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GI breaks down the big three hardware 
manufacturers' announcements from E3 
and tears down the smoke and mirrors 
sunounding Xbox 360 and PlayStation 3. 

PRINCE OF PERSIA 3: 
MAKING THE DEMO 
We go in-4epth at Ubisoft Montreal to 
show you the madness and triumphs a 
developer goes through to get its game 
ready for public consumption. 
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THE WIDE 
WORLD OF E3 

I know this may sound hard to believe, but it's surprisingly 
difficult to analyze E3, as the show is an odd mix of reality 
and pomp and circumstance. Our job is to dig under the 
surface and see what developers are saying and search 
our own instincts for what we believe is really there and 
what is just an illusion. 

I've been reading plenty of reports that state that this 
year's E3 was a disappointment I am not a part of that 
camp. The difference between this E3 and year's past is 
that there was no obvious choice. There was no Halo 2 or 
Grand Theft Auto: San Andreas for analysts and pundits 
to easily latch onto. You had to pay attention and look 
at how the industry had a vast number of very good 
(and great) games that would appeal to a wide range of 
gamers. Why there is something wrong with that I don't 
know, but I think the mainstream press is always looking 
for excuses to discount video games - the greatest of all 
entertainment mediums. 

Of course, the show was made all the more interesting 
by the next-generation hardware debuts. Sony blevv me 
away with its fantastic press conference that really spoke 
to me as a gamer with its bigger-than-life presentation 
that told me why I wanted to be in the next generation 
and how it was going to get me there. 

On the other hand, Microsoft - which I feel showed 
poorly at its press conference - failed to demonstrate the 
360's true value, which I found as I searched the floor 
and discovered products (most notably from EA. Epic, and 
Bethesda) that managed to add some emotion to Xbox 
360's almost stale world. So my interest in the 360 pulled 
a 180 in a day's time. Let's hope Microsoft can continue 
down that path until the launch later this year. 

Playing the wild card in the whole battle is Nintendo, 
who really sang to the classic gamer in me, but failed to 
show much of anything other than a box that will enable 
me to download and play its entire back catalogue of 
products. This is truly awesome in theory, but like every­
thing else at the show, it only reveals part of the picture. 

Herein lies the lesson that E3 teaches me every year: 
It's a show filled with imagery that means something and 
nothing at the same time. It's a place where companies 
position themselves for the battle ahead, but in the end, it 
will mean nothing when the rubber hits the road and the 
units and software go on sale, letting the consumer decide 
what to play. I know I can't wait for the next generation, 
but there are still a lot of great games left to play this year, 
and you will find many of them in this issue. Enjoy. 

if 
Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, 
Driving, Fir.;t-Pe~n Shooters lntfflsls: Stor Wors Episode Ill: 
Revenge Of The Sith, When A Plan Comes Together, New Hardware 
Dislikes: Zelda's New Name (It Might As Well Have Been Tinkerbell 
Princess), Grande 4 Plex In LA (Wor.;t Theater Ever) Current Favorite 
Carnes: Tony Hawk's American Wasteland, Gears Of War, Peter 
Jackson's King Kong, X-Men legends II: Rise Of Apocalypse, Spore, The 
Elder Scrolls IV: Oblivion, The legend Of Zelda: Twilight Princess, Blad, 
The Warriors 
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Reiner >> reiner@gamelnformer.com 
Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, Sports 
lilllaests: The Visuals Of Next Generation Gaming (Killzone Makes The Mona Lisa look 
Like A Piece Of Crap), Any Comic Penned By Brian Michael Bendis (Uhimote Spider­
Mon, Powets), Appleseed, Leeroy Jenkins Dislilces: Nintendo Devoting More Time To 
Nintendogs Than The Revolullon, Anyone Who Dislikes The Cubs Current Favorite 
Cilnles: Tony Hav.t's American Wasteland, Peter Jackson's King Kong, Spore, The legend 
Of Zelda: Twilight Pnncess, Blad, Madden NFL 06 

Matt>> malt@gameinformer.com 
Handle: The Original Gamer Expertise: Fir.;t-Person Shooters, Action/Platform, Action/ 

... -.....,.-, Adventure, Action/Sports lnteftsts: Dawson's Creek Reruns (Makes E3 Worth living 
Fo,,), Sexy PS3 Tedi Demos (Yes, It's Rendered And I Don't CareO. Peanuts Con Enchilada, 
Revenge Of The Sith Somewhat Redeeming The Homble Mess That Lucas Made Of The 
Star Wars Prequels Dislilles: E3 Madness, Us ~s Extreme Diets Issue Current 
Favorite <..nes: Spore, Blad, Peter Jackson's King Kong, Tony Hawk's American 
Wasteland, Virtua Tennis: World Tour 

Kato >> kato@gameinformer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/ 
Platfo,,m lnlBels: Revenge Of The 5,th, Kiistm Hersh's Strange Angels, Don't Believe 
The Truth, The Great Hot Dog/Bun Peace Treaty (Finally They Come In The Same Num­
ber) Dislilces: Hipness, People Who Start Fights On Buses They Can't Finish Current 
i:--<..nes: Spore, Blad, Gears Of War, PS3 Games I Haven't Played Yet, Xbox 
360 Games I Haven't Played Yel, Gun, Brothers In Arms Earned In Blood 

Lisa>> lisa@r,ameinformer.com 
Handle: La Game Nikita Expertise: Sul'lival Horro,,, Adventure, RPGs, Action/Platform, 
Racing lnteftsls: Latri~ Movie Theaters, Revenge Of The Sith (Super Crary 
Awesome), Beep Beep Playmates, The Next Gen Dislikes: DVDs Yet To Be Purchased 
Cumnl Favorite <..nes: Peter Jackson's King Kong, Spore, Okami, Mario And 
Luigi 2, Indigo Prophecy, Need For Speed: Most Wanted, Animal Crossing DS, Gears Of 
War, Hot Shots Golf: Open Tee, Blade 

Jeremy >> ieremy@gameinformer.com 
Kadle: Gamezilla Expertise: Fir.;t-Person Shooters, Survival Horroc, Action/Platform, 
Fighbng, Strategy/Rl'Gs IIIIBests: Next-Gen Gaming, DCs CountdtJNn To Infinite Cnsis, 
W1!9. Coast Adventures Dislilles: The World's Wool Movie Theater, The Belief That 
George Lucas Is A God And That Unbridled Adoration Is The Only Acceptable Response 
To A Star Wars Movie (Yeah, I Think Sith Is Just Decent And Not Great - Deal With It. 
Sud.ersO Cumnt ~ wmes: Gears Of War, Peter Jackson's King Kong, Black, Full 
Auto, Quake rv, Possession, Psychonauts, The Elder Scrolls IV: Oblivion, Spore 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fir.;t-Person Shooters, Fighting 
Interests: The Etymology Of 'Pwned," Serenity, Another 10 Months Free Of Insane E3 
Predictions, Revenge Of The Sith, DS's 2005 Lineup, Leeroy Jenkins Dislikes: Alliance 
Zergs. The Xbox Oleerleading Squad, Moving-Related Insanity, The Inadequacy Of My 
GBA, Jeremy's Hatred Of Revenge Of The Sith, My Defective DSL Current Favorite 
<..nes: Wood Of Warcraft, Spore, F.EAR, Rise Of legends, Age Of Empires 111, Black, 
Tabula Rasa, Castlevania: Da-Mi Of Sorrow 

Joe >> joe@gameinformer.com 
Kadle: The Reill American Gamer Expertise: RPGs, Adventure, Strategy, Platl0<m, 
Puzzle lnlensts: Grafting A Cow-Catcher To My Body For E3 (Gangway, Poindexters!), 
Appleseed, The Incredible Shrinkilg Game Boy O'm Holding Out Foc GBA Suppository) 
Dislilces: final Fantasy VII Remake Fake-Outs, Next-Genitals, Jeremy's Opinions, Guys 
Who Want To Do It Proper To Rendered Tedi Demos Cumnt Favorite Games: Killer 7, 
Spore, Destroy All Humans, The Elder Scrolls IV: Oblivion, Indigo Prophecy, Gears Of War 

Miller >> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform. F~-Person Shooters Interests: Getting A New Dog, How Everyone Is A Nerd 
About Something, The Heartbreaking End To The Saga (You Know The One), Appleseed 
Dislikes: The Taste Of Los Angeles Air, Microsoft's Peanut Gallery, loud Convention 
Centers Cumnt Favorite Games: Spore, Jade Empire, God Of War, Incredible Hulk: 
Ultimate Destruction. The Legend Of Zelda: Twilight Princess, Midnight Oub 3: DUB 
Edition, Amplitude 
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• : .: The Readers Strike Back 

I, GAMER 
I've seen all the new games that are on the horizon. 
Unfortunately, I can't play them because they're for high­
end PCs, Xbox, or GameCube. I have a PS2, but I can't 
afford to buy every game that comes out for it I would 
love to play online, but I can't since I'm on a 56k modem. 
I don't play RPGs. I haven't even touched Halo 2. I figured 
I'd ask you: Am I a gamer or a lamer? 

■ let's take a brief look 
at some other prestigious 
titles in our society and 
their duties: A firefighter 
fights fires, a mailman 
mans mail, and an undie­
stuffer - well, you get the 
idea. The point is, Seth, that 
in order to be considered 
a gamer, you need to play 
games. We're not saying 
that you need to be able 
to discuss the sociopoliti­
cal ramifications of Kirby's 
insatiable desire to open 
wide, but you need to be 
familiar with your PS2 as 
more than a fancy cup­
holder (and, by the way, 
that's the disc tray). So, 
in the interest of helping 
people find their identities, 
we've provided a simple 
quiL For every time you 
answer ·yes,• give yourself 
one poinL 

Seth Brenes 
via aol.com 

1. Do you constantly need to look down at the 
controller to remind yourself which buttons are 
which? 
2. Do you make jumpy motions with your 
hands to help your character onscreen7 
3. Is there a better fish simulator than Odell 
lake? 
4. Have you ever named any of your characters 
after reality television personalities? 
s. Could Super Bomberman work as a movie 
starring Jude law? 

If you scored between one and ftve points, you 
are a lamer. If you scored zero, you are totally awe­
some and not a nerd, just like us. What? We make 
the quix. we make the rules. 

CONTROL FREAK 
When I fall in love with a certain series of games, a major 
part of my love is for the control. For example, Splinter Cell 
for the PS2. I was anticipating the third installmen~ but as 
soon as I got i~ the first two enemies killed me immedi­
ately because I wasn't used to pushing the square button 
to pull my weapon out The Metal Gear Solid and Zelda 
series' controls remain basically the same, and they're still 
amazing - why can't everyone else just stick with what 
works? Will you join me in protesting control scheme 
switch-ups? 

Matt 
via aol.com 

■ Guh! No! It's precisely because of these control 
switches that gameplay is able to evolve. If no one 
experimented with new ways to manipulate their 
games, many of the mechanics that define the cur­
rent generation would never have occurred. Even the 
games you cite as beacons of stability owe a great 
deal to these tweaks. Imagine Metal Gear without 
a first-person fire mode, or Zelda without mapping 
multiple items to the buttons. These changes came 
about when one iteration tried something its prede­
cessor didn'L While it may be a minor inconvenience 
to teach yourself to press a new button to get your 

sticky shockers ready, it 
may help to consider your­
self part of the majestic 
march of progress - not 
to be confused with the 
majestic march of Protoss, 
which we learned is a dif­
ferent (and cooler) thing 
entirely. Our lives for Aiur! 

A GAWY OF HURT 
Mark your calendars: April 
26, 2005 will be remem-
bered as the day Star Wars 
Galaxies died. On that day, 
Sony Online Entertainment 
decided to launch a combat 
update in preparation for the 
new expansion, Rage of the 
Wookiees. SOE claims the 
upgrade practically makes SWG 
a new game, which is correct. 
However, this •new game• is 
no longer enjoyable. They've 

already lost subscribers because of it - they need to 
address these serious problems caused by the upgrade! 

John Naron 
via email 

• One of these two individuals is lying. Can you guess which 
one? That's right. it's Ryan! Not only does he not specify 
Winkles' location, but his transparent attempt to cash in 
on Bellvue tickets is sickening. He'd be lucky to get Winger 
tickets! Matthew, on the other hand, dearly demonstrates 
his steadfast dedication. You see, no regulation-sized Game 
Informer has ever reached 241 pages; therefore, he must 
have uncovered the secret invisible half of the magazine 
located in the astral plane, where Winkles makes his eter­
nal home. If you can't find that section, don't worry - you're 
not missing anything. We never put any editorial content 
on those invisible pages anyway. They're mainly just full of 
Winkles and ads for aduh diapers. 

■ Grab on to something. kids, because a harsh wind 
is a-blowin~ While we understand the pain associ­
ated with watching a beloved MMO fall from grace, 
here's the reality: Sony Online Entertainment is pro­
viding a setvice, and you are paying to use iL It can 
be rewarding to invest yourself in these games, but 
it is important to remember that you are essentially 
paying rent to play in SOE's sandbox - it advertises 
a game's features, and you pay admission. If you 
don't like it. stop buying IL You don't walk up to 
a lemonade stand, give your nickel to an adorable 
ragamuffin, and then complain loudly that you 
aren't drinking Ecto Cooler instead (unless you're 
Jeremy). Give the upgrade some time to sink in, and 
if you're still convinced it's a twisted machination 
of the Dark Side, it might be time to lay down your 
vibroblade for good. After all, we hear A:teroth Is 
beautiful this time of year. 

