd: Treasure 
oftheSorcetorKina S.75 -Mafia 7.75 Mar-04 

Manhunt 915 un-04 
Max Payne 2: The Fel ol Max Payne 8 -MaxinloVS. AmrfolZin 8.25 -Medal ol Honor. Rising Sun 7.75 Dec-03 
Mega Man X7 7.S No,,-03 
Metal Alms: Glitch in the System 8 Nov-03 
Midway Arca<je Treasures 9 Ooc-03 
Missk>n Impossible: 

Ope,ation SUITT\I 7.75 -MLB 2005 8.S Apf-04 
Mot,;leSuitGundam: 
-le!SinSpece 6.S No,,-03 

Monster ◄X◄: Mastes of Metal 6.S -Monster R.ancer 4 8.25 Dec-03 
MTX: Mototrax 7.5 Apl-04 
.WP Baseball 2004 9.2.S Apf-04 
MX Unleashed 8 Mar-04 
Naval Ops: u,mmonder 6 Apf-04 
NBA Balleis 8 May-04 
NBAJam 6.S No,,-03 
NBA Live 2004 8.S No,,-03 
NBA Shoolout 2004 8 Dec-03 
NCM March Madness 2004 8.25 Jon-04 
Need FO< Speed; Underpoond 9.5 Dec-03 

NFLStreet 7.75 Mar-04 
Nightshade 6.5 Mar-04 
Onimusha Blade Warrior.; 8 Mar-04 
On,musn, 3: Demon Siege 9 Ji.n-04 
Pitfall Har,y 6 Aj><-04 
Pnncg of Pe!,ia: 1he Sands of Tmo .s Dec-03 
R;Raa,gEYolution 7 Jon-04 
Rainbow50<3 Aj)r-04 
Retchet and Clank: 

GQJlgUlll>llOndo -03 
RedDead- 8 Jun-04 
Resident e,;f: Outbreak 7.S May-04 
Ribbit King 7 Ji.n-04 
Rise to Hono< 7 Mar-04 
Rogue Ops 7.S No,,-03 
Romance ol the 11wee Kingdoms IX 7 Mar-04 
RPG Make< II s.s Jon-04 
R-Type final 6.75 Mar-04 
Samurai Jad:: The Shadow ol Alcu 6 May-04 
Samurai Warriors 7.S May-04 
Sc:coby Dool: ~ Mayhem 4 May-04 
Seaet Weapons Over N0<mandy 7.5 Dec-03 
Serious Sam: The Next Encounter 7.75 May-04 
Se\oe!'l Sanl.Jrai 20XX s May-04 
s.ms: Sust,n' Out, The 9_,25 Jon-04 
Siren 6.25 May-04 
SOCl)M II. U.5._Navy SEAl.s Dec-03 
SoricHeroes 7.75 Mar-04 
Spece Oiamel 5: Special Edmon 8.25 Dec-03 
Spawn: Armageddon 6.S Jon-04 
Sphinx and the Culsed Mummy 7.75 No,,-03 

5'e:"~ ~~:== 4.25 No,,-03 
Sl"f Hi.nter2 6 Jon-04 
SSX3 9.S No,,-03 
Suffering. The 8.25 Aj)r-04 
5<-1"" Truds Racrc 6.75 Dec-03 
SWAT: Global Strike Team 7 Dec-03 
Syphon Filter: The Clme8' Strain 8.S May-04 
Tak and the Power of Juju 6.75 No,,-03 
Teenage Mutant Ninja Turtles 7.75 Dec-03 
Terminator 3: Rise of the Machines 5. 75 Jon-04 
limeCrisis3 
Tokyo xtreme Race< 3 
Tony Hawt's Underp,nd 
Translonners 
True Crime: Streets ol lA 
IMual-On Mart 
WMhammer 40,000: Fire Warrior 
~sh 
l\lnn,ngEleven7 
Wo<ld Tour 5oa:ef 2005 
Wonns30 
W"ath Unleashed 
WWE SmoodtMn: 

HOie Comes 1he Pain 
XIII 
X-F;les: ResistOrSe<Ye 
XGRA 

GAME CUBE 
I 080"' Avalanche 
Batman: Rise ol Sin Tru 
Beyond Good And Evil 
Bicride -C.-..Robo 

Dis,,ey's Hide and Sneok 
Dis,,ey's Party 

Dragon Bal Z: -
AFA 5oa:ef 2004 
fnal Fantasy Ctystil Ouoodes 
Future ladies: The Uprisina 
Gol Gol Hype,grindl 
Goblin Commender: 

Unleash the Hade 
Go«ha Foroe 
HaNestMoon: AWonderiufufe 
Hobb<. The 
James Bond 007: 

E"'1\'lhing o, Nothing 
Kirby A;, Ride 

~ s:;:,~ ... The 
LO<dofthe~: 

The Return the~ The 
MarlO Kan: DoiA>fe 
MarioPenyS 
Medal ol Honor: Ris"'8 Sun 
Metil Amis: Gltch in the System 

7.5 Dec-03 
6.75 Jar>-04 
9.25 Dec-03 

7 Jun-04 
8.5 Dec-03 
s Dec-03 

8.25 No,,-03 
4 Jar>-04 

9.2~ Feb-04 
6.S May-04 
8 Ma,-04 
6 Mar-04 

8.S Dec-03 
7 Dec-03 

6.S May-04 
5 No,,-03 

6.25 Jar>-04 
S Dec-03 
8 Dec-03 
6 Jon-04 
8 Dec-03 

S.75 Apl-04 

3.5 Dec-03 
2.5 No,,-03 
7.25 Dec-OJ 
8.25 No,,-03 

7 -S.25 Jur>-04 
7.75 Dec-03 

8 Jar>-04 
7 Jon-04 
8 Apl-04 

6.25 Jar>-04 

8.5 Mar-04 
7 Dec-03 

Ji.n-04 

8.25 Dec-03 
9$ Oec-03 

2 Dec-03 
7.S Dec-03 
8.S No,,-03 

Metil C.,,, Solid: The lwln Snokes 9.25 Ma,-04 
Monster 4X4: Masters of Metal 6.S Fe!>-04 
r.w?Basebol2004 9.23 Apl-04 
NBAU..2004 8.25 Dec-03 
Need FO< Speed, Undqround 9 Dec-03 
NFL Street 7.75 Mar-04 
Pee-Min Vs. s Jar>-04 
Phontasy St¥ Online Episode Ill 8 Apf-04 
Pilfal Har,y 6 Af)r-04 

PokbnonOlannel 6.5 Jon-04 NBABallers 8 May-04 
Pokbnon Colosseum 7 Mar-04 NBA Inside Dn-ote 2004 6.S Dec-03 
Poolf>ara<fise 6 May-04 NBAJam 6.S No,,-03 
R; Raalg EYolutioo 7 Fe!>-04 NBA Live 2004 8.25 No,,-03 
RwbitKing 7 Ji.n-04 
Rogue Ops 7.S No,,-03 
- lad: The Shadow ol Alcu 6 May-04 

Need FO< Speed: Unde,g,ound ~s Dec-03 
NFLStreet 7.75 Mar-04 
.liH!.2!X!! 9 oa_-03 

Sc:coby Dool: ~ Mayhem 4 May-04 NHL Hitz Pro 8 Oc:t-03 
~Hitandl!oo 8.5 No,,-03 
SmrjlusOn' Out, The Jao-04 

NHLRivols2004 S.75 Dec-03 
NQaGa,det\ 9.5 Apl'Q4. 