OPEN YOUR EYES AND SEE 
As everyone knows, the next-generation consoles will hit 
in the coming year, and I have no clue as to which one I 
should get. Right now I have an Xbox and GameCube, and 
I especially love platformers and RPGs. The Xbox 360 is 
looking pretty good right now, especially after Sakaguchi 
committed to making two exclusive RPGs. What advice can 
you give me? 

Sean McGowan 
via email 

■ It Is still too early to weigh the benefits of the 
next-gen systems, but through the remarkable 
mysteries of video game science, we can unerringly 
determine the platform you should purchase next: 
PlayStation 2. Seriously. Don't forget that. while 
the next generation is on the horizon, it isn't here 
quite yeL You still have plenty of time to enjoy the 
outstanding games that are right under your nose. 
In fact. there are some downright stellar PS2-exclu­
sive titles in your favorite genres that it would be a 
shame to miss (like the Ratchet & Clank and Final 

■ - you see why - keep Winkles hidden 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First SI., 4th Floor • Minneapolis. MN 55401 Email: deargi@gameinformer.com 
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Fantasy series). The next few years will undoubtedly 
bring some amazing developments, but It's rarely 
a good idea to forsake the present in anticipation 
of a better future - unless ifs a pyramid scheme. 
Those always seem to work out well for everybody 
involved. 

FAMILY MATTERS 
In the the calendar in issue 145, you daim that Joe 
Estevez is the younger brother of Emilio Estevez. Being 
a huge Mystery Science Theater 3000 fan, I can say 
with certainty that while Emiho Estevez is the younger 
brother of Charlie Sheen, Joe Estevez is the older brother 
of actor Martin Sheen (and uncle to Emilio and Charlie). 
Never challenge a diehard MST3K fan on who's who in 
Hollywood. 

Hardy Thorson 
via hotmail.com 

• Chalk one up for the MSTies. We apologize for the 
mix-up - we apparently have some trouble keeping 
those Sheen/Estevez boys straighl Wrth all of the 
shared genetics going on in that family, some sort 
of time-travel/mating-with-future-selves plot is the 
only rational explanation. As far as the who's who 
in Hollywood part. if we ever have questions about 
the lesser Estevi, Joe Don Baker, or who's directing 
a The Pumaman sequel, we'll let you know. 

CODES AND COPING 
There are rumors of a hidden character in Mario Kart 64 
by the name of Marty. It's been said that in the Bowser's 
castle level, if you drive around the statue of Bowser three 
times, turn around and do the course backwards, then 
circle the statue three times again, you get this elusive 
character. Or do you? I need you guys to help confirm this 
for me. 

Richard Zeller 
via msn.com 

• At some point in our lives, we have to come to 
grips with some sad realities. Aeris is dead. The 
DOA ladies' bikini tops aren't coming off. There are 
people who deny these truths, fabricating wild sto­
ries and elaborate hoaxes - like Marty - to give oth­
ers a sense of false hope. If you are having trouble 
spotting these phony procedures, here's a handy 
little poem you can recite (taken from Bank's Book 
of Gaming Nursery Rhymes): 

A young gamer named AHred Ames 
Wanted the most out of his games. 
While scouring an online forum 
Renowned for lack of decorum, 
He read of a method most rare 
To leave gaming's secrets laid bare. 
This ancient remarkable cheat 
Took AHred four days to complete. 
He rounded a tree once, twice, thrice, 
Then pressed some buttons - most precise! 
Hold this down, find a hidden glitch, 
Wait this long, pause, then hit that switch. 
Without a care that it seems cheap, 
AHred prepared the final leap, 
and with that culminating jump ... 
He proved himseH a total chump. 

CORRECTIONS 
Our list of upcoming Nintendo titles on page 28 of last issue includes 
titles scheduled lo release in 2005 as well as 2006. On an unrelated note, 
Keiji lnalune - not Kenji - is one of the creators of Onimusha, so update 
your rolodex accordingly. lastly, back in Issue 145, we mistlkeoly printed 
Archer Maclean's first name as Arthur. Sorry, Archer - that Mhur punk 
meant nothing lo us. 
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KEUY SZPUNAR 
"Go kupo yourself, 
sucka!" 

VIRGINA JAMES 

Send to: 
Game Informer 
Envelope M Contest 
TI4 I st St N., 4th Floor 
Mpls, MN 5S40 I 

JOSHUA HOOPER 

Enter the Game Informer Envelope Art Contest NI you need to do IS draw, 
pain~ saatch, spi~ or carve the best dam envelope art you can think of 
and send it to us. Please include your name, phone number, and return 
address on the back or the envelope. If you're the monthly winner, we'll 
feature your won< in GI and you'U receive a video game t)IIZe from the 
Game Informer vault 

SHARECE OVERMYER 
Rayne and Dante give up fighting evil 
to become Gorillaz roadies 

"Lloyd, will you go to the prom with me?" 

JONATHAN REYNOLDS 

Not f!Very hidden item can be power 
bombs and missile expansions 

Residents of the Cuddlebug homestead were shocked, 
appalled, and delicious 





S 
ony E3 press confer­
ences typically don't 
receive the outpouring 
of love from fans that 
the Nintendo ones do, 
nor do they have the 

faux-hip factor of Microsoft. But anyone 
attending this yea~s Sony event at Sony 
Pictures Studios in Culver City walked away 
more impressed with the company's pre­
sentation than they ever had before. Not 
only did the company unveil a prototype 
of the PlayStation 3 uni~ but ~ also gave 
an in-depth presentation on the system's 
specs and showed demos of some titles 
in development for it Sony says the sys­
tem will come out in spring 2006, but did 
not specify whether the console would 
release simultaneously around the world. 
The company's spring target likely reflects 
a staggered launch, with Japan probably 
getting the PS3 first No price has been 
announced yet Rumors in Japan point to 
the system debuting at the initial price of 
previous PlayStations: 39,800 yen ($368), 
but that cannot be confirmed. 

The PlayStation 3 will - on paper - be 
a very powerful next-generation system, 
something Sony wasted no time point-
ing out The unit's Cell processor runs at 
3.2GHz and can process 218 GFLOPS of 
information with its seven cores working 
simultaneously. In conjunction with NVlDIA'.s 
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RSX GPU (which is capable of 1080p 
high-definition resolution), the system will 
theoretically be capable of pushing two 
teraflops of information (vs. Xbox 360's one 
TFLOP) - which will not only aid graphics, 
but the system's ability to compute phys­
ics, support detailed character models, etc. 
Sony expects the power of the PS3 to drive 
games that look and play like nothing we've 
experienced before. 

The PS3 isn't simply a more powerful 
PS2, however. It sports an all-new boomer­
ang controller design (luckily Sony says it's 
only conceptual at this point), and the sys­
tem allows for seven of them to hook up to 
the system via wireless Bluetooth 2.0. It can 
also play Blu-Ray discs, which are the next 
generation of DVDs that contain the space 
necessary to handle large-sized games 
and high-definition movies. Of course, the 
platform also supports regular DVDs. The 
PlayStation 3 also allows for Internet brows­
ing, tele-conferencing, downloads to the 
detachable hard drive, and Wi-Fi connectiv­
ity with the PSP. You can read more on 
these aspects in the following pages. 

The system wasn't just talked about; 
Sony also showed off what it could do. 
However, to what extent the game demos 
and footage by the likes of Epic Games, 
Rockstar (who showed a brief clip of what 
looked to be a next-gen iteration of Red 
Dead Revolver), EA, Sega, Ubisoft. and 

more were really utilizing the hardware 
was a matter of debate. At a minimum, 
however, demos of Epic's Unreal Engine 3 
and EA's Fight Night Round 3 were running 
in real-time. We'll have to wait and see 
how powerful the system actually is, as 
games like Guerilla Games' new Killzone 
title become more of a reality. Indeed, the 
system's success may ride on just how easy 
it is to develop for and to what extent and 
cost studios can manipulate the power of 
the console. Sony says that software tools 
for the Cell processor will be made avail­
able and should 
ease studios' 
fears. Even if 
developers cannot 
tap into the full 
potential of the 
PS3, however, at 
the least we can 
expect games to 
equal the Xbox 
360 - something 
you can see in 
the next seven 
pages of the 
system's first crop 
of titles. 

So far, develop­
ers such as Epic 
say that it isn't 
hard to make 

games on the system. The company has 
even announced that it will start a license 
program for its Unreal Engine 3 technol-
ogy and tools for the platform. Former 
Nintendo partner and Rogue Squadron 
developer Factor 5 has actually ditched the 
Xbox 360 in favor of working exclusively 
with Sony's upcoming console. Tecmo's 
Tomonobu ltagaki is sticking with Xbox 
360, and his wait-and-see attitude echoed 
those of other developers we talked to 
who have yet to get full development kits 
for the PlayStation 3. 'As far as the PS3 is 

concerned,' he 
said, "I'm not going 
to make any state­
ments on it until I 
see the machine. 
We can only fight 
with the weapon 
we have in front of 
us~ Still, the sys­
tem and its power­
ful specs certainly 
have grabbed 
the attention of 
the entire gaming 
world. Perhaps one 
of the few things 
that may get in its 
way is its embar­
rassing rip-off 
Spider-Man logo. 



PLAYSTATION 3 SPECS 
• CPU: Cell Processor 
• 1 VMX vector unit per core 
• 512 KB L2 cache 
• 7 x SPE PowerPC-base Core at 

3.2GHz (+ 1 for redundancy) 
• 7 x 128b 128 SIMD GPRs 
• 7 x 256 KB SRAM for SPE 
• Total floating point performance: 

218 GFLOPS 
• GPU: NVIDIA'S RSX at 550MHz 
• 1.8 TFLOPS floating point perfor­

mance 
• Full HD (up to 1080p) x 2 channels 
• Multi-way programmable parallel 

floating point shader pipelines 

Sound 
• Dolby 5.1 channel, DTS, LPCM, etc. 

Memory 
• 256 MB XOR Main RAM at 3.2GHz 
• 256 MB GDDR3 VRAM at 700MHz 

System Bandwiclth 
• Main RAM 25.6 GB/s 
• VRAM 22.4 GB/s 
• RSX 20 GB/s (write) + 15 GB/s 

(read) 
• SB 2.5 GB/s (write) + 2.5 GB/s 

(read) 

System Floating Point 
Performance 
• 2 TFLOPS 

Storage 
• Detachable 2.5" HOD 

1/0 
• USB: Front x 4, Rear x 2 (USB 2.0) 
• Memory Stick standar4'Duo, PRO 
• SD standar4'mini 
• CompactAash (Type I, IQ 

Communication 
• Ethernet (lOBASE-T, lOOBASE-lX, 

lOOOBASE-T) x 3 CTnput x 1 + 
output x 2) 

• Wi-Fi IEEE 802.11 b/g 
• Bluetooth 2.0 (EDR) 

Controllers 
• Bluetooth (up to 7) 
• USB 2.0 (wired) 
• Wi-Fi (PSP) 
• Network (over IP) 

AV Output 
• Screen size: 480i, 480p, 720p, 

1080i, 1080p 
• HDMI: HDMI out x 2 
• Analog: AV multi out 
• Digital audio: Digital out (OpticaQ 

Disc Media 
• Blu-ray Disc: PlayStation 3 BO­

ROM, BO-Video, BO-ROM, BD-R, 
BO-RE 

• DVD: PlayStation 2 DVD-ROM, 
PlayStation 3 DVD-ROM, DVD­
Video, DVD-ROM, DVD-R, DVD­
RW, DVD+R, DVD+RW 

• CD PlayStation CD-ROM, 
PlayStation 2 CD-ROM, CD-DA. 
CD-DA (ROM), CD-R, CD-RW, 
SACO, SACO Hybrid (CD layer), 
SACO HD, DualDisc (audio side), 
DualDisc (DVD side) 

.. ..... 

I 4 

By opening the hatch 
next to the PS3's disc 
loader, you can access its 
memory slots. 11,e unit 
supports non-proprietary 
SD and Flash memocy 
cards, as well as Sony's 
Memocy Sticks 

For those ludty enough to haft two HD monitors, 
you can play enabled games in a 32:9 aspect ratio_ 
Othetwise. those with just one HD TV can take advan­
t.ge of an extended gameplay saeen and m0tt 
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Sony says the PS3 will come out in 
spring 2006_ Does that mean a simulta­
neous worldwide launch at that time? 
W e've not yet detemiined which territory or 
territories we want to launch in just yet - [who 
comes] first, [vvho comes] second, or the vari­
ety of combinations I guess you can do. 

Will the Xbox 360 siphon away people 
from Sony vvho don't want to wait for 
the PS3? 
I'm not too concerned in them getting a 
"headstart." if you will. Interestingly enough, 
vve've never been first in any generation. So 
it's kind of in keeping with tradition, I guess. Us 
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being second has never really hindered in any 
way our ability to gamer the market leadership 
position very quickly and overtake the other 
consoles that may have launched before us. 

Are you worried that game publishers 
will be giving the Xbox 360 de-facto 
exclusives because the Xbox 360 is 
coming out first? 
Yes, it could be a de-facto exdusive for what­
ever that period may be. I don't think. though, 
that that means that there is no development 
going on for PlayStation 3 versions of any 
particular title. Yes, the next generation is com­
ing. but the installed base is not going to be 
that big. and therefore, most of your business 
will have to be done in the current generation 
of product We are committed to keeping the 
PlayStation 2 going for at least another five 
years or so. 