Serious Sam; The Next Encoulter 7.75 May-04 Otogi: Myth ol Demons 6.75 Oc:t-03 
Serie Heroes 7.75 Jar>-04 
Sj>irits and Spells 2 Dec-03 
SSX 3 9.5 No,,-03 

Pilfal Ha!ry 6 Aj><-04 
Pnnce of_j'en,I: 1be Sands of Trne 9.S .Jan-04 
Rainbow Six 3 8.5 Jar>-04 

St,~ T - Strike 6.S No,,-03 
RalliSpo,t Cllaliens< 2 7.25 Jun-04 
RedDead- 8 .lu>-04 

Tiger Woods PGA Tour 2004 9 0a-03 
Tony Hawt's Underl!fOU'd 8.75 - - 6.S Oc:t-03 

RoooHood: 
True Ome: Streets of lA Jar>-04 Defender ol the Crown 6.75 Dec-03 
\/iewtiflAJoe 9.S Oc:t-03 
WarioWare. Inc.: Mqa Party Games 7 Apl-04 

Rogue Ops 7.5 No,,-03 
Sc:coby Dool: ~ Mayhem 4 May-04 

Wonns 30 8 Mar-04 Seaet Weapons (),er Nom1aooy 7.5 Jon-04 
W"estlemania XIX 7.75 Oc:l-03 
'll>Gt-Ohl 1he Folsebound Kingdom 6.S Jar>-04 

Sega GT Online 7.75 Dec-03 
Silent Soope ~ 8 -XBOX 
Sin,psonsl-tit&Roo 8.5 Oc:t-03 
Soul<:alib<.-n 8.5 Oc:t-03 

Alias 7.5 
Al-Sta< Baseball 2005 7 

Spown: Annaseddon 6.S Jon-04 
Spl,rlle<Cd:Plndcn~ 9_5 Mlr-04 
ljuntef 2 6 -9,S No,,-Ol 
Sia,Trek:ShatuoedU!werse 5.S Apl-04 
Stir Wa,,: Jedi lv:.od<m( 8 Jon-04 
Starsky and Hutch S.75 Oc:t-03 
Slee! Battaion: Line ol Cor1ac! 7.5 May-04 
Suffemg. The 8.25 Apl-04 
SMJ: Global - Teem 7.5 No,,-03 
Sjt,eria 7 Oc:t-03 
Tenchu: Return From Oarl.neu 7.25 Apl-04 
Tennis Master> Senes 2003 8 Oc:t-03 
'T',aerl'IQpdsPGATo.,2.0()4 9.25 Oc:t-03 
lOCA Race DrNer 2 7.S May-04 
Tony Hawt's Underl!fOU'd 8.75 Dec-03 
Top Spin 9 No,,-03 
T~ Ome: 5ftets of lA 8.5 Jon-04 

Amped 2 6.75 No,,-03 
Aqua,nan: Blt!lelorAdentis 2 Oc:t-03 
Annedando.nae,ous 8 Jon-04 
mFatifis 7.5 Jar>-04 
IW>Modellista 7.S Apf-04 
Backyard Westling: 

Don't Try This at Home s.s Dec-03 
Batman: Rise ol Sin Tzu s No,,-03 -- 6.S Jon-04 
Beyond Good and Evil 8 Dec-03 - 6.S -

Urveal II: The ,_kerq 8 Apl-04 
l.t>odoo\T<e 8.5 No,,-03 
IMtiplash 4 Jar>-04 

-~ Poof 2004 6.75 -Wonns 30 8 Mar-04 
\Math Unleashed 7.5 -WWERaw2 7.25 No,,-03 
XIII 7 Dec-03 
XGRA 5 No,,-03 
'll>Gt-Ohl The Down ol Desli'1y 6 .lu>-04 

Bfealrdown 7.5 Apl-04 
Brolr.en SwOld: The Sleep,r-c Dragon 8 Jon-04 
Oibela's Deer Hur<: 2004 SeMon 4.75 No,,-03 
C.n,e 6.S -Celebrity Deathmatdl 2.75 Jar>-04 
CdinMclloeRally4 8.S Apf-04 
Coonte,--Strike 7.5 Jon-04 
CiinsonSloes: 
./111!)Roadl!>-.. 9 Dec-03 

Cune: 1he E.,e ol .... 6.75 -Dance Dance --Ullralra 8 Jon-04 
Dead Man's Hand 7.75 Apl-04 
Deu,E>t;ll)Yi,,bleWa, 9 Jar>-04 
Dino Oisis 3 6.25 Oc:t-03 
Dinosaur Hunting 7 -Dinotopia: The ~ Odyssey 3.25 No,,-03 
DisneyExtr<meSl<ot,-... 7.75 Oc:t-03 
Drake ol the 99 Dragons 1.25 Jon-04 
Dqoons and Dragons Heroes 8 No,,-03 
Dynasty Wamoos 4 7 Oc:t-03 
Elder Scrols Ill: Mono,,;nd 

WTYEdition, The 7.75 Jon-04 
ESPN Major lelgve BasebaU 7.S Apf-04 
ESPN_NBA Baskctbal 9.S No,-03 
ESPN NHL Hod<ey 8.S Oc:t-03 
Fdoul: 8ro<he,hood ol Sleel 8 -

l'C< o1 ~Jhe r...., 9 Cle<-03 -- 8 Mlr-04 
Black Mm, The 4.5 Jon-04 
B,eed S.75 Jun-04 
Cafl ol Duty 9 Dec-03 
c;.;-. nt: Cor!quests 9 Jar>-04 
Coovnand & Conquer 

Generals: Zero ~ Dec-03 
Convnandos 3: 

Des1inotion Belin 6 Jon-04 
Contra<1 JACK. S.5 Jon-04 
Coonter-Stril<e: C<>nditlO<, Zero 7.75 Apl-04 
Dari. Age ol Camelot Trills ol Allonlis 8 -Delta Force - Blad 
- Down: Teem Sib<,, 8 Mar-04 

='~~~ 6 Jun-04 
9.5 Jon-04 

Dungeon Sieg<: Legends ol Aranno 7.5 Jon-04 
~ Down ol the Modem - 8.25 Dec:-03 
FarQy ~.25 Mlr-04 
mal Fentasy XI 8 Jon-04 
Genaland 6.S May-04 
Ghost Mast..- 7.25 No,,-03 
Halo: Combot EwMd 8.75 Dec-03 
Hidden & o.nae,ous 2 6 Jar>-04 

t'll,tNip,12004 9 Al>f-04 
Ffeedomf91len 8 Oc:t-03 
F,eesr,leStn!«Soa:e< 4 F<l>-04 
Future T«llcs: The Uprisq S.25 Jun-04 
~S-dol~ S.75 No,,-03 

9.25 Oc:l-03 
GobhnCommonde<: 

Unleash the Hade 8 Jar>-04 
Grabbed by the Ghoufies 4.S Dec-03 
Grand 1hefl ~o 111/1/lce ciiv 10 Jon-04 
Ha\Red Man5iort, The 7 -- : Conlfads 7.25 .lu>-04 
James Bond 007: 

E\lery1tw1g or Nod1ing 8.5 Mar-04 
Judge Dredd: Dredd ... Death 6.75 May-04 - 7.S Dec-03 
Legacy ol Kain: Defiance 8 Jar>-04 
Links 2004 7 No,,-03 

~ofi!:n '7~ ICrc, The 8.25 Dec-03 
Mafia 8 Jun-04 
Mag1C The ~ 8attlegrou,ds 6.S Dec-03 
MimuOI._ 9 Juo-04 
Maximum 0- 7 Jon-04 

l1omewo!ld2 
Horizons: Empwe ol lsunl 7 
KO<ee: f'<ltotl«l Conllia s 
IJonMart leg,<y ol the Crus,d., 8.5 
LO<doltheRrc,: 

The Wat ol the Rq. The 6.75 Jar>-04 
Locds ol E,o,()Jest 7.S -~n~~~ 8.75 -Medol ol Honor: Rising Sun 7.75 Dec-03 

Metil Amis: Glitch in the s,,stem 8.S No,,-03 
Missioo Impossible: 

Ope,llion SUITT\I 7.75 -MTX: Motob"il.lt 7.S Apl-04 
t.M'B...i..112004 ~ ~-04 
MX Unleeshed 8 Mar-04 
NASCAA Thunder 2004 8.S Oc:l-03 

Max Payne 2: 
Jbe.FalofMll<P- .9.25 Dec-03 

Medal of Honor -
-8<- 9 DK-03 

Nemesis ol the Romon Empwe 7.75 .lu>-04 

~J;.~ 8.5 -Nofthland 8 Mar-04 
NosferiltU: The-ol MN<h 3 Jar>-04 
Painkiller 8.5 .lu>-04 
Patric:ianm 7 Jar>-04 

One Must Fal: Battlegrounds 

- --and Des1Joy Plone!Side: °"" CDiri>at 
Republic: The --Ri,,oway: A Road-., 
Sacred 
Savage:TheBaalefor-
Silent5""m 
SimOly 4: Rush ~ 
Sims: Makin' Mag,c. 1he 
Spece c.ofony 
SpelForce: The Order ol Down 
Siar Wars: Jedi ""'°""I 

st;:,SOld~bic 
S<jbe,iall 
Ter,1)1e o1 Elem<ru1Evil 
Tom Clancy's Rainbow Six 3: 

Atheno SwOld 
Tron 20 
UFO: Allfflnath 
uo-eaTouroamel>l2004 
UN: Ages Beyond Myst 
Wars and Warrioc>: Join ol l'<c 
Wonns3D 
X2:Then...t 

GAr,IE BOY AOVAIICl -Baldl,'s Gate: Dari. A5aru 
~ : Gti.nty's~ 
Batman: The Rise ol Sin Tzu -Bolctai: ihe Su, IS 11 Yo1J Hand 
Cima: The Enemy 
Crash Bandia>ol P\Jtple: 

Riplo's Ra&< 

Oouc!w-c T .... - Dragon D,sneyExtr<meSl<ot,-
Disney's Magical 0..... 2 
llonkeyKq 
Dragon Bal Z TIW!<SU 
F..Emblem 
HaNestMoon: 

Friends ol Minerel __, 

lcelffle 
James Bond 007: 

E\leryltw,go, Noclq 
-~Owondos 

~~~ 
~~~King.The 
Mario Golf: f,a,a,u -
Mano&L-.s...,e,s...Safl' 
Mano ... Donkey Kore 
Mil< Payne 
MedelolHonor
Mep Man Blt!leChp°""'9' 
MepManBaaleNetworl. ◄: 

8 
6 
2 
6 

7.25 
7.75 
8.5 
7.75 
7.S 
7.75 
7 

7.75 
8.5 

9.5 
6.75 
7 

7.25 
8.75 
8.25 
.s 

8.25 
7.5 
8 
7 

8 
8.25 
5.25 
7 
8 

6.75 
8 

S.75 
7 
6 

6.75 
8 
6 

8.75 

ls75 

6.25 
3 

Feb-04 
Jon-04 
Jon-04 

Dec-03 
No,,-03 
.lu>-04 
No,,-03 
Feb-04 
Dec-03 
Dec-03 
Dec-03 
Mar-04 
No,,-03 

Feb-04 
Apl-04 
No,,-03 

Mlr-04 
OCl-03 
Dec-03 
Mlr-04 
Dec-03 
Aj)r-04 
Mar-04 
F<l>-04 

Oc:t-03 -No,,-03 
Mar-04 
Dec-03 
Oc:t-03 
Dec-03 

.lu>-04 
Dec-03 
Oc:t-03 
Oc:t-03 
Jun-04 
Dec-03 
Dec-03 

Dec-03 

-Dec-03 

7.75 Mar-04 

8 
8 

9.S 
7.5 
7.75 

6 
6 

7 
7 

9.5 

Dec-03 
.Ql-04 
Jao-04 
.Ql-04 
Jar>-04 
No,,-03 
Mar-04 

.Ql-04 
Oc:t-03 
Feb-04 

Red s..v'Blue Moon 
Mega Man Zero 2 
MetroidZ«9Mo>
Mission lmpos,ible: 