Are you asking publishers to wait on the 
Xbox 360 to support the PS3 instead? 
It's really up to the publishers to detemiine 
where they want to put their resources, and 
we're not really going to be in there dictating 
or asking for them to wait 

What has been the PS3's feedback from 
developers so far? 
Even if they said that it was great to work on, 
that's not really an indication of the dev kit as 
it comes out and vice versa. I've gotten some 
feedback, but it's neither here nor there. 

There is the perception among gamers 
that Microsoft rules online gaming. What 
can Sony do to win the online space? 
There does seem to be that perception, but 
if you take a look at sheer numbers of online 
users, the people that are registered users 
of the PlayStation Network are by far the 

largest group of users, especially when you 
look at the U.S. market Having said tha~ we 
have a unique challenge with the PlayStation 
3 in tha~ yes. we want to provide an online 
structure for the PS3 users. But at the same 
time, we have this huge base of PS2 onhne 
users that we don't want to shut out In addi­
tion to tha~ you have the PlayStation Portable 
that has Wi-Fi. That's the challenge for us, not 
going down the list and saying. 'We want chat 
Check. Matchmaking? Check.' Those things are 
like fundamentals. Those are very easy to do. 

Sony didn't fully support the PS2's hard 
drive. Can gamers rely on Sony to sup­
port the PS3's hard drive? 
This time around, broadband is going to be 
like air-<:onditioning in your car. It used to be 
nice to have back in the '60s when I was 
growing up, but I don't think you have too 
many cars that come out without air condi­
tioning right now. So, you want to be able to 
take advantage of that One aspect of taking 
advantage of broadband networks is the abil­
ity to download conten~ whether it's games, 
videos, it doesn't really matter. I think that 
with the Hard Disk Drive - and we haven't 
determined whether we want to pack it into 
the box from day one because it is detach­
able, or if we want to make it optional - that's 
something we need to strategize as well. But 
I think overall, the Hard Disk Drive is going to 
become even more a part of the PS3 experi­
ence in terms of being able to store a variety 
of content that you can download or bring 
from other sources. 

Will you offer more than one size of 
hard drive? 
It's possible. Sony has a variety of different 
Memory Stick sizes, so yeah ... l wouldn't 
rule it out completely. I don't know if 

we'll have five different capacities like the 
Memory Stick, but we'll see. 

What do you think of the fact that in 
Microsoft's press conference, they said 
you could download music from your 
PSP unto an Xbox 360? 
Well, I'm flattered that they are referring to our 
product! I guess it's because they don't have a 
product of their own. Thank you very much for 
the promotion! [laughs] 

Sony had stated they wanted to have 
a web-browsing monitor and keyboard 
setup for the PS2. It never came out 
What makes people more apt to want 
to surf the web with the PS3? 
Several things. One is higher penetration of 
HD-<:apable monitors, and that will continue 
to grcm. I think that with HD-outp~ at least 
the resolution is there to really, dearly view 
websites - as long as they are text-based. The 
most importing thing is if the consumer really 
wants this. If they do, it's just a matter of com­
ing up with the software to do web browsing. 
If there's a need for it then grea~ if not then 
there may not be. 

Both Microsoft and Nintendo have 
hardcore fanbases, but Sony doesn't 
seem to inspire that kind of loyalty. What 
does Sony have to do to gamer that kind 
of devotion? 
I think that that perception exists with some of 
the other consoles mainly because they don't 
have anything else. In our case, we obviously 
have a lot of first-person shooters, we have 
great titles in action franchises, racing - you 
name it. we have it 



A 
t last years E3, Sony's chief technical officer Masa Oiitani talked about the theoretical power of the Cell 
processor. The only problem was, it was hard to understand the concepts he was explaining. This year, 
however, Oiitani took the stage with more concrete, applicable details. Sony sees the PlayStation 3 not 
only as a gaming station, but a hub for other digital devices and information. Attach a digital camera to 

it to view photos. Attach your PSP so it can act as either a remote controller or screen. Furthermore, the console will 
have greater capabilities when hooked up to a broadband connection. 

For example, with an HD IP-based camera (meaning that it has its own Internet address), you could stage a sock 
puppet play for friends in HD as you sit on your couch with a P53. Meanwhile, they walk down the street watching 
your antics on a PSP or other online-enabled device. Needless to say, the system will also support online gaming and 
marketplace downloads of content music, and more. 

After E3, PS3 creator Ken Kutaragi outlined a further 
network capability of the system. He described what 
Sony is calling •cell Storage; where the PS3 would use 
its network with other Cell processors for shared com­
puting. Kutaragi described a situation where you'd put 
a DVD file into an online storage server, which would 
then draw upon your Cell processor and others (when 
not in use) to "upgrade" the file from standard to high­
definition video. Frankly, we're a little undear about the 
details of the process, but Kutaragi says that it's a prior­
ity. 'This Cell Storage is something that we definitely 
intend to launch." 

Play Style 

ted PSP 
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WARHAWK 
■ The original Warhawk debuted with the PlayStation. but 
this Incognito-developed title is qU1te different than that old 
shooter. Not much information was present at the press confer­
ence, but it looks like this new Warhawk will mix first- and 
third-person segments with its traditional fighter combaL 

-







M 
icrosoft took a dif­
ferent approach to 
E3 this year. Instead 
of saving the big 
"reveal" of its next­
gen Xbox 360 con-

sole for its annual press conference, gamers 
the world over had already gotten a first look 
at the unit on an MTV special that aired the 
week prior to the show. In addition, several 
planned or un-planned infonnation leaks 
( depending on who you ask) meant that the 
system's technical specifications were already 
available on Internet message boards the 
world over. 

For this reason, Microsoft's briefing 
eschevved the detailed technical jargon that 
made up the bulk of Sony's presentation 
earlier in the day, instead focusing on its larger 
plan for Xbox 360 and the next evolution of 
the Xbox Live online gaming service. 

After a 360 unit was brought to the stage 
by a model who delivered a rather odd ser­
mon about the system, Microsoft's point man 
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Robbie Bach took the stage and announced, 
Welcome to the future of gaming." This drew 
cheers from the portion of the crONd that was 
sitting behind the presenters onstage, a group 
of suspiciously good-looking, demographically 
balanced 20-5omethings that were either 
extremely enthu=tic about Xbox, on mood­
altenng chemicals, paid to be there, or all of 
the above. 

Touting the company's success with the 
Xbox, Bach pointed to the CNer 20 million 
owners and two million Xbox Live subsoib-
ers that Microsoft has garnered in a little CNer 

four years in the business. Though it still lags 
well behind 
market leader 
Sony, it's obvious 
that Microsoft is 
bringing some 
serious momen­
tum into the 
next-generation 
battle. Bach also 
stressed that 

MICrOSOft is not abandoning the original Xbox, 
stating, in 2006, we'll rontinue to market 
and sell Xbox." He went on to show several 
of the hundreds of original Xbox titles still to 
be released. 

After a brief nod to the past. the con­
ference's focus switched to the Xbox 360. 
Bach took no time in answering the biggest 
question most had about the systems - the 
release schedule. 

"Xbox 360 will drive category growth for 
the entire game industry. GrOIIVlh that will cre­
ate increasingly profitable worldwide business 
for our partners. How will we get there? Well, 

we'll start this 
holiday season, 
when we launch 
Xbox 360 in 
North America, 
Europe, and 
Japan. That's 
right-Xbox 
360 will hit the 
stores this year 

as the industry's first three-region console 
launch," he announced. Following that was a 
video of Tecmo's Dead or Alive 4, exdusive 
to Xbox 360, which showed off impres-
sive backgrounds but character models that 
looked largely identical to past games in the 
series. Although no pricing was announced, 
in the days following the show J Allard told 
TheStreetcom in an interview that the Xbox 
360 would be ~n the neighborhood" of $300 
at launch. 

To go along with possibly the most ambi­
tious launch plan in history, Microsoft also has 
big plans on the online side of the equation. 
J Allard was on-hand to discuss more details 
of some of the new Xbox Live features, 
induding the Xbox Live Marketplace (where 
users can sell created virtual t-shirts and items 
and buy episodic game content), video cha~ 
and the extensive stat-tracking and matching 
services made possible by new online user 
identities called "Gamer Cards~ [For more, 
see issue ,ff, 146, page 19]. With a Media 
Center PC, you'll also be able to stream live 



TV, download movies, and use it to play your 
stored audio files. 

All in all, It was impressive. As successful as 
Xbox Live has been, these new features and 
services will hkely mean that Microsoft con­
tinues its role as the leader in onhne console 
gaming. Less compelling was the next por­
tion of the presentation, which outlined how 
Microsoft believes that it can reach out to 
new types of game!S through the Xbox 360's 
online and media fundlons. Allard demon­
strated the appeal of 360 with three fictional 
"gamers• who were created to show the dif­
ferent facets of the console's audience: Striker 
(a hardcore, competitive gamer), VelodtyGirl 
(a female user who enjoys the community 
functions and Marketplace), and Beatbuilder 
( a gadget enthusiast who uses his 360 as a 
living-room media center). 'Miile it did illus­
trate the versatility of the system, it came off 
as youth marketing gone awry, and (especially 
in the case of VelocityGirl) somewhat conde­
scending and overly stereotypical. 

Following was a brief but amusing video 

featuring Microsoft head honchos Bin Gates 
and (a highly caffemated) Steve Ballmer 
arguing whether 11 was the system's technical 
specs or outstanding games and 5ef\llCeS that 
made Xbox 360 great Silly? Sure, but It's nice 
to see two multi-btlliona1res who aren't afraid 
to poke a lrttle fun at themselves. 

Bringing the conference mto the home 
stretch was markebng guru Peter Moore, who 
brought us what we were wartmg for. the 
games. First off was a new trtle by one of the 
biggest names in Japanese development his-
101'{, Hironobu Sakaguchi, the creator of Final 
Fantasy. The crowd was treated to a video 
showing dips horn the legend's new title, Lost 
Odyssey (see page 43), which looks to be 
very much in the vein of his past \NOrks. 

Interestingly, Moore revealed that every 
Xbox 360 game would have to indude 
702p HD resolution, 16:9 widescreen 
aspect ratio, and 5: 1 multi-channel sound. 
Also mandatory will be advanced anti-alias­
ing, prompting Moore to prodaim "the age 
of the jaggies is eve( 

■ Square Emx \howl!d off a lech 
demo 11 had CU.'dl~d u\mg lhe 
Xbox lbO dPV kit 

Following this announcemen~ Moore 
led the audience through a flurry of foot­
age from some impressive 360 products 
in development induding Project Gotham 
Racing 3, Ghost Recon 3, NBA 2KG, Call of 
Duty 2, Gears of War, and Rare's Kameo: 
Elements of Power ( now on its third sys­
tem!). Although most of the games looked 
grea~ there were some promising tides 
shown only in brief dips. 1nduding Sega's 
Condemned: Cnm1nal Origins and Full 
Auto, and THQ's Saint's Row. Strangely, the 
much-hyped Perfect Dark Zero was barely 
shown; after Moore talked about the game, 
a video of Kameo was run instead. Another 
odd oversight was the absence of Quake 4, 
which looked fantastic on the show floor. 

Next up was the obligatOI'{ appearance by 
an EA executive, in this case EA Studios head 
Don Mattrick. Mer some awkward repartee 
between Mattrick, Moore, and special guest 
Raidels offensive tackle Robert Gallery, Mattrick 
pledged the company's support for the con­
sole with six launch titles: Need for Speed: 

Most Wanted, The Godfather, FIFA, NBA Live, 
Tiger Woods PGA Tour, and Madden NFL In 
addition, he said there were 25 EA titles in 
development for the 360. 

Capping off the evening was the announce­
ment that Microsoft termed the 'final piece 
in the puzzle." Bnnging Square Enix president 
Yoichi Wada to the stage, it was announced 
that the venerable Japanese firm was onboard 
for Xbox 360. The first fruit of the partner-
ship will be the onhne multiplayer RPG Final 
Fantasy XI, which will allow Live users to play 
with people from Square's internal PlayOnline 
service. Wada also showed a tech demo 
Square Enix staffers had created using the 
360 hardware, which hinted at great things to 
come for the two companies. 

Although the conference came off a bit stilt­
ed and se~-consciously ''hip" at times, no one 
could argue that Microsoft has come a long 
way in a little CNer four years. More important­
ly, the show itself revealed some strong Xbox 
360 titles on display, a good sign for a console 
that will launch in a few short months. 
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FACEPLATE 
MANIAI 

You had a different strategy coming 
into E3. There were a lot of leaks prior 
to the show. There was a lot of infor­
mation about 360 out there on the 
Internet. and then you had the MTV 
show. Are you worried that that dimin­
ished the •surprise factor" of your E3 
press conference? 
I think we made a conscious choice that we 
were going to unveil Xbox 360 before E3. We 
did reserve some news for the briefing. but 
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we did a good job with the press - not only 
with the MTV thing but also with the industry 
press and giving them early looks at what 
we' re doing with Xbox 360. The program is 
so big with what we're trying to do, a lot of 
people know a lot of information, so the fact 
that a lot of information got out early is not 
surprising to us. I don't think anything dimin­
ished the buzz leading into the MTV unveil or 
the buzz since then. 

We noticed a lot of strong 360 titles that 
weren't shown at the press conference. 
Why weren't games like Sainfs Row and 
Quake 4 shown? 
I can't really speak on behalf of the other 
publishers. For example, people have asked 
us why Perfect Dark Zero wasn't shown at the 
press conference, only behind dosed doors 
here. I think, for us, with Perfect Dark Zero, it's 
a premiere launch title. For us, the biggest pri­
ority is that it's a great game available on day 
one. So, we've purposely had Rare focusing 
on that objective, not trying to create some­
thing that's a tech demo for E3 ... because that 
really does take ;may from the development 
cycle. Maybe some of the other publishers 
have the same approach as well. 

Will Perfect Dark be a launch title? 
Absolutely. That's our objective. 

Rare has a track record of not delivering 
games on time. Is that a a>ncem for you? 
Not at all. We know exactly where Perfect 
Dark Zero is at The guys at Rare are focused, 
they're not confused about what the top prior­
ity is. I'm very confident based on where the 
game is at that they' re going to be able to 
deliver a great Xbox 360 game at launch. 

We've talked to some Japanese develop­
ers that were very enthusiastic about 
working with Microsoft. and overall sup­
port seems better for 360 in Japan. How 
well do you think you can do in Japan 
this time around? 
I think we can do great in Japan. One of the 
lessons we learned in Japan was that we 
weren't bringing enough of the great content 
that Japanese customers demand - great 
Japanese content That was true in first-party 
and third-party. So what you see happening 
in my organization and in Japan is that we're 
going out and trying to work with some of the 
best content creators that we can, people like 
Sakaguchi-san and Mizuguchi-san. Also, we're 
doing a great job of reaching out to third-par­
ties, whether you're talking about Capcom, 
Namco, or now Square Enix. 

You're coming out first Sony is obvi­
ously trying to aeate the impression 
that the PS3 is the true next-gen system. 
like they did with Dreamcast Does that 
worry you? 
Not at all. There are significant differences 
between our situation and Sega's situation 
when they introduced the Dreamcast First of 
all, we have tremendous momentum INith 
Xbox going into the next generation. I don't 
know that that was necessarily true going 
into Dreamc.ast Secondly, we have a huge 
flow of titles - 160 already in development 
The problem with Dreamcast is that they had 
an interesting launch and the content flow 
dropped off. That's not going to be the case 
for us. We have great first-party titles in devel­
opment - not just for launch but throughout 
the lifecyde of Xbox 360. 

One of the novel features 
of the Xbox 360 is that it 

allows for 11mers to customize 
their madlines with a wide 

selection of faceplates (or 
•faces• as Miaosoft is calling 

them), simi!.r to the ones that 
have been so popu!.r for cell 

phones. If the frenzy kicked off 
after Microsoft save out I speml 

edition E3 faceplata after their press 
conference is any indication, demand 

for these accessories looks to be very 
high. Quiddy after the sh- E3 facepi.tes 

were fetchinc more than S 150 on eBay, as 
scalpers moved in to make a quick buck. 

Here's a few of the initial faceplata models 
released by Microsoft. indudinc the infamous 

E3 edition. 

What was your take on the Sony PS3 
videos that were shown at their confer­
ence? 
They were some interesting tech demos. 

Does the purported power of the Cell 
chip worry you? 
Not really. I have tremendous confidence in 
the Xbox 360 platform. And again, it's not just 
about the hardware, it's about the software 
and the services as well. We're going to have 
the most powerful platform in total when this 
next holiday season arrives. 

We've talked to some developers that 
have a concern about the DVD storage 
constraints on Xbox 360 in comparison 
to Sony's high density Blu-ray disc. Is 
that an issue? Games like Grand Theft 
Auto: San Andreas are filling up DVD-95 
right now. 
1¥;, a platform owner and a publisher we're 
going to have to address that We're going 
high-definition, so the volume of content that 
we have to produce and store is going to 
increase, there's no doubt about that That 
said, I don't think Blu-ray is the answer to 
that From a platform standpoin~ the team 
is working hard on some great compression 
and we're going to continue to look at that 
But Blu-ray seems, from our perspective, to 
be way overkill from a game development 
standpoint I would be concerned as a pub­
lisher as to what the costs on a Blu-ray disc 
are going to be for me. I don't know what that 
numbers going to be, but I've heard some 
pretty big numbers. That would concern me 
tremendously. That's why we're sticking with 
the format that we've got 





W 
ith the Xbox 360 
hype machine 
in full gear and 
Sony's impressive 
unveiling of the 
PlayStation 3 earlier 

in the week, Nintendo faithful were won­
dering just what the legendary company 
was going to show at its E3 press confer­
ence. In typical Nintendo fashion, what we 
got was a distinctive mix of the unusual and 
the unexpected, along with a healthy dose 
of the publisher's iconic franchises. 

Things started off on a humorous note 
when Nintendo president Satoru Iwata 
took to the stage to announce that he had 
played Super Smash Brothers the night 
previous, and had "kicked some you-know­
what" His opponent? None other than 
Nintendo's marketing guru Reggie Fils-Aime. 
Continuing, Iwata said, ""5 Nintendo presi­
den~ I'm also all about asking questions. 
So, Reggie, I have a question for you. Who's 
your daddy?" 

After the brief comedy routine, it was 
Reggie's tum to set the tone for what would 
be a surprising briefing. Downplaying Sony's 
and Microsoft's tech-heavy presentations, 
Fils-Aime obvserved, "Many of you today 
walked in with numbers already swim-
ming in your heads - 360, 16 by 9, 1080, 
8.2Ghz- well, we'd like to add one more 
number to the mix. And that number is 2, 
as in 2 billion games. That's the number 
of games that Nintendo has sold since we 
entered this business 20 years ago. Some 
people might call that a great run. I'm here 
today to tell you we call it a great beginning~ 

Fils-Aime went on to detail Nintendo's 
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•unique position" in the game industry, as 
both the number two game publisher and 
the number two system manufacturer in 
the worid. Citing the company's strength 
in the handheld marke~ he shrugged off 
Sony's PSP, stating, "The sell-through for OS 
stands at 5 million, or more than twice the 
level for the PSP. Now, I know what some 
of you are thinking, 'Well, the PSP hasn't 

The Rewlution will play proprieury 
Nintendo DVD-sized discs as well as 
GameCube discs. DVD movie playl,,,d< 
is p&.nned but will pn,bably require • 
firmware update or hardware accessory 

arrived in Europe yet' So, we got there 
when we said we would and they didn't. 
You know what? That's Sony's issue - not 
my problem.• 

Stressing that "right brain" creativity is 
also central to Nintendo's philosophy, the 
next section of the program was devoted 
to Electroplankton, an odd music-creation 
title where players make their own tunes 

by directing the movements of small micro­
scopic creatures. New York DJ Dave Holland 
then took the stage to perform a song he 
had constructed using sounds exclusively 
from Electroplankton. However intriguing, it 
was odd that so much time was devoted 
to the title when other potential DS block­
busters like New Super Mario Bros. and 
Castlevania: Dawn of Sorrow were shown 

only in brief clips during a 
montage of DS software. 

Next up was something 
that Nintendo fans have 
been waiting for years to 
hear: a coherent (if still 
slightly vague) online strat­
egy. "This is the year that 
Nintendo players begin con­
necting with each other in 
a new way - through Wi-Fi 
Internet,' said Fils-Aime. "VVe 
recently announced our first 
western partner in creating 
a groundbreaking infrastruc­
ture called Nintendo Wi-Fi 
Connection. That partner is 
GameSpy, the global leader 
in connecting online players 
at a distance.• 

Aiming to make online 

t___L-- ---

•as simple and intuitive as 
every other aspect of DS 
play,' Nintendo will appar­
ently allow users to effort­
lessly connect to the network 
through any Wi-Fi hot spot 
or through a home wireless 
router or USB connection. 
Matching services will make 



Electroplankton 

it easy to find friends or unknown play-
ers of a similar skill level anywhere in the 
world. Happily, Fils-Aime stated that there 
will be no monthly charges or fees to play 
first-party Nintendo games online. Through 
these efforts, he stated that the company 
feels that participation rates for DS owners 
can reach "as high as 90 percent" 

More importantly, DS online play is com­
ing this year, with Wi-Fi equipped versions 
of Mario Kart DS and Animal Crossing 
promised before the end of 2005. Stressing 
that third-party support for DS Wi-Fi was 
strong, he claimed over 25 titles currently 
in development for the network, including 
a revamped Tony Hawk title from Activision, 
as well as games from capcom, Konami, 
EA, and Ubisoft 

Next up were G4's 
Tina Wood and Shigeru 
Miyamoto, to demostrate 
his new "pet project": 
Nintendogs. The puppy 
sim is definitely cute 
and might well have the 
makings of a Tamagotchi­
esque craze, especially 
in Japan, where it sold 
400,000 copies in a 
month and won a perfect 
score from the respected 
gaming publication 
Famitsu. Unfortunately, 
what we'll remember 
most is some ill-advised 
scripted dialogue in 
which the fatherly 
Miyamoto appeared to 
be hitting on Wood by 

A CLOSER 
LOOK AT 
MICRO 
The Game Boy Miao is 
far and away the smallest 
canridp-based game 
system- aeated. At just 
4 inches wide. 2 inches !al~ 
and M-zinc0.7 inches 
!hide. it's a pretty impressive 
fut of engineerinc- Size­
wise. it's just a little larger 
than Apple's hugely popular 
iPod MinL and at 2.8 ounces 
it actually weighs • bit less. 
The design, •lthoush fairly 
simple, is dean and modem, 
and the custom faceplates 
wiU allow for • wide variety 
of looks. Boastins identical 
processins power 1o the 
G8A SP, the hardware does 
offer • better [of smaller) 
screen and a couple of 
cool additions: adjustable 
brightness and a standa,d 
headphonejadl. 

offering to "show her some new tricks" 
backstage. That's just wrong. 

What followed next was the unveiling 
of not one, but two, new hardware sys­
tems. While we had expected to see some 
information on the Revolution released, 
the crowd was surprised when Fils-Aime 
reached into his pocket and pulled out the 
Game Boy Miao, a new, smaller version of 
the world's most popular handheld. Only 
slightly bigger and lighter than an iPod Mini, 
Fils-Aime claimed the unit houses the "best 
and brightest screen we've ever put in a 
handheld." Taking a cue from the cell phone 
market, like the Xbox 360, the Micro will 
allow users to customize their look with 
detachable faceplates. It's certainly a nicely 
designed unii but we do have some con-

(shown actual size) 
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~ 
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GAMEBOY 

cerns about whether the extremely small 
screen will make long bouts of gaming dif­
ficult Still, one learns not to underestimate 
the power of the Game Boy brand. 

Finally, it was time 
for what we'd all 
been waiting for: the 
Revolution. Pulling out 
the hardware onstage, 
Mr. Iwata said, "Now 
you say you want 

■ New Super 
MilrioBros. 

2"(H) 

---

IPod Mini 
dimensions 
(on side) - J.6 
in<heswide 
(the long way) 
and 2 indles 
tall The GBA 
Miao dimen­
sions-• 
inches wide, 2 
indlest.ai 

2"(H) 

proprietary, DVD sized discs, but will also 
play smaller GameCube discs. DVD movie 
playback is planned as well, but will likely 
not be available out-of-the-box. As of yei a 

launch schedule and 
p r icing data has not 
been revealed. 

Probably the most 
exciting news of the 
e n tire conference was 
N i ntendo's online 

a Revolution.• The 
compa~ black system 
(although only a proto­
type, the final version 
will be even smaller) 

rtpfl"flflfl~llfl 
p lans for Revolution. 
W i -Fi network play 
s imilar to that of the 
OS is planned, and 1'·1... 1'"''f•' -

1..,1Y iT,T • 

appeared clean and modern, winning 
thunderous applause from the audience. It 

was also displayed in 
some test colors on the 
big screen, and Iwata 
encouraged Nintendo 
fans to give their feed­
back as to which colors 
they preferred. 

As exciting as it was, 
there was little in the 
way of hard facts deliv­
ered about the system 
specs. Iwata did say that 
the unit would have 
5 12 MB of onboard 
flash memory, an SD 
card sloi and wireless 
controllers (although a 
picture revealed ports 
for GameCube memory 
cards and controllers as 
well). The unit will use 

a n etworked Super 
Smash Brothers title vvi ll be available for 
launch. Iwata revealed t h at the company is 
"redefining the term 'backwards compat­
ibility'" through its "vi rtu a I console~ This 
seMce would allow garners to dOIIYllload 
and play almost every title in Nintendo's 
back catalog. including NES, SNES, and N64 
titles. Not surprisingly , this announcement 
energized the crowd, vvho were salivating at 
the prospect of having universal access to 
what is no doubt the g reatest single body 
of work in the history of the industry. 

The end of the program focused on 
upcoming GameCube software, including 
an excellent new video of The Legend of 
Zelda: Twilight Princess and a very under­
whelming Battalion Wars. Closing things 
off, Fils-Aime stated, "Beyond this year, a 
revolution awaits.• With so many questions 
left unanswered regard ing Nintendo's new 
console, we can't wait to see what the rest 
of 2005 brings for N intendo fans. 
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PU■LISHEA: EL•CTR ONIC A RTS • FORMAT: PUWSTATION Z, x■ox 

Offering blistering combat and some of the most frantic firefipts ever put to screen, 111,ick 
Is set to do to the shooting genre what Bumout did for radng games - making it more 
exciting. action-packed, and incredibly Intense. Giant explosions, whining bullets, and 
insanely loud guns are the order of the day, and Black should deliver in spades. 

6 CALL OF DUTY 2 
PU■LISH&R : ACTIVISION • FORMAT: X■ox 360, PC 

Sequel to the universally lauded World War II game, C.11 of Duty 2 follows up its own 
unprecedented success with improved technology and a move over lo the Xbox 360, 
in addition to staying with its PC roots. Despite the glut of WWII titles on the market, 
this newest entry Introduces a whole new level of realism and Intensity, and sets a new 
standard for the genre. 