Operaoon SUITT\I 6.25 Mar-04 
- Truck Madnees 4.S Oc:l-03 
Oddwortd: Mundl's Oddy,ee 4 No,,-03 
OnonJshi Toalcs 7 Oc:t-03 
Pldal: The losl ~ 6 Aj)r-04 
Pokbnon Plrbol Rib/ and Slppl'ft 8.S Oc:t-03 
Prinoe ol Pffllo: The Sands ol Tome 8.25 Dec-03 
Ri,ec Gty Ransom EX 8 .lu>-04 
R·Type Ill: The l1wd Ustitnr'8 6.25 Mq-04 
Sc:coby Dool ~ Mayhem 6 Jon-04 

~ ol the Dari. Dragon 7.S 
5hrWlgSoul ll 7.S 
Sims: Busan' 0... The 8.5 
Sonc:Blt!le 6 
Sound ol Tltunder, A 4.S 
Splrur Cd: PIOdore Tomonow 8 
Spvro: - ol the Rhynocs S.5 

.Ql-04 
Feb-04 
Jar>-04 
Aj)r-04 
Aj)r-04 

Mlr-04 
Jon-04 

~ &'::°~acv s.75 Jun-04 
SSX 3 4 Dec-03 
Siar Wais: Rill" of the Felcon 2.25 Jar>-04 
5<-1"" Duper Sumos 6 Jar>-04 
Sup..-MarioAcM,,ce4 

5<-l""ManoB<os.l 9.5 ~ 

~-- ,9 .Ql-04 SwOld ol Mani 7.75 Jar>-04 
Tak and the - ol Juju 5 Jar>-04 
Teeneae Mutant Nini, Turtles 7.25 No,,-03 
Telminlt0r 3: Rise ol the Madwles 7.S F<l>-04 
Tony Hewl:'s Underl!fOU'd 7.S Dec-03 
Top Geo, Raly 8 Jar>-04 
Wede Haton's °""1er Pl,,ch 7.S Mq-04 
'll>Gt-Oht The Secn1d CMds 7.S Feb-04 
'll>Gt-Ohl 

Wo,td ~ 2004 6.S Mlr-04 
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AttelltlOII All Chuters! 
Cheat codes, by their very nature, are in many 
cases buggier than Virginia in August So, unless 
you don't mind re-doing those 70 hours you put 
into the latest game, do yourself a favor and bade 
up your save before using any codes. 

On a lighter note, you can send your codes to 
secretaccess@gameinformer.com for a chance to 
be featured here and win a very special prize! 

MULTI-PLATFORM 

Simpsons: Hit & Run 
> XBOX, GAMECUBE 

Input all of these cheats at the Options menu 
located in the Simpson's living room. When a code 
is entered correctly, you'll hear a horn. 

Alternate Camera - Hold L and R, then press B 
(X3), A 
Brick Car - Hold Land R, then press B, B, Y, X 
Faster Cars - Hold L and R, then press X (x4) 
Jumping Cars - Hold L and R, then press X (X3), Y 
No Car Damage - Hold L and R, then press Y, 
A, Y, A 
One-Hit Car Explosions - Hold L and R, then 
press Y (x2), X (x2) 
See Credits - Hold Land R, then press A, X (x2), Y 
Show Grid - Hold L and R, then press B, A, B, Y 
Show Speedometer - Hold L and R, then press 
Y, Y, B,X 
Super Fast Cars - Hold L and R, then press Y (x4) 
Trails Mode - Hold L and R, then press Y, B, Y, B 

Soul CaHbur H 
> PLAYSTATION 2, XBOX, GAMECUBE 

Finish these challenges to unlock the following 
arenas, characters, modes, costumes, and weapons. 

ARENAS 
Hwangseo Palace/Phoenix Court - In Chapter 7 
(Rigel), complete Rigel, Spiritual City. 
labyrinth - In Chapter 6 (Aldebaran), defeat the 
boss in Underground Juno. 
Lakeside Coliseum - In Chapter 1 (Regulus), 
complete Warrio(s Trial Grounds to unlock this 
snazzy new arena. 
Money Pit/Top Tier - In Chapter 4 (Mizar), 
complete Al Gieba Ruins and this arena will become 
available. 

CHARACTERS 
Berserker - In Subchapter 1 (Schedar) on your 
second time through Weapon Master mode, defeat 
the boss in Stone Temple. 

Cervantes - In Chapter 3 (llenetnasch), complete 
Benetnasch Harbor to unlock Cervantes. 
Character Profiles - Complete Arcade mode to 
unlock a Profile of the character you were playing as. 
Charade - In Chapter 3 (Benetnasch), complete 
Carnival to add Charade to your character list 
Seung Mina - In Chapter 6 (Aldebaran}, complete 
Seginus Temple. 
Sophitia - In Chapter 4 (Mizar), defeat the boss in 
Charon's Pass. 
Yoshimitsu - In Chapter 2 (Thuban), beat the boss 
in Minkar Mine to add this familiar Tekken face to 
your roster. 

COST\JMES 
New Nightmare - In Chapter 8 (Merak), complete 
Grand Shrine of Merak to unlock this costume! 

MODES 
Extra Arcade Mode - Simply complete Arcade 
mode. 
Extra Practice Mode - In Chapter 1 (Regulus), 
complete Proving Grounds to unlock this handy 
feature. 
Extra Survival (Standard) Mode - In Chapter 6 
(Aldebaran), complete Siam Ruins. 
Extra Team Battle Mode - In Subchapter 1 
(Schedar), defeat the boss of Stone Temple. 
Extra Time Attack (Standard) Mode - In 
Chapter 5 (Altair), complete Nereid Gorge. 
Weapon Master Opening - In Chapter 10 
(Antares), complete Tartaros. 

WEAPONS 
Acheron (Cervantes) - In Chapter 4 (Maxim), 
defeat a specific enemy in Charon's Pass. 
Halberd (Seung Mina) - In Chapter 6 (Aldebaran), 
defeat a specific enemy in Underground Juno. 
Schweizer (RaphaeQ - In Chapter 4 (Mizar), 
complete Deserted Village. 
Soul Calibur Evil (Xianghua) - In Chapter 5 
(Altair), defeat your doppelganger in Paradise of Altair. 
Soul Edge Growth (Nightmare) - In Chapter 7 
(Rigel), complete Forbidden Grounds. 
Synval (Sophitia) - In Chapter 10 (Antares), defeat 
a specific foe in Court of the Dead. 