7 ELDER SCROLLS IV: OBLIVION 
PU■LISHER: BnH •SDA SO..-TWORl<S • FORMAT: x a ox 3!i0, PC 

The Xbox l60 allows for some inaedible advances in gameplay design. and Bethesda 
is ready lo take advantage of as many of them as it can with a new epic role-playing 
adventure. Oblivion exhibits a gigantic fantasy world where all the computer-controlled 
charaders are living out their own lives, m11kin1 independent decisions about their actions 
as they move through a gorgeously rendered environment All signs point to a phenomenal 
experience. 

8 RISE OF NATIONS: RISE OF LEGENDS 
PU■LISHER: MICA OSOfl'T • FORMAT: PC 

This PC real-time strategy game should be the title of choice for those tactical-minded 
players out there. Following up an impressive first game using real world nations, Rise of 
legends branches out Into a sd-fi fantasy setting where magic and technology are caught 
in an endless struggle. 

9 F .E .A.R. 
PU■LISHER! V IV.NOi UNIVl!RSAL • FORMAT: PC 

Mixing the best elements of first-person shooting with the scariest aspects of horror 
games, this frightening thriller shows tremendous promise with its interactive environ• 
ments and psychological fear tactics. Cinematic in scope, the game blu,. the line between 
reality and illusion to ueate one of the spookiest experiences yet seen. 

10 OKAMI 
PUBLISHER: CAPCOM • FOR MAT: PLAVSTATION Z: 

Once again, Cover Studios (the company behind Viewtiful Joe) is taking games in an 
artistic new direction. Okami uses a backdrop of andent Japanese watercolor paintings lo 
tell the tale of a fallen sun god who must bring light and life back into the world. Unique, 
surprising. and downright breathtaking. Okami is one of the most exciting offerings to 
come out of this year's show. 
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SNAKE SET FOR PS3 
AND SO IS RAIDEN ... 

I t wouldn't be E3 without a Metal Gear, and this year 
Konami's Hideo Kojima kept excitement about 
the series as high as ever with a brief but hilari­

ous video announcing Metal Gear Solid 4 for the 
PlayStation 3. The tongue-in-cheek trailer (which 
makes fun of the MGS series itself, as well as 
Splinter Cell's Sam Fisher) is set on a bare movie 
set with a laugh track. and it depicts a battle 
between Snake and Raiden to see which character 
will get the starring role in MGS 4. Thankfully, Snake 
wins and gets to sit in the actor's chair. 

But Raiden isn't finished. In fact, he isn't the only 
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old face that we'll see in MGS 4. Set years after 
MGS 2, this new Kojima-designed and produced 

title brings back characters such as Meryl, Vamp, 
Revolver Ocelot, Otacon, and more. The motto 
of the title is "No place to hide," and Kojima 
told us that MGS 4 will be more "situational" 
than previous titles in the series, but we 
don't exactly know what that means. Metal 
Gear Solid 4 will come out under the new 
Kojima Productions banner (formerly Konami 
Computer Entertainment Japan), and should 
be unveiled in greater detail next E3. 

DATA FILE 
More News You Can Use 

SILICON KNIGHTS 
GOES UNREAL 
Mere month< after hooking up with publisher 
Sega. Eternal Darkness creator Silicon Knights is 
once again making w~es. The Canadian devel· 
oper has ~gned up Epic Games' Unreal Engine l 
for all of its next-generation games. 

DARKWATCH WATCH 
Cap(OITI will now be the publisher of High 
Moon Stucf,os' Xbox and PlayStation l game 
Oarkwatch, which is due out this fall. The title 
was formerly being handled by Sammy Studios. 

SCARFACE SAYS HELLO 
TO THE 360 
Scarlace: The World is Yours has been delayed 
until an ambiguous date in 2006, and the tide 
will now come out for the Xbok 360 according to 
Vivendi Universal. It was going to come out for 
the Xbo~ PSl, and PC. but there is no word as lo 
whether Scarlace will also jump lo the PSl. 

VALVE OVER VU 
Half-life 2 and Counter-Strike creator Valve has 
won its lawsuit against Vivendi Universal, which 
means that VU cannot manufacture or distribute 
any of Valve's games as of August 31. However, 
any of VU's cyber-<af~ agreements involving 
Valve titles are void immediately. It is believed 
that Valve wants to avoid physical distribution 
ahogelhe< and sell its games solely through its 
digital service, Steam. 

A.WAKE AND INSANE 
Remedy, the people behind Max Payne, have a 
new game cooking on Xbox 360, PS3, and PC. 
fitted Alan Wake, the title isn't just some mind­
less action game - it revolves around the main 
character's insomnia. As Wake's waking and 
nightmarish dream states begin to blur, things 
get more than a little weird for our hero. 





c.9!e Qltul'/1,tft#e Q/fth,es 
After the power of the five Sacred Stones was used to imprison the Demon King, centuries of peace 

enveloped the continent of Magvel. The Stones have been passed from generation to generation. 
Nations have been built around their power and their legend: Frelia, Renais, Grado, Jehanna, 

and Rausten. Only the mercantile republic of Carcino Jacks a stone of its own. 
But a new evil is rising in an old ally. Vigarde, leader of the kingdom of Grado, has launched 

a series of surprise attacks against the kingdom of Renais. As his castle is under siege, Fado, 
Warrior King of Renais, makes the ultimate sacrifice - sending his daughter, Eirika, to safety while 

staying behind to meet his doom. 
It is now up to Eirika to seek out her twin brother, Ephraim, and unite against the forces of 

Grado and all who would stand in their way. For if Grado's plans to destroy the Sacred Stones 
are realized, endless devastation and suffering await the people of Magvel. 

Fire Emblem TM: The Sacred Stones is true to the deep, yet intuitive, gameplay cherished by Fire 
EmblemTw veterans. In fact, with new varying difficulty modes, newbies can learn the ins and outs of 

combat while experts can head straight into the action. 
As either Ephraim or Eirika, players can decide which exciting route they will take in 

the quest to reclaim Magvel. These two branching and vastly different storylines flesh 
out the deep plot and provide hours of replay value. 

The Fire Emblem™ faithful can also look forward to brand new character classes. It's 
now possible to actively choose your characters' specialty. Will your Cavalier become a 
Paladin or a Great Knight? You' ll have to decide between mobility and weapon versatility. 

The new overworld map allows players total flexibility to choose how they will 
decimate Grado's forces. Whether it's returning to a village to stock up on 

weapons or battling an endless hive of monsters in the Tower of Valni to 
level up, Fire Emblem™: The Sacred Stones allows you to power 

up your party every step of the way. 
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SAKAGUCHI SHINES 
ON XBOX 360 
FINAL FANTASY CREATOR TO DELIVER 
TWO RPGS 

M icrosoft made big news at E3 by announcing its partnership with Square Enix (see page 28 for 
more), but that wasn't all that got RPG fans excited about the Xbox 360. Final Fantasy master­
mind Hironobu Sakaguchi was on hand to debut the first two creations of his studio Mistwalker. 

Blue Dragon (below) is being developed with the help of Artoon (Blinx), and also boasts the talents 
of well-known Final Fantasy composer Nobuo Uematsu and Dragon Warrior and Dragon Ball Z artist Akira 
Toriyama. The turn-based game "started with the idea of shadows," says Sakaguchi, and involves phan­
toms that inhabit each character and reflect their personalities. The main character is a boy named Shu, 
and he and his friends can actually switch among 200 different shadows that give them different charac­
teristics. Players can even combine these phantoms for custom attacks. 

Meanwhile, Sakaguchi is also hard at work on another Xbox 360 game ca lled Lost Odyssey (above). 
With a story penned by award-winning author Kiyoshi Shigematsu, Lost Odyssey is about Kaim Argonar, 
a man who has lived for 1,000 years and who wears upon his face the burden of someone who's seen 
all his friends and family pass away throughout the years. Kaim will become involved with the power of a 
magical staff that has gotten out of control. As with Blue Dragon, composer Uematsu is also collaborating. 
Neither title has a release date as of yet 

THE GOOD, THE BAD, THE UGLY .·,l 

When You Want Your News Categorized With A Sarcastic Ed,tonal Spin 

Alari and dMloper Ref!Wions have already 
announced the next installmtnt of Oriver, which 
is set to come out for PS2, Xbo~ and PC in March 
2006. Word is that Reflections wants to return to 
the series' roots, and it acknowledges that Orivlr 
failed because it lried too hard lo chase the sue• 
cess of the Grand Th<ft Auto franchise. 

Jade Empire developer BioWare isn't saying much, 
but it has acknowi<dged that it is working on not 
one, but two Xbox 360 titles - al least one of which 
should appear in 2006. Despite the company's dose 
relationship with Microsoft, BioWare is also looking 
at both the PSl and the Revolution. It's even con• 
~dering the PSP, which would be a perlect fit with 
the Baldur's Gate developer's top-down action/RPG 
pedigree. BioWare is currentty working on a PC tide 
called Dragon Age. 

UGLY 
With no love lost between Microsoft and Sooy a~eady, em Gates 
has off'tdally thrown down lhe gaundet. In an inlerww with Tim, 
Magazine, Gates said that Halo l is slated to release day and dale 
with the PlayStation l . "It's perfect. The day Sooy launches lthe new 
PlayStationl and they wall right into Halo l . • Curiously, Bungie has 
denied Big Boss Man BiH's claim. Of course, with PSl's ambiguous 
"spring 2006" launch, we1 have to wait and see exactly when this 

~-------~ showdownoccur>. 

GOOD 
Rodcstar's Grand Th<ft Auto: Ul>er1y City Stories will nol 
only introduce a new characler to the series, but the 
PlayStation Po<1ablt game is rumo<td to feature four­
player action. Ul>er1y City Stories. per the title, will be set 
in the wood of GTA II\ but it is unknown what relation, if 
any, it has to the PS2 game. 

Wyou don' like the Xbox 360 controler, you won1 have much 
of a choice. Microsoft is not opening the third-party licensing for 
i1s upc.oming wireless controlfef until holiday 2007. Corded third­
party units will be available from multiple manufactwers, though. 
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STILL HARD BOILED 
WOO AND MIDWAY PRESENT 
STRANGLEHOLD 

With all the dual-wielding going on in video games today, it's about time the master stepped 
up and showed everybody how it's really done. Movie legend John Woo is teaming up with 
Midway for Stranglehold - an Xbox 360, PS3, and PC title that is set to come out in fall of 

2006. The game is the sequel to Woo's infamous action film Hard Boiled, and even features the 
voice-acting talent of star Chow Yun Fat as he reprises his role as Inspector Tequila. Stranglehold will 
join Woo's Tiger Hill Games with the Midway team from Chicago that developed the renowned Psi­
Ops: The Mindgate Conspiracy. 

Watching the trailer, you can tell the game has its priorities in place, as it is packed with John Woo 
moments through and through. Freeze-frame shots, lots of guns, standoffs, and creative camerawork 
abound. 

In other Midway next-gen news, the company has seven Xbox 360 games in development ready to 
hit between 2006 and 2008, although it will miss the initial launch window of the system. 
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Hot Gaming Gossip 

CARMACK FOR PS3? 
Sony has beeo stingy with who it has been giving the 
early PSl development tools to, and at th~ yeafs El 
the big question was who was and wasn't working 
on a tille for the 2006 console. Loose Talk has heard, 
however, that one of the first developers to get the 
green light from Sony was id Software - which even 
beat EA to the punch. Carmack K in love with the 
system already and is currentfy busy dreaming up 
what he can do with the console. 

GAME PRICES 
TO INCREASE 

HAPPY GILMORE 
LOVES VIDEO GAMES 

From what we're hearing, h looks 
~k, ntxt•generation software will 
be priced at $60. Companies are 
trying to keep up with the rising 
costs of development and unless 
a large publisher like Activision 

Fratboy sensation Adam Sandler is 
talking with publisher Majesco about 

or EA savs no, we can expect S60 
games to be hitting the shelits. 

a possible upcoming game that would 
be tied into a movie. Unfortunatety, 
it's doubtful that it will involve either 
Happy Gilmore's mini-golf, Carl 
Weathers' prosthetic hand, or dwarls 
in furry chaps on tricycles. It will, 
however, likely involve Sandler acting 
like a jackass. 

At a Legend of Zelda: Twilight Princess roundtable al 
El, creator Shigeru Miyamoto let slip about his new 
Klea for an upcoming game. Apparently the title 
will be quiz•based and ~ designed lo tell the player 
their mental age. 

MILLAR TO STORMFRONT 
Forgotten Realms: Demon Stone and The Lord of 
the Rings: The Two Towers developer Stormfront 
Studios is currently at work on a hush-hush, 
high-profile licensed tide. Meanwhile, the company 
has hired an influx of talent induding ex-Bliuard/ 
Lionheacl vet Chris Millar. Brother Ron Millar 
remains in England with l toflhead. 

GBA MICRO THE 
NEXTIPOD? 
Nintendo's new, small GBA Micro was shown at 
El, but the company has not yet set a price for the 
unit Rumor has it that the GBA Micro will be priced 
higher than game,s might expect for th~ third 
aeration of the system. Loose Talk has heard that 
the unit will go for $99. 

RYGAR 2 STILL IN WORKS 
Ninja Gaiden creator Tomonobu ltagaki of Teano 
says that he's still working on Rygar 2, the follow-up 
to the PlayStation 2 remake of the NES classic_ 
ltagaki says that the game is currently in pre-pro-, 
duction, and the company is working on its engine. 
It is not known what system Rygar 2 will appear 
on, although if ltagaki's invotved, we'd assume it's 
for Xbox 360. 

(,<JI some imidet info? Emou us a1 loosetol/c@gomeinlooneuom andwe1 be oil ea,. 

Tho PlayStation RPG wasn't a huge hiL but , was a solid 
offering from Konami. A tum-based strategy affair similar 
to rmal fantasy Tactics and front Mission 3, this tit~ put up 
a system of advantages and disadvantages among all of its 
character classes. The bowmen, for instance, are less suited 
to go against knigh~ than they are the flying characte<s. 
Along Wllh the boulde,s and Olher objects you can 
manipulate on the battle grid. there was quite a bit to keep 
track of. Sound interesting? This series is looking to return 
on the Nintendo OS sometime in the future. 

(""""" oo page 46) 
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Favorite\ From lndu\try Pro\ And GI Readers 

DEVELOPER READER 
LOIC GOUNON, JOHN 
Mlrketlng Coordl111tor, WEGHORST 
Ubisoff s Kine Kone 

.. 
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I', -
1 Xenogears - PSone 
2 Fallout - PC 

3 Metal Gear Solid -
PSone 
4 Privateer - PC 

5 Final Fantasy 
VII- PSone 

1 Chrono Trigger -
SNES 
2 Xenogears - PSone 
3 lkaruga - DC 
4 Metal Gear Solid 2: 

Sons of Liberty - PSl 
5 Super Mario 
World - SNES 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine/Top Five 
724 N 1st SI 4th Fl 

Minneapolis, MN 55401-9022 
email: topfive@gameinformer.com 

(a/loch digital picture) 

TOP TEN ,\ 
List\ Everybody Love\ Lists 

Top 10 Most 
Memorable E3 
Moments 
10 Blocking federal aid to exhausted, malnourished 
nerds waiting in the Zelda line 
9 Seeing longer lines in the food court than the Wayans 
brothers' autograph table 
8 Ogling rendered women who are more realistic than 
the booth babes 
7 Movie theaters that actually smell better when you whiz 
in the comer 
6 Miller competing in Tecmo's bikini contest 
5 Miller winning second place in Tecmo's bikini contest 
4 Getting bumped from an appointment because of a 
Hobbit (what have you ever done, Frodo?!) 
3 Visiting lnfinium Labs' booth in the alley behind the 
convention center, right next to "Burt's $10 Cars" 
2 Will Wright creating the most elaborate and visionary 
omelette the breakfast world has ever seen 
1 Seeing the world's entire collection of Ehrgeiz t-shirts 
gathered in one place 

Name That Game Answer: Vandal Hearts 
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T he video game industry could be rocked by a labor dispute 
with Hollywood actors that would end the use of their voic­
es and likeness in games. Both the Screen Actors Guild and 

the American Federation of Television and Radio Artists (AFTRA) 
are threatening to strike over royalties from the sale of video 
games. Currently there are proposals being offered that would 
give additional payments to an actor if a game featuring them 
sold more than a certain number of copies, such as 400,000 
units. An industry source told Game Informer that the unions are 
asking for six percent of the profits, something that would have a 
large effect on the video game economy. As it stands, participat­
ing actors receive an up-Iron~ one-time payment for their work. 

AFTRA presiden~ John P. Connolly, said, "To deny working class 
performers their fair share of the tremendous profits their labor 
helps to generate is illogical, unreasonable, and unjust~ 

As of the time of this writing, talks were ongoing. The industry 
has countered the unions' proposal with an offer of a 35 percent 
wage increase over three-and-a-half year period and better health 

benefits. However, the unions rebuffed this move and prepared 
for a strike. At this yeafs E3, some actors picketed the center 
where the convention was being held. 

The industry's lead negotiator, Howard Fabrick, saw the actors' 
demands as unreasonable since, "voicework represents a small 
fraction of a video game's development and consumer enjoy­
ment. The unions' demand for an equity stake is unreasonable 
and not fair to the hundreds of people who often spend years in 
developing a game." 

Fabrick says that publishers and developers have vowed to 
continue with their work, using non-union talent if necessary, 
and that business would "continue as usual:' However, the 
Hollywood unions are powerful, and the use of replacement 
voice-actors would not solve the problem of using those actors' 
likeness in games. With more and more publishers using the 
real talent behind their license titles in an attempt to achieve 
realism, the looming strike could have a large impact on our 
video gaming experience. 
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KOWSKI 
CHAIRMAN/CEO MAJESCO 

>> An executive with perhaps one of the most prestigious resumes in all of video games, Carl Yankowski seems to 

be a perfect fit for Majesco, which has recently transformed itself from a small, budget publisher into the games busi­

ness's fastest-growing company. We recently spoke with Yankowski to get his views on the future of Majesco and the 

game industry in general. << 
Recently, Majesco has transitioned from being 
a strictly bargain game publisher to doing 
•art house• projects like Advent Rising and 
Psychonauts. Is that the strategy you want to 
move forward with? 
I think we do. We have always had a strong budget 
game business - games that retail for $20 and 
under. We'll continue to have that strong busi-
ness, because that's a good cash engine for us. 
Our first premium game was in October of 2002 
with BloodRayne. From there, we have had the 
opportunity for leveraging our deep appreciation 
of independent creative developers to work with 
a number of them to get some great tides under 
development That stuffs starting to bear fruit 

Do you look towards a company like Take 
2 as a model, which has distribution and 
budget businesses, but also maintains the 
Rockstar brand for high-end products? 
[There's] going to be a core value business on one 
end for us and then we1I be increasingly doing the 
higher end, premium games. But we're not going 
to formally distinguish that as another division, we 

What's the future of your Game Boy Advance 
video line? It's been very successful. 
Sure, we're in constant discussions with Nintendo, 
looking for ways to optimize. First of all, we have 
silicon that gives us 90-minute capability [on GBA]. 
I think Nintendo's looking for an optimal strategy for 
video on OS - right now we focus on the kids' titles 
with superb content and execution on the SP. There 
are 50 million SPs out there right now; I can't think 
of a better installed base to work with for kids. For 
OS, we're backwards compatible with the current 
GBA cartridges for video. We do MPEG 2 quality 
on the Game Boy Advance platform, and, with our 
codec, are capable of doing MPEG 4, which is basi­
cally DVD quality, on the OS. 

Games like Advent Rising are more ambi­
tious, but carry with them more risk. What 
happens if the first Advent doesn't sell? Will 
you still continue with the trilogy? 
Yes, I think so. In fa~ the possibility of an annuity 
type product doing well is always better on the 
second round, because you're building awareness 
and once it proves itself and is executed well, 

Looking out at the next generation of con­
soles, how do you see it panning out? Which 
of the three major players is on track to be 
the most successful? 
Well, they each have their own followings. You 
have a broader base now with PlayStation 2; 
more platforrner games have been successful on 
P1ayStation 2 than on Xbox. You have more of a 
hardcore shooter mentality on the Xbox platform. 
So, it's really going to be a strategic race between 
the three of them - you have the big two, and then 
the Nintendo Revolution coming out and suppos­
edly trying to play an online aspect As to how it 
shakes o~ I will say that I think it's always a timing 
advantage to be first to market if you're good. 

We don't hear a lot of people saying that 
Microsoft has a legitimate shot at being the 
number one home console maker. What's 
your take? 
I think that's a big stretch for those guys. They're 
going to need something terrifically unique, with 
some unique and powerful consumer benefits and 
some extraordinary marketing to pull that off. What 

I think we're a little more fun to work 
with and a little less bureaucratic. 

think that we're eclectic and creative regardless of 
whether we dp a value game or a $50 frondine 
game. Phantom Dust is a good example - it wasn't 
a $50 game, but it was a great game. Because I 
think most people go out and want to buy a few 
games at a time, but it's a lot of coin to spring for 
all premium games. So, they'll get a premium game 
or two and then a couple good value games. We 
want to fulfill both market needs. 

Recently, it's become common for a publisher 
to buy a developer that they've had a good 
track record with. Would you ever look into 
doing this? 
I don't think we'd rule it out Only if it makes great 
strategic sense. I don't want that to be the rule. 
I also want to think that even if we did acquire a 
developer, we would want to keep the non-bureau­
cratic aspects of our creativity and our management 
of the creative process. I was impressed with dif­
ferentiation in some of the trade mags between 
us and Electronic Arts. You probably read the same 
•sweatshop• artides in the W:J/1 Street Journal and 
the New York Times in the last couple of months. 
The point is, I think we're a little more fun to work 
with and a little less bureaucratic. 

people know it However, we have a unique busi­
ness model. That is, we don't budget "hit" volumes 
for any of our premium products. We conservatively 
budget around 150,000 to 200,000 units per con­
sole, per game. Those numbers are pretty easy for 
us to reach. That conservative budgeting philosophy 
differentiates us from much of our competition, 
who, by virtue of the fact that they have to throw 
a lot of money at marketing and pay for a lot of IP, 
they have to generate big numbers. 

There's been a lot of talk about how devel­
opment costs are going to skyrocket with 
the next-gen systems, and that we might 
be headed for a aisis if the price points on 
games stays at $50. 
Well anytime that you have new technology, initially 
it costs a little more. But, you price to cover. Guys 
like [EA head] Larry Probst have said that the price 
of a frondine game should go to $60 initially, and I 
think that's probably right I would be surprised if it 
cfidn't happen. It would be in the best interest of the 
marketplace to have game manufacturers that are 
producing at a reasonable profit and consumers who 
are finding a reasonable value, otheiwise it puts the 
game manufacturers in the position of being a charity, 
and that's not good business for anybody. 

it would be, I don't know. But I think that would be 
an amazing feat if they could pull that off. 

Nintendo has not had very good relation­
ships with third-party publishers on their last 
couple of systems. Are they doing enough to 
mend fences with American publishers? 
It's really hard to say. I actually think there are two 
Nintendos. There's Nintendo U.S., that has its heart 
in the right place and Nintendo Japan, which in the 
traditional sense of Japanese companies, is maybe 
one step more removed from one of its largest 
marketplaces than would benefit it I say that having 
run the largest operating subsidiary of a Japanese 
company. But I can remember Akito Morita, when 
he was gracious enough to hire me at Sony to be 
the president of the U.S. electronics business, say­
ing that you want to think globally and act locally. I 
think that Nintendo has to learn to act more locally. 
Hopefully they're moving in that direction. Reggie 
Fils-Aime has a good background, with his [brand 
management] training and experience. The question 
is: Are they going to take the leash off and let the 
dog run? 









connect gear 

THE TECH 
OF E3 

We scoured the halls of LA's convention center to find 
some of the best accessories, cases, peripherals, and gear 
set to hit shelves in the near future. Here's a sampling of 
what we discovered. 

I itUH ma 
ECLIPSE PC 
KEYBOARD 

Sho,m with PSP uni(. not induded 

i iWI •i MEL1 
PLAYGEAR POCKET 
Manufacturer: Logitech 
Website: www.logitech.com 

E?IIII 
CHARGER CASE 
FOR PSP 
Manufacturer: Nyko Technologies 
Website: www.nyko.com List Price: $69.99 
This is the smaller, sleeker version of Nyko's protective char• 
ger case line. The other models, like the Theater Experience, 
offer bigger form factors with the same smoking battery 
system - five extra hours of playtime for the PSP without 
having to recharge the case. The cases indude one power 

cable to get juice to both the PSP and holder, and 
an extension cable so that you can charge the 

PSP off the unit's battery while still playing the 
portable. Shown here in brushed black 

aluminum, the first run will actually be a 
limited-€dition silver color. 

iilillMMELl 

Manufacturer: Saitek Website: 
www.saitekusa.com List Price: $59.99 
The latest upgrade to Saitek's Gamer's Keyboard 
line, the Edipse, is a better fit for both light and dark 
situations. The problem with their earlier entry was 
that, when in a very dark room, the keys' letters 
were nearly impossible to read. Laser etching allows 
the labels to be backlit with the previous style's 
adjustable blue glow. This lighting upgrade is a great 
compliment to the nice keyfeel and layout of the 
earlier model. 

•••••••••• ::t" 
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FANTASTIC FOUR 
CONTROLLERS 

List Price: $19.99 Sho,m with PSPun11, 
The crappy Sony-supplied neoprene not induded 

Manufacturer: Mad Catz Website: fantastic4.madcatz.com List Price: TBA 
Stalwart third-party accessory manufadurer Mad Cati's new push toward licensed 
accessories is kicking it into high gear with a Fantastic Four line, out July 8th. 
Controllers for PSl and Xbox join forces with console skins for the portable units 
[not shown], each featuring a variety of images from the upcoming movie. 

pouch that came in our PSP Value 
Packs does the job, but we've been 
hunting for a new case since before 
the launch. Enter Logitech's admit­
tedly bulky damshell super case. 
The hard-sided unit leaves the 
shoulder buttons and head­
phone jack exposed so that 
you can listen to tunes with 
ease and the lid is sturdy enough to 
fashion a handy stand for movie watching. 
As a bonus, those who hunger to personalize their 
PSPs can let the creative juices flow by putting a picture 
between the clear case and the protective rubber insides. 
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2 GB GAMING MEMORY 
STICK PRO DUO 
Manufacturer: SanDisk 
Website: www.sandisk.com List Price: $349.99 
We know that the "gaming" features are just a neon-col­
ored transparent exterior, but the real story is that there's 
finally a third party 2.0 GB memory stick option for all of 
us PSP media junkies. We also hear that new production 

Etllll 

facilities will mean 
that more sticks 
should be 
available this 
summer, as the 
market is practi­
cally bone dry 
right now. 