PLAYSTATION 2 

Corvette 
Enter this as your player name. 
Open All Courses - X0PENSEZ 

Hltman: Contracts 
Complete Mission Wrth Silent Assassin 
Rating - During gameplay, enter R2, L2, Up, Down, 
X,L3, ,, X,Q X 
level Select - Af the main menu, enter Q A Q 
Left, Up, Righl L2, R2 

UNLOCKABLE WEAPONS 
Complete the missions with a Silent Assassin rating 
(even by using the code) to unlock the following 
weapons. 
Mission 1 - U 2000 Dual Pistols 

Mission 2 - Micro Uzi Dual Submachine Guns 
Mission J - Silverballer Silenced Dual Pistols 
Mission 4 - Magnum 500 Dual Pistols 
Mission 5 - Sawed-Off Shotgun Dual 
Mission 6 - M4 Carbine Silenced Assault Rifle 
Mission 7 - 5G220 5 Dual Pistols 
Mission 8 - MPS Silenced Submachine Gun 
Mission 9 - AA 74 Silenced Assault Rifle 
Mission 10 - GK 17 Dual Pistols 
Mission 1 t - Micro Uzi Silenced Dual Submachine 
Guns 
Mission 12 - PGM Silenced Sniper Rifle 

'GI Druid' 
(locution unknoY.n - last seen trying to send 

tict/es to Jenny Mruit1hy over Xbax live) 

Legacy of Kain: Defiance 
Enter these codes while the game is paused to 
enable the cheats. 

All Bonuses - R2, Down, L2, Rl, Left. l2, Down, 
ll, Ll. 
All Dark Chronides - Rl, Down, R2, ll, Righl R2, 
A Down, L1 
Fdl '& Up - Left, Righl Left. Righl Rl, ll, Q A 
Down 
Full Tl( Power AND Health - Left (x2), Up (x2), 
ll, R2, O, Down, Ll. 
Give All Slams - Righl Down, Up, Down (x2), Rl, 
A Q Down 
Infinite Reaver Cha,xe - Down (x2), Up, Left, Rl, 
R2,Down, A O 
lnvin<ible - Up, Down, Righl Down, RI, R2, Down, 
A ll 
No Textures - ll, Down, R2, Righl R2, Up, A 
ll, Down 
switth to Equivment T- Venion - up, Down, 
Up, Down, Rl, R2, Down, Q Ll. 
Tube Reaver - Up, Down, Left. Righl R2, l2, A 
Down, O 
Wifflrame - ll, Down, ll, Up, RI, L2, ll, Down, Ll. 

Slmpsons: Hit & Run 
Input all of these cheats at the Options menu 
located in the Simpson's living room. When a code 
is entered correctly, you'll hear a horn. 

Allfflllte C-, - Hold LI and Rl, then press 
O (X3), X 
Brick Car - Hold L1 and Rl, then pressO (x2), 
A D 
Faster Cars - Hold L1 and Rl, then press O (x4) 
Jumping Cars - Hold L1 and RI, then press D 
(X3), Ll. 
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Now Damage - Hold LI and RI, then press A 
X , A. X 
One-Hit Car Explosions - Hold LI and RI, then 
press t:,. (x2), D (x2) 
Set Credits - Hold LI and RI, then press ., 0 
(x2), t:,. 
Show Grid - Hold LI and RI, then press 0 , X , 
Q X 
Show Speedometer - Hold L1 and RI, then press 
t:,. (x2), ' 
Super Fast Cars - Hold LI and RI, then press 
l:,. (x4) 
Tr1ib Mode - Hold LI and RI, then press A. 
l , A 

Star Trek: Shattered Universe 
Enter these codes al the main menu. A sound and 
a message will confirm correct enlly. 

Earn All Ranks and Medlb - LI, RI, LI/), RI, 
A. LI, Select 
God Mode- Ll,Q LI, RI, l:,. (x2),Q Select 
Unlock All Missions - RI, LI, 0 , n, LI, RI, A 
Select 
Unlock All Ships- LI, Q LI, Q RI, Rl,O, Select 
Unlock Kobayashi Mlru Difficulty- LI, A. Lt 
(x2), ,, A. RI, Select 

XBOX 

Hltman: Contracts - XbOI 
Complete Mission With Silent Assassin 
Rating - During gameplay, enter R. L. Up, Down, 
A. lJ, B, A. B, A 
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Level Sel«t - Al the main menu, enter X. Y, B, 
Left. Up, Right L Button, R Button 

UNLOC.KABLE WEAPONS 
Complete the missions wrth a Silent Assassin raung 
(even by using the code) to unlock the following 
weapons. 
Mission l - Q 2CMXl Dual Pistols 
Mission 2 - Micro Uzi Dual Submachine Guns 
Mission l - S11verballer Silenced Dual Pistols 
Mission 4 - Magnum 500 Dual Pistols 
Mission s - Sawed-Off Shotgun Dual 
Mission 6 - M4 carbine Silenced Assault Rifle 
Mission 7 - SG220 .S Dual Pistols 
Mission 8 - MPS Silenced Submachine Gun 
Mission 9 - AA 74 Silenced Assault Rifle 
Mission 10 - GK 17 Dual Pistols 
Mission 11 - Micro Uzi Silenced Dual Submachine 
Guns 
Mission 12 - PGM Silenced Sniper Rifle 

Enter these codes while the game is paused to 
enable the cheats. 

All Bonuses - Black, Down, White, R Bullon, Left. 
Whrte, R Button, Left, White, R Button, Left. White, 
Down, L Button, Y 
All Dart Chronides - R Button, Down, Black, L 
Button, Right Black, Y, Down, L Button 
Fill 'Er Up - Left, Right Left, Right R Button, L 
Button, B, Y, Down 
f'1111 T1I Power and Health - Left (X2), Up (x2), L 
Button, Black, B, Down, Y 
Give All Slams - Righi, Down, Up, Down (x2), R 
Button, Y, B, Down 
Infinite Reaver Charge - Down (x2), Up, Left, R 
Button. Black, Down, Y, B 
Invincible - Up, Down, Right Down, R Button, 
Black. Down, Y, L Button 
No Textures - L Button, Down, Black. Right Black. 
Up, Y, L Button, Down 
Switch to Equivalent Toon Version - Up, Down, 
Up, Down, R Button, Black, Down, B, Y 
Tube Reaver - Up, Down, Left. Right Black, White, 
Y, Down, 8 

star Trek: Shattered Universe 
Enter these codes al the main menu. A sound and 
a message will confirm correct entry. 

Earn All Ranks and Medals - Black, L Button, R 
Button, L Button, B, R Button, Y, L Button, White 
Unlock All Ships - Black, L Button, X. L Button, X. 
R Button, R Button, 8, White 
God Mode - Black, L Button, 8, L Button, R 
Button, Y (x2), 8, Whrte 
Unlock All Missions - Black, R Button, L Button, 
8, X. L Button, R Button, Y, White 
Unlock Kobayashi Maru Difficulty - Black, L 
Button, Y, L Button, L Button, X. Y, R Button, White 

GAMECUBE 

Codes, stuff lo unlock. and special names for 
custom machines are all hidden in the new F-Zero. 