COLECO BRAND 
ELECTRONIC GAMES 
Manufacturer: Techno Source 
Website: www.technosourceusa.com 
List Price: $4.99 - $1 9.99 
A bounty of good fortune has 
befallen us all. Techno Source, a 
company better known 
for educational toys, is 
re-releasing a selection 
of Coleco Handheld 
games in the next 
few months for 
those either nos-
talgic or curious. 
Keychain Electronic 
Quarterback, along 
with a variety of 
one or two-player 
options, fill out 
the series' starting 
lineup. 

Etllll 
MEDIA POUCH 
PORTABLE 
Manufacturer: Hori Website: www.hori.jp 
List Price: $6.99 
Our icky UMD storage method of Ziplock bags and round 
Altoids tins isn't cutting it for a unit this prized. Thankfully, 
a lot of manufacturers were showing off UMD carrying 

solutions at E3, and Hori 
had one of the most 
user-friendly. The Media 
Pouch Portable holds six 
discs and two memory 
sticks, zips tighi and 
comes with a carabi­
ner to latch it onto 
backpacks or bags. 

EIIIII 
SUPPORT THE INVASION 
Manufacturer: Invader Website: www.space-invaders.com 
List Price: $12.80 to $140 [all prices include shipping and are 
listed in EUR on the website] 
A semi-anonymous Frenchman has been laying down Space Invaders mosaics across the 
globe - specializing in high-traffic, high profile areas like the D in the Hollywood sign. Now 
his website is facilitating the Invasion through e-commerce, offering Invasion Starter Kits, 
maps of invaded cities, books, posters, skateboards, shoes (that leave little Space Invader 
prints in soft surfaces), and adhesive tape (for those quick and dirty invasions). His minions 
have been sending photographic proof of their exploits, and he's been nice enough to post 
the evidence online for all of us to see. Be on the lookout 

EIIIII 
VIDEOGAMES: IN THE BEGINNING 
Manufacturer: Rolenta Press Website: www.rolentapress.com 
List Price: $29.99 
From the publishing house that brought us Phoenix: The Fall & Rise of Videogames (a 
worthwhile read for video game history buffs, by the way) comes Ralph H. Baer's final word 
on how interactive entertainment got its start Laying out his case to assert himself as the 
"Father of Videogames• is a collection of sketches, schematics, and photos chroniding the 
fragile birth of gaming and the struggle for one designer to stake his fair daim. 

EIIIII 

ATARI FLASHBACK 2.0 
Manufacturer: Atari Website: www.atari.com List Price: $29.99 

Apparently, the 7800-styled Flashback from last year sold around 500,000 units - clearly, 

retro gaming is hip right now_ Flush with this success, Atari has announced the follow-up 

based on the iconic style of the 2600, wood paneling and alt Timed to celebrate the 30th 

anniversary of Pong this summer, the unit will offer around 40 games translated exactly from 

their original forms. Pong, Asteroids, Centipede, Millipede, Lunar Lander, Breakout. Missile 

Command, and Combat (among others) will appear; but to clear up any confusion, the win­

ners of Retro Redux [see issue 146 for more info] will have their game included in a future 

release, not Flashback 2.0. 
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S 
ince the beginning of the current 
generation of home consoles, many 
industry pundits have been theorizing 
the doom of the personal computer 
as a gaming platform. As the tech­
nology and interface gap between 

consoles and PCs lessens, the enormous installed 
base advantage of consoles becomes irresistable 
to publishers and developers alike. After all, why 
not go for the literally 10 times more users that 
the PS2 boasts? Consumers themselves are hardly 
immune to the siren song of a $300 machine that 
can play more games than a $1,500 cutting-edge 
PC These phenomena aren't going away anytime 
soon; while it's true that PC gaming hardware 
has gotten significantly cheaper with the advent 
of inexpensive memory manufacturing. the dif­
ferences in computing power, graphical prowess, 
and interface options are smaller than ever. You 
can already plug a USB keyboard into your PS2 
for Final Fantasy XI chatting purposes, after all. And 
when the Microsoft-proclaimed •HD era• arrives 
later this year with the launch of the Xbox 360, the 
PC will face a whole new round of stiff challenges 
to keep its viability as a game system. 

Over the last few years, barring the occasional 
breakout hits such as World of Warcraft, Half-Life 
2, or Rome: Total War, the PC market has been all 
but in recession in North America. Even great suc­
cesses like Doom 3 exist in console form as well. 
Famous development teams are switching over 
(see last issue's cover story on Gears of War from 
Epic Games, as well as The Creative Assembly's 
recent announcement of Spartan: Total Warrior), 
and sometimes it seems like only the Blizzards 
and Valves will be left standing. The designers of 
one of the most successful franchises in history, 
EverQuest, will likely soon announce their new 
project Vanguard's additional destination of the 
Xbox 360. However, this initial look at the state of 

the PC gaming industry hardly grants a view of the 
whole picture. 

These dire pronouncements all share a com­
mon thread: the several advantages of consoles 
over PCs. There exists a similar list of qualities on 
the flipside of the coin. Though they may not be 
as glamorous (or lucrative), the advantages of 
choosing the PC as a development platform bear 
noticing. and can offer a good base for predicting 
what lies in store for my format of choice. The 
PC is truly the universal platform; the amount of 
paperwork and approvals necessary to make a title 
for PCs is literally a drop in the bucket compared 
to the process console games go through in their 
quest for approval. Depending on what you want 
to do, there may be no process at all. No convinc­
ing Sony that your game adequately represents the 
PlayStation brand, no need to request expensive 
development kits from Microsoft, and none of the 
legendary headaches of making a third-party title 
for Nintendo. The bar for entry into the PC arena is 
immensely lower than that of the console industry, 
and this will (and already does, in fact) lead to an 
amazing amount of creativity on the platform. 

As PC editor of Game Informer, I'm bombarded 
every month with more games than we could pos­
sibly cover. Many of these are smaller titles, often 
created by tiny teams of fewer than 10 people, 
and are frequently available online as free down­
loads. While there are certainly plenty that barely 
warrant a first look, much less a second, many of 
these games exhibit true innovation and creativ-
ity. You won't find cutting-edge realistic lighting 
on Game Gardens (www.gamegardens.com), but 
you will find several quirky and compelling board 
game-like diversions. The graphics of Galactic 
Civilizations (www.galciv.com) are a far cry from 
Far Cry, but it is lauded by many as one of the 
best tum-based strategy games ever;created. 
Yohoho Puzzle Pirates began offering its unique 

The bar 

for entry 

into the PC 

arena is 

immensely 

lower than 

that of the 

console 

industry ... 

style of pirate-branded MMO puzzle entertain­
ment as a download a year or so ago, and recently 
began being distributed to retail shelves by Ubisoft. 
How many hours have you spent playing any of 
the thousands of browser-based games available 
free online? I firmly believe that this underground 
community of sorts will only grow as the main­
stream console library becomes more and more 
stratified, and it is largely an untapped resource of 
absolutely amazing gaming pleasure. 

People joke that the PC is down to three genres: 
FPS, RTS, and MMO. But for RTS, even these last 
bastions of PC gaming are already being con­
sumed by the console juggernaut. And it'll definite­
ly be some time, hopefully never, before the triple­
A development houses make the switch or shut 
their doors. Hope also comes from overseas; due 
to the lack of console market penetration in their 
respective territories, Korea, China, and Europe 
are all home to some very talented developers 
like GSC Gameworld (5.TAL.K.E.R.) and Webzen 
(Huxley, SUN). Also, console and PC technology 
have leapfrogged each other since the beginning 
of videogames, and we're at the point right now 
that the PC situation is just about the worst it's 
ever been. Likely there will be another phase of 
the cycle when the PC format reigns supreme 
again. We hardcore nerds will certainly never give 
up our heavily customized and highly tuned gam­
ing rigs which are as much projects of love as 
pieces of electronics, and our day will come again. 
Regardless of anything else, though, the wonderful 
world of small-time innovation which the Internet 
makes possible will continue to offer the adventur­
ous the time of their lives until we're literally jack­
ing into the Matrix. ■ ■ ■ 

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

If you work in the industry and would like to share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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G un is se .. tin the late 19th 
century, a time when 
Amenca was quickly becom­
ing a different country. 

Westward expansion was pushing the frontier of the 
newly reunited, post-Civil War nation. In 1869, the 
tracks of the Union Paofic Joined those of the Central 
Pacific Railroad at The Golden Spike in Utah, forming 
the transconnnental railroad. Meanwhile, cowboys In 
northern Texas were leading the first big cattle drives 
to railheads In Dodge, Kansas, and gold had been 
consuming the minds of panhandlers further west 
since the mid-18005. Of course, all of this expansion 
led to great conflict with the 1nd1genous American 
Indian tnbes. You stand at this crossroads in American 
history, one man among many trying to sulVive and 
make a living in an ambitious time of uncertainty. 

Describing the oudaw era of the game and its 
decision to make this the basis of its closely watched 
new title, Neversoft president Joel Jewett puts it 
succinctly: "Everybody, and I mean everybody, earned 
a gun and drank whiskey, and all of this on the edge 
of civilization - hell yeah! You pretty much just have 
to drop everything and start makmg a video game~ 
With his scraggly bandit mustache and commanding 
gaze that brooks no argument, Jewett could easily 
know a thing or two about carrying a six-shooter. He 
looks more apt to be involved in a good ol'-fashioned 
bar fight than Tony Hawk's world of baggy shorts. 
Dunng our time at the studio, he even showed us 
his knrfe-throw1ng skills - which he honed as a kid 
In Montana - by hurling a ten-inch blade across 
the room into the drywall with a resounding thud. 
Seconds after the dagger was buned inches deep 
into the wall, Neversoft team members craned their 
heads and came to see what the commotion was all 
about - including the unfortunate guy on the other 
side of the wall that served as Jewett's target practice. 

With his knife-throwing skills and mustache in tow, 
It would not be hard to imagine Jewett scratching out 
a living in the lawless western lands of America circa 
the late 1800s. The West Is wild, as they say, and your 
fortune is hard won. When vigilante justice reigns, 
the thin line between nght and wrong Is punctuated 
only by the gallows' noose. However, it also contains 
boundless opportunities for someone willing to do 
just about anything to succeed. 

Gun casts you as Colton White, son of mountain 
man Ned White, in Montana near the headwaters of 
the Missouri River. The two of you have carved out an 
existence based on your father's years of experience 
living in the wild. One day he asks you to accompany 
him to a meeting with an old friend on a steamboat 
docked on the Missouri River. Before the two of you 
leave, however, a wild-eyed preacher starts to get 
violent with her, and after a heated conversation, 
he brandishes a hatchet and buries it into her neck. 
With a signal from the preacher, crazy renegade 
militiamen storm the boat and all hell breaks loose. 
In the ensuing chaos, your father battles through the 
horde and finds you, charging you with an important 
task. Giving you a saloon token, he tells you to find 
a strumpet named Jenny at the Alhambra Saloon In 
Dodge City, Kansas. Just before the whole boat goes 

CONTIHUL'D ON PAGL &:. •} 

nn isn't just a story of revenge and tumbleweeds; it's a grand 

adventure set in an enviromnent where a man can shape his 

....__... destiny with his wits, determination, and favorite firearm. 





■ Towns like this one will allow 
•II kinds of side m1ss1ons 



up in a mighty explosion, he throws you overboard 
with his dying words, "I am not your father." 

In your ensuing search for answers, you'll unravel 
all sorts of surprises, cross paths with deadly enemies, 
and discover powerful secrets that men have been 
searching for and spilling blood over for hundreds of 
years. Gun isn't just a story of revenge and tumble­
weeds; it's a grand adventure set in an environment 
where a man can shape his destiny with his wits, 
determination, and favorite firearm. 

When you arrive in Dodge City after making your 
way down from up north, Gun really starts to take 
shape. Although you have to meet Jenny at the 
Alhambra Saloon, the town and its citizens are yours 
to play with as you like. Pick a fight with a guy you 
think is looking at you funny, take sides in a town feud, 
or help the sheriff with any number of problems that 
need fixing. 'That's one of the beauties of doing a 
game that's based in the Wes~• Jewett opines. "If you 
go back, every single person - including the women -
most likely had a gun on them somewhere. So, at any 
given time you can get into it with the ambient life and 
start a fight~ However, this game is more than just a 
sandbox title filled with the dust of the Wild West 

Gun offers a wealth of side quests to augment its 
story, joining the two elements into one large world. 
Neversoft is trying hard to make these extra missions 
something more integral than diversions or chores. 
Neversoft calls it "subsistence living." Whether it's 
panhandling for gold, protecting mustangs from a 
group of rustlers, gambling, setting up ambushes for 

the simple either/or, good versus bad choices some 
video games make players choose from. Colton will go 
through many changes as the game progresses, both 
physically and personally. One moment you might 
be robbing a bank and killing Indians, the next you 
may be helping a tribe and acting the role of sheriffs 
deputy. 'Well, it's all about living through the West and 
experiencing the West," explains project lead Chad 
Findley. 'That's why we're tying [side missions] in to 
stats. As you do these things, they really do give you 
more experience and skill at what you would do. They 
are going to be fun missions that we want to do and 
fun stories that we want to do that aren't part of the 
main storyline, but are stories in and of themselves. 
Every one is a whole different little story:' 

In your quest to make your way in the frontier and 
to unravel the questions surrounding your surrogate 
father's death, you're going to have to twirl a six­
shooter or two. In fa~ you'll draw faster and shoot 
straighter than your enemies with the game's Quick 
Draw mode. When engaged, this mode slows down 
time for you as if you've got the jump on a guy trying 
to draw his gun. While activated, the camera zooms in 
on your target in the first person, letting you take aim 
and blow guys away like they had arms of lead and 
hands of stone. 