Character Theme Music - You can change the 
mUSlc that plays during a replay to any of the 
character theme songs that you've unlocked. At any 
lime, push the L and R triggers to do so. 
Sounds of Big Blue - Go to the F-Zero Shop and 
at the screen where you buy stuff, enter this code 
(use the d-Pad for directions): Z. Left, Right Left, Z. 
Y, X. Z. Left, Right Left, Right Z. X. Z. X. Z. You can 
now buy Sounds of Big Blue in the shop for 99 
tickets, which will let you hear it by pressing lhe L 

button while highlighting any Big Blue track. 
Subtitles in Story Mode - Press the Z button 
during a cutscene lo bring up subtitles. 

UNLOCKABLES 
AX Machine Parts - Beat all Story mode chapters 
on Hard d1ffkulty. 
AX Pilots - Beat all Story mode chapters on Very 
Hard difficulty. 
AX Tracks - Win AA Machine Tracks or beat all the 
grand prix on Master difficulty. 
Dart Schneider - Beal all chapters in Story Mode. 
Master Class - Come m first place in the Ruby, 
Emerald, and Sapphire Cups on Expert. 
Sonic Oval - Beat the AA Cup. 

SPECIAL CUSTOM MACHINES 
When building custom machines out of the parts 
that you earn, you can get some with special 
names. Here's a partial hst 
Beat The Beast - fire Wolf (8), Muscle Gorilla 
(B), Titan -G4 (C), 1740 kg 
Desert Camel - Big Tyrant (A), Blast camel (D), 
Bazooka -YS (D), 2030 kg 
Fantasista - Liberty Manta (D), Scud Viper (C), 
Triple -z (A), 1360 kg 
Gargoyle - Funny Swallow (D), Brighi Spear (C), 
Boxer -2C (C), 1170 kg 
King Neptune - Grand Base (A), Super Lynx (B), 
Titan -G4 (B), 2380 kg 
Long Shot - Rapid Barrel (C), Aerial Bullet (C), 
Scorpion -R (E), 1220 kg 
Master Wort - Sky Horse (C), Moon Snail (B), 
Titan -G4 (D), 1440 kg 
Out Rider - Funny Swallow (D), Windy Shark (D), 
Bazooka -Ys (E), 960 kg 
Salvation - Rapid Barrel (C), Blast Camel (8), 
Raiden -88 (D), 1390 kg 
Sockdolager - Big Tyrant (A), Muscle Gorilla (C), 
Boxer -2C (C), 2210 kg 

Rise of Nations: Thrones & Patriots 
During gameplay, press Enter to bring up the chat 
window, then input any of these codes (substituting 
appropriate values for lhe bracketed parts; i.e. type 
"cheat defeat greeks" lo defeat the Greeks). Nole 
that these only work in single-player games. 

Change Difficulty - cheat dill [O-SJ 
Create Bird at Pointer - cheat bird 
Defeat Player - cheat defeat (nameJ 
Destroy Selected Unit/Building - cheat die 
Finish Selected Building or Item in 
Queue - cheat finish 
Get Heavy Machine Gun Infantry - cheat safe 
Get Resources - cheat resource all+[numberJ 
Get Technology Level - cheat library [number! 
Nuke at Pointer - cheat nuke 
Reveal Map - cheat reveal [O or 1 I 
Reveal Map And Control All Players - cheat 
sandbox 
Victory for Player - cheat victory [nameJ 
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T 
he public's interest in horror goes in cycles, 
perhaps more than any other entertainment 
genre. Teen slasher movies caused increased 
attention in the mid-nineties, only to see it 
fall off again for a few years. Now it looks that 
horror is once again in style, with the success 

of smart, scary movies like The Ring, 28 Days Later, and 
the remake of Dawn of the Dead. Of course, gamers have 
never really lost their taste for horror, as evidenced by the 
success of the Resident Evil, Silent Hill, and Fatal Frame 
series, along with the glut of new horror titles like The 
Suffering. Siren, and more. While Resident Evil gets a lot 
of credit for bringing horror games to the forefron~ gamers 
have been seeking scares for years. Creep down the dark, 
musty halls of history with us, and unearth the corpses of 
horror games from the past 

While games with spooky themes had appeared earlier, 
1993 was undoubtedly the year that set 
the gaming industry down the shadowy 
road that resulted in the current crop of 
survival horror games. Within the span of 
this single year, three titles appeared that 
conclusively proved one thing: People 
wanted games that could unnerve them. 
Those titles were The 7th Gues~ Gabriel 
Knight: Sins of the Fathers, and most 
importantly, Alone in the Dark. 

The 7th Guest is undoubtedly a video 
game milestone, even outside of the 
scope of horror gaming. It was the first 
blockbuster CD-ROM title, and is even 
credited by some with increasing the Phantasmagoria 

sales of CD-ROM drives by 300 percent 



Gabriel Knight: Sins of the Fathers 

when it first hit shelves. It was also one of the first titles to 
feature full-motion video (FMV). Even before its impact on 
horror gaming is considered, The 7th Guest is undeniably 
an important game. Like many adventure titles of the time, 
it focused on puzzle solving. which remains an important 
part of horror games. 

Created by developer Trilobyte, The 7th Guest placed 
players in Stauf Mansion, and revealed to them the sinis-
ter mysteries of the house as they solved puzzles. Horror 
novelist Matt Costello wrote the story, and the only charac
ters to appear in the game were ghosts. Despite the dark 
theme, The 7th Guest wasn't very scary, and there was 
much debate within Trilobyte about the direction that the 
sequel, The 11th Hour, should take. Scenes were filmed 

voice work from lim Cuny, Michael 
Dorn, and Mark Hamill, 1995's 
The Beast Within: A Gabriel Knight 
Mystery featured FMVs and replaced 
the impressive cast with under
whelming actors. Cuny resumed 
voice duties in Gabriel Knight 3: 
Blood of the Sacred, Blood of the 
Damned when the series dumped 
the FMVs in favor of the 3D visuals 
now standard in survival horror titles. 

The three Gabriel Knight titles 
were written by Jane Jenson (who 
went on to write horror novels), and 
are credited as major steps towards 
the maturation of gaming. What is 
acceptable in horror games today 
was in large part established by the 
franchise, which dealt with touchy 
subject matter in an intelligent and 
adult fashion. 

As influential as the Gabriel Knight 
games were in conteni the Alone in 
the Dark games made an even big-
ger impression in terms of gameplay. 

Alone in the Dark featured a 3D character in static envi
ronments, cinematic camera angles, puzzle solving. and 
combat This same formula was borrowed almost exactly 
for horror's shining momeni Resident Evil. Alone in the 
Dark was undoubtedly the template for capcom's horror 
masterpiece, and was heavily influenced by the writings of 
H. P. Lovecra~ Players assumed the role of private investi
gator Edward carnby as he explored a Louisiana mansion 
beset by sinister forces. While the graphics look absolutely 
laughable by today's standards, Alone in the Dark is actually 
one of the creepiest games ever, thanks to its masterful 
use of sound. Also, unlike the Resident Evil games, encoun
tering an enemy was never an easy affair, thanks to their 
strength and the small amount of available ammo. When 
slinking around the haunted estate in Alone in the Dark, the 
thought that one might encounter a monster around every 
comer was enough to fill players with absolute dread. 

The success of Alone in the Dark led to inevitable 
sequels. The second game in the series lost much of its 
magic when it introduced undead pirates as the main 

for The 11th Hour that included nudity, but some Trilobyte 
employees objected that The 7th Guest was a family
friendly game, and its sequel should be as well. The 11th 
Hour sold decently, but wasn't a hit on the same scale as 
The 7th Guesi thanks in large part to the juggernaut known 
as Mysi which released about a year after The 7th Guest. 
While the series ended after only one sequel, it 
did inspire Sierra's Phantasmagoria, which when Gabriel Knight 3: Blood of the Sacred, Blood of the Damned 

antagonists. This silly idea 
caused the scare factor to 
decrease considerably. Alone in released in 1995, quickly became one of the most 

controversial games of all time. The huge, seven 
CD-ROM game featured adult content such as a 
sex scene, drug use, incredibly graphic deaths, and 
even an implied rape. The mainstream media ran 
several stories about the title's shocking content, 
which may have boosted its sales. Phantasmagoria 
was a hit and was followed up with the sequel 
Phantasmagoria: A Puzzle of Flesh. The 
second title, however, was greeted with bad 
reviews and worse sales, and the FMV series 
died forever. 

Before Phantasmagoria, Sierra released 
a tamer horror title. Ninteen ninety-three's 
Gabriel Knight: Sins of the Fathers played 
like a classic Sierra adventure (such as King's 
Quest), but featured markedly darker subject 
matter. This spooky gem centered on Gabriel 
Knight, a bookstore owner in New Orleans, 
who discovered that he was descended 
from a long line of supernatural investigators 
known as the Schattenjager (shadow hunt
ers). He is drawn into a mystery involving 
voodoo, sex, and murder. More of a psy
chological thriller than an out-and-out horror 
story, it was long on suspense but short on 
actual scares. Still that didn't dissuade horror 
fans: Sins of the Fathers won many awards 
and sold well enough to spawn two sequels. 
While the original Gabriel Knight title featured The Beast Within: A cabriel Knight Mystery 

the Dark 3 ditched the pirates 
and dropped Edward camby 
into a haunted western town, 
but the ghostly pirates surfaced 
again in Alone in the Dark: One 
Eyed Jack's Revenge. Alone in 
the Dark: The New Nightmare 



Alone In the Dark 
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returned the series to its roots, but by the time it released, 
Resident Evil had usurped its place as the dominant horror 
franchise. However, the upcoming Alone in the Dark film 
adaptation may renew interest in the games. 

In terms of gameplay, Alone in the Dark is the single 
most influential horror game in history. It laid the founda· 
tion for Capcom's Resident Evil and Dino Crisis series, 
which in turn inspired legions of imitators. Some, like Silent 
Hill, became classics in their own right. Others, like Curse: 
The Eye of Isis, were quickly forgotten. This proliferation 
of horror titles simply proves that players are hungry for 
games that can scare them. Public interest in horror movies 
may come and go, but horror gaming is here to stay. 

Throughout the years, many developers have attempted to establish new horror franchises. The following is a list of 
horror titles thot most have forgotten. Some of them are great some aren't, but they all deserve mention in order to 
develop the fullest look at the genre possible. 

Splatterhouse - TurboGraphx-16 
1990 
An early side-scrolling horror game, 
Splatterhouse put you in the shoes of Jason 
Vorhees lookalike Rick, who battled horrible 
monsters to rescue his girlfriend. Two sequels 
appeared on the Sega Genesis. 

The Legacy: Realm of Terror - PC ■ 
1993 
An honestly under-appreciated game, The 
Legacy was a first-person RPG in which 
players explored a haunted mansion. The 
Legacy was quite a frightening game for its 
time and was closely tied to classic horror literature. The 
writings of Edgar Allan Poe and H.P. Lovecraft served as 
major inspirations for this title. 

Shivers - PC/Mac 1995 
Another horror-themed FMV game from 
Sierra, Shivers kept players off-guard with 
a randomizing feature which meant that 
puules never appeared in the same place 
twice. 

Frankenstein: Through the Eyes 
of the Monster - PC 1995 
Like Gabriel Knigh~ this first-person adven
ture starred Tim Curry. Curry played Dr. 
Frankenstein, and players assumed the role 
of his creation! 

Realms of the Haunting - PC 1996 II 
Combining traditional adventure gaming 
with FMVs and a first-person perspective 
made Realms of the Haunting a solid title 
and a cult classic. 

Ripper - PC 1996 
This PC title stars actors Christopher Walken ■ 
and John Rhys-Davies. It was released by • . 
Take 2 Interactive, which also released the 
Grand Theft Auto games and the modern 
horror title Manhunt through its subsidiary, 
Rockstar Games. 
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D - Sega Saturn/PSone 1996 
This bizarre title is basically an interactive 
movie. The main character, Laura, must solve 
the mystery of why her father became a 
mass murderer. The game has no pause, no 
save, and must be completed in less than 
two hours. The Dreamcast sequel, D2, was a 
more conventional survival horror garne, but still featured 
a strange amalgam of first and third-person views which 
severely limited player movement. 

Blood - PC 1997 
The gory first-person shooter Blood put 
gamers in the shoes of Caleb, a reanimated 
man battling demons, vampires, and other 
horror favorites. The sequel, Blood 2: The 
Chosen, was released in 1998. 

Nightmare Creatures - PSone 1997 
Unlike the slower paced survival horror of 
Resident Evil, Nightmare Creatures was 
a full-on hack n' slash action title with 
demons and monsters. Because of the fran
tic pace of the game, it was rarely scary, but 
did sell well enough to earn a sequel. 

Noctune - PC 1999 
One of the truly overlooked gems of horror 
gaming, Nocturne featured great graphics, 
genuine chills, and a fantastic story. Players 
controlled The Stranger, an agent for an X· 
Files-esque organization that explored the 
supernatural in the 1930s. The Nocturne engine lived on 
in developer Terminal Reality's second horror game, Blair 
Witch Volume 1: Rustin Parr. Terminal Reality continues 
their work in the horror field with their BloodRayne fran
chise. 

The Ring: Terror's Realm -
Dreamcast 2000 
A direct clone of the Resident Evil series in 
almost every possible way, The Ring is most 
interesting because of its origin. This title is 
based on Ringu, the Japanese film which inspired the U.S. 
hit film The Ring. To date, it is the only game based on a 
Japanese horror movie to make it stateside. 

GREATEST GAME OF ALL TIME 
By Tim G1lberl 

PAPER MARIO 
> FORMAT N64 
> PUBLISHER NINT'ENDO 

An easy choice for me as the Greatest Game of All Time is 

Paper Mario for the N64. At firs~ you start out battling Bowser, 

but the fight is impossible to win. Mario falls from Bowse(s 

flying castle down to a town inhabited by Goombas. Mario 

learns how to fight using a hammer and his famous jump. He 

gets better at these techniques as the game goes on. Also, as 

the story progresses, Mario will meet partners who follow him 

around on his quest to save Peach. They will help him through 

tight spots and in battle. Luigi isn't a big part of this game, but 

alter Mario learns a special move, he will be able to read Luigi's 

journal. Each time Mario levels up (by getting 100 Star Chips, 

which you receive by defeating enemies) he can upgrade his 
HP, FP (flower 
Points), or BP 

(Badge Points) 
by 5. Confused 
about the 
Badge Points? 
Mario can col
lect badges that 

L_ ______ ....IC.,ui, __ __, he equips that 

let him use stronger moves. Each special attack takes a certain 

amount of FP, and the BP let Mario equip more Badges at the 

same time. There are a good number of towns and cities, all 

with their own twists. The amount of enemies seems endless, 

and the depth and variety never ends. The bosses can be very 

hard, even with partners. This game has paper in its name, and 

the game looks exactly like paper. Even the backgrounds look 

like props in a movie. The excellent plot, music, graphics, play

ability, depth, replay value, and a unique concept make this an 

RPG no one will forget ij they play it just once. If you never got 

a Nintendo 64, 
this will make 
you get one, 
whether you 
like RPGs or 
not. I'd obvi
ously give this 

a 10. 

THIS MONTH IN GAMING HISTORY 

On July 3, 1999, in Weirs Beach, NH, Billy Mitchell played a 

"perfect" game of Pac-Man by getting the highest score the 

game allows. To achieve a perfect game, the player must eat 

every dot, piece of fruit, and ghost in the title's 256 levels 
without dying. 
which results in a 
score of 3,333,360 

points. Mitchell, 

who runs a hot 
sauce company, 
also holds the 
Donkey Kong 
world record. 





••••••• ..... OVER ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• ••••••••• :•:: .. :•: That's It, Man. Game Over, Man! Game Over! 

Over the years, many video game characters have 

popped up to take on Mario, Sonic, and Blinx the 
Time Sweeper in a battle to become video game roy
alty. Take our trivia challenge about forgotten game 
mascots to see where your favorite characters are 
today, now that their digital adventures are over. 

1. Without a doubt. Bubsy the 
Bobcat was the world's most 
popular video game character 
for many years. Sadly, a stint in 
rehab ended his career. What is 
printed on his shirt? 

A. An Exclamation Point 
e. A Question Mark 
c. Nothing 
D. "VI/ill Platform for Food" 

3. The TurboGrafx featured a 
title known as Kato and Ken in 
Japan, which has no relation to 
Game Informer editor Matthew 
Kato (or so he claims ... ). What 
is it called in the United States? 

A. Toejam and Earl 
B. JJ and Jeff 
c. Joe and Mac 
D. Awesome Man and Super Guy 

4. Mr. Bones, a jazz-guitar play
ing skeleton, appeared in a self
titled game on what system? 

A. Neo Geo 
e. Sega Saturn 
c. Atari Lynx 
D. None - he only appears in our 

dreams! 

5. The recent smash hit game 
Whiplash starred a weasel and 
a rabbit who were voted •eest 
New Game Characters• at the 
Totally Not Made Up Video 
Game Awards Ceremony. What 
are their names? 

A. Scarlet and Hare 
B. Scratch and Sniff 
c. Rascal and Spazz 
D. Redmond and Spanx 

6. Trevor McFur starred in a 
shooter on the Atari Jaguar sys
tem. What is the full name of 
this title? 

A. Trevor McFur's Space Paranoia 
B. Trevor McFur vs. the Alien Slime 

Fiends 
c. Trevor McFur in the Crescent 

Galaxy 
D. Trevor McFur in the Land of the 

Furries 

7. As he was partying in 
Tijuana during the making of 
the game, Mario did not star in 
Donkey Kong 3. Who stepped 
into the starring role while 
Nintendo's plumber was living 
the high life? 

A. Stanley The Bugman 
B. Jumpman 
c. Fred the Electrician 
D. Luigi 

8. True or False: The game 
Maniac Mansion, which fea
tured the bizarre Edison family, 
was adapted into a television 
show. 

A. True 
e. False 

9. Zombies Ate My Neighbors, 
one of the first horror games 
ever, featured two young heroes 
taking on zombies, vampires, 
and other evil nasty things. 
What are the names of these 
brave souls? 

A. Mario and Luigi 
B. Paul and Mark 
c. Jill and Ernest 
D. Zeke and Julia 

10. All of these are actual 
games featuring lame central 
characters except one. Can you 
spot the fake crappy game? 

A. Harley's Humongous Adventure 
B. Kid Wicked's Gnarly Quest 
c. Haunting Starring Polterguy 
D. Lester the Unlikely 

BREAKDOWN 
11¾ of developers polled by Game Developer Magazine said 
they are making their latest title for the GameCube. Platforms 
that scored higher than Nintendo's console included Linux. 
Macintosh, ana even mobile phones 

86¾ of the staff refer to Miller as "M1ll1 Vanilh" 

98'¼ of all handheld video game sales are currently attributed to 
Nintendo 

60¾ of the staff ate the hot dogs wrapped 1n bacon outside of 
the Los Angeles Convention Center while at E3 

65¾ of all the consoles being sold monthly in Singapore are 
Xboxes. The system is expected to replace the PS2 as the num• 
ber one platform in the country by November 

* Trivia Score & Rank * 

0-1 
Dr. Muto, Dental Hygienist 

4-5 
Awesome Possum and 
Radkal Rex seiving at 

T.G.L Friday's 

8-9 
Aero the Acrobat, Right 

.Allendant 

2-3 
Gex the garbage man 

,.. 

' , .. -~- ,. 
6-7 

Boogennan, Certified 
Public Accountant 

10 
Battletoads, 7th Grade 

Science Project 
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