Instead of merely being a gimmick that gives you 
a momentary advantage, Neversoft wants players to 
really have fun with Quick Draw and utilize it as often 
and as long as possible. You could use the mode's 
slowdown to take aim at an enemy's rifle (shoot-

olton will go th.rough many changes as the game 
progresses, both :physically and personally. One 
moment you might be robbing a bank and killing 
Indians, the next you may be helping a tribe and 
acting the role of sheriff's deputy. 

bandits, or any of the other numerous activities, the 
company wants everything you do to feel like you're 
living the life of a person in the late 1880's, not a 
mindless errand boy or a killing machine stripped of 
any character. This greatly helps the game become an 
actual world, and not just a set of objective points. 

One important way that the game makes non-story 
missions more than boring chores is by tying them 
to your stats. Colton has five skills: Horse, Health, 
Gunhandling, Quick Draw, and Melee. By participat-
ing in a quest, you'll increase one, some, or all of the 
appropriate skills. So if your horse riding could use 
some polishing, you could help out a rancher by cor­
ralling a herd of cattle. By making these missions about 
more than money or a simple sense of accomplish­
ment, players may feel more compelled to go out and 
explore the many opportunities in the game instead 
of just burning through the critical path. However, 
Neversoft wants to tune the game to make sure that 
players don't run into a wall where they have to go 
back and participate in missions just to get their stats 
high enough to beat a boss or get through a level. That 
would go against the title's organic structure. 

Your adventures will take you on both sides of 
the law, which is something that Neversoft distinctly 
wanted. They felt it epitomized the opportunistic and 
uncertain times. When survival is your aim, shades of 
black and white can blur. This helps set Gun apart from 

ing it out of his hands), or to blow a stick of 
dynamite out of the air. The amount of time 
you can spend in this mode builds as you kill 
more and more foes, giving you all kinds of 
room to showboat (Neversoft even says ' 
that you'll get a bonus for shooting ~ 
someone right between the eyes). 
Sometimes the numbers 
won't be in your favor, and 
jumping into Quick Draw will 
enable you to tag multiple enemies, 
switching targets with a flick of the left analog stick. You 
will also bullseye the enemies behind you. Jewett and 
company foresee gamers stringing together all kinds 
of devastation once they get in the zone. They joked 
that it should be called BAMF mode, meaning 
Bad-Ass Mother ... you get the idea. 

The fun of Quick Draw mode is heightened 
when you throw in the game's precise hit 
detection and physics. Not only can you 
shoot a gun out of someone's hand, but you 
can even keep hitting it, skipping it across the 
room out of the reach of your enemy in sharp­
shooting western style. Pinpoint someone's head, 
leg, or crotch with a shotgun, or take aim at a barrel of 
gunpowder to blow a group of guys sky high. Despite 
these larger-than-life antics, studio development direc­
tor Scott Pease says that the company does want to 

impart a realistic, semi-sober side to the combat which 
hails from a time when pulling a gun on somebody 
wasn't a casual move. It meant that one of you vvasn't 
going to come out of the situation alive. "[Quick Draw 
mode] allows us to bring the action up close to you. 
Zoom in on these guys as you concentrate on these 
enemies and really get you up close with the brutality 
of those hits, the positional damage to really let :you 
see these guys get torn apart by bullets. That's kind of 
part of the Western myth~ 

Since the game moves like an FPS even though 
it's a third-person title, we wondered if players vvould 
choose to simply snipe enemies from afar instead of 
enjoying Quick Draw's duel-like showdown. Jewett 
has a firm belief in the allure of the mode. "Someone 
who gets good at that will wade in deep and be feeling 
great Players are going to be incentivized to do that 
because it feels good. If we make it feel good enough, 
people are going to want to do it." We asked Jevvett 
specifically whether we'd be able to juggle peop I e in 
the air like a fighting game. He coyly replies, "I'm think­
ing there might be a gun that powerful in the game ... " 

In our hands-on time with the game, we kicked up 
quite a fuss in Dodge, setting off a full-scale gang war. 
We ran around scalping fools, throwing dynamite at 
second story enemies, and had us a good old tirne. 
Yes, Quick Draw mode is fun. 
The game's Al looks for cover, 
and will do everything from 
shoot the dynamite you 



throw out of the air to look for a gun if theirs 
has been shot out of their hands. Although it's 
pretty easy to stir up trouble, you can blow town 
for a while and when you come back, things will 
have calmed down. 

Apart from your guns you will also have other 
weapons, such as a bow and arrow you can use 
for sneaking up on people and picking them off. 
Of course, getting up dose and personal can 
have its advantages, too. Hostages can be taken 
and executed, and you can even collect the 
scalps of fallen foes. At the time of this wntIng, 
however, what you would do with your scalps 
was still to be determined. The team wanted to 
make sure the payoff was worth it. 

Many of the weapons you use will be scav­
enged off the dead bodies of the bosses you'll 
encounter. -We're trying to give a real story 
element to the weapons themselves," explains 
Pease. "They mean something. They're not 1ust 
some list of weapons in an armory:" Hollister, 

one particularly nasty boss, shoots at you 
with an incredible Ferguson .69 caliber 
repeating rifle that was your fathers at 
the beginning of the game. Hollister 
pried it from his dead hands, and is now 
adding insult to injury by using it to blow 
holes in you. Remarkably, many of the 
weapons like the Ferguson are 
actually real firearms that weren't 
mass-produced, but were 
prototypes or concoctions 
of resourceful individu­
als. These boss battles 
are a good way to help 
anchor the gameplay 
with an old-school style that 
complements its newer free­
roaming format. 

1/Vhether you stay indefinitely in 
Dodge City or press on with your 
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■ Hunting missions like this will 
sharpen your shooting skills. as 

well as bag you some rare quany 

■ Somettmes you just wnnt to 

ride into town and set somt?body 

on fire. You can do that in Gun 



quest for answers, Gun is an accommodahng game. Apart 
from some areas initially dosed to you for plot reasons, the 
openness of Gun's mission structure goes hand-in-hand with 
the vistas of its terrain. In our travels throughout Gun's wide­
open Y110rld we saw canyon depths with overhead passes 
that left you mighty vulnerable to an ambush. There were 
New Mexico-style desert bluffs and prosperous new towns 
flooded with gold money (Gun will feature a full economy). 

We also saw underground mine labyrinths, frontier forts, 
YIIOoded mountainsides, and much more. 

Despite its extensive experience in 
streaming Y110rlds from the Tony Hawk 

series, Neversoft found aeatmg 
Gun's massive Y110rld quite a 
challenge. 'We had to totally 
re-write an entire new system 
from scratch for this game; 
explains Pease. •Not only is it 
an advanced streaming engine, 
but we couldn't get away with 
dividing the world into, lets 
say, city blocks and using 

buildings to obstruct [your 
view]. So it's a more 
organic, free-flowing 
world. We did have to 
very carefully plan out 
how we could stream 

the whole thing together.• 
We saw a design map giving an oveNiew of the entire 

game that had huge areas brimming with opportunities. Your 
horse will be the main mode of transportation, but there is 
also a rail system within the game you'll ride on occasionally, 
as well as other ways to get around, like canoes. Your trusty 
steed will not only get you from place to place, but also help 
out in combat via a charge attack and the ability to rear up 
and trample foes under its feet. During combat, some sick 
bastards may take you down by shooting your horse first, but 
then again you can always steal another mount or do the 
same to them. 

Often times in your travels you'll pass by a ranch or 
canyon. Some will be useful in the plot later on, others you 
can go to at any time and pick up a job. Of course, anything 
can happen while traversing the map, induding confronta­
tions with the game's Al wildlife. Bears, wolves, cougars, 
buffalo, coyotes, and more roam around and are even 
influenced by the time of day in the game (although game 
time doesn't pass in real-time). There are some missions in 
Gun which ask you to bag some elusive quarry, such as a 
prized big-homed ram or the rare White Wolf. 

Although Neversoft lays a world of opportunities at your 
feet, Gun does not sacrifice any part of its adventure, 
regardless of which platform it is on. The game is more of 
a multi-console title than one that is specifically designed to 
get the most out of the next-generation of gaming. Indeed, 
we expressed curiosity as to whether gamers would think 



ease shook off the asswnption, pointing out that the guarantee 
of 720p high definition resolution, dynamic lightning, 
normal mapping, better facial animations, faster frame rate, 
and superior character models, among other things, was 
enough to assure anyone that Neversoft was doing whatever 
possible to wring the most out of Microsoft's new hardware. 

that the Xbox 360 edition was watered down, seeing 
as how Gun's open world will also be available on 
current-gen systems. Pease shook off the assumption, 
pointing out that the guarantee of 720p high defini-
tion resolution, dynamic lightning, normal mapping, 
better facial animations, faster frame rate, and superior 
character models, among other things, was enough 
to assure anyone that Neversoft was doing whatever 
possible to wring the most out of Microsoft's new hard­
ware. ' It's going to be a different experience on [Xbox 
360]," he explains. 'We're looking at trying to do some 
interesting things with ambient life. One of the things 
that you are so strapped for on the PS2 is memory. All 
we do is fight memory every day of our lives. There's 
only so much we can fit. With the 360, you've got a 
much bigger playing field for us to work." Still, for those 

looking to get Gun on the PlayStation 2 or GameCube, 
Pease told us that the game's promise of no loading 
and an abundance of things to do remained. There will 
be no missions or portions of the map cut from these 
two versions. There is also a PSP edition planned to 
come out simultaneously with the other versions, but 
little is known about it at this time. 

Far from being a game where you simply wander 
around on your horse looking for things to do, the story 
of Gun will always keep you moving forward. Taut with 
surprises, revelations, and adventure at every tum, the 
title offers a seamless mix of a focused, linear story with 
the freedom to take advantage of the many opportuni­
ties the world presents. One amazing sequence we 
witnessed at a fort was nothing but constant action 
as we ran around the large complex with the fury of 

battle exploding all around us. Pease says that this is 
how much of the game operates. "You don't know 
what kind of gameplay you're going to get, whether 
it's shooting, horseback riding, escorting, riding on a 
train, or firing a cannon or Gatling gun. Kind of having 
a surprise around every comer for the player is very 
important to us. After you complete a mission, that's 
your time to take a break.' 

Who is your real father and how did Ned White 
come to adopt you as his own? \Nhat is this mysterious 
power that has enflamed desire and caused death for 
hundreds of years? The answers to these questions 
are out there somewhere in Gun's world, out in the 
rocky canyons, the seedy saloons, and the rolling plains. 
Get on your horse, go west, and see what adventures 
await. ■■■ 
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oa n I n Advent Rising 
or hundreds of other cool prizes! 
with game purchase in specially marked packages. 
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"I can't tell you if it's Wednes­
day or Saturday or Thursday. 
All I know is that It's 15 days 
before E3." Programming 
lead Charles Jacob Is looking 
both ways before crossing the 
street to get a coffee. The studio 
kitchen is outfitted with a handful of machines 
that could produce as much highly caffeinated 
java as any person would need, but the brisk 
walk is an opportunity not to be missed. Com­
bining this interview with a cup is the only way 
to get everything done. With only two weeks left 
before the last disc must be burned, the team's 
rush is necessary, but largely unspoken. 

For 48 hours, Game Informer is camping out 
in the second-floor Montreal studio that's home 
to the Prince of Persia 3 team. These are an 
important two days for the team - the final E3 

demo build is due shortly, the corporate offices 
want to see substantial progress, and marketing 
and PR are pushing for a Game of the Show 
award. Of course, gamers from around the 
world are finishing up travel arrangements and 
making up their lists of must-see titles at the 
industry's biggest gathering. PoP 3 needs to 
deliver for all of these people - and it needs to 
get there fast 

'They tell you, 'You will have six minutes to 
sell your game - now go and do if' says art 
director Olivier Lenoardi. He's talking about the 
gaming industry's yearly coming out party, the 
Electronic Entertainment Expo. The pressures 
of E3 development that Lenoardi alludes to 
are common across the industry. There will 

be hundreds of titles vying for attention and 
acdaim, and reams of marketing research show 
that each game gets about one tenth of an 
hour to captivate attendees - just six minutes 
to sell a product that won't be out until the end 
of the year. 

Be it a trailer, theater display, or on-the-floor 
demonstration, the presentation should show 
what is new, what is compelling, and (although 
fans don't necessarily think about it) what 
talking points the publishers want viewers to 
take away. The six minutes of face time are 
carefully directed to ensure that the most 
impact - and maybe more importantly, the right 
impact - is made before a visitor wanders off to 
the next digital distraction. 

Development crunches like this are hard 
work. Day one starts off with a meeting of team 
leads. During these deadlines, the department 
heads will get together a few times a week to 
watch the demo and make new lists of what 

needs to be fixed. "For us, here, it looks okay. 
But there .. . " says one lead in reference to the 
notoriously fickle E3 crowd. 

As the managers go around the table, the 
lists grow ever longer. Where are the scripted 
events in the chariot race? What does the new 
Dark Prince model look like? Cloth physics need 
to be added, collision and enemy spawn points 
aren't polished, some placeholder textures from 
Sands of Time have made an appearance and 
need to be replaced. As each item gets added, 
the person whose team has to make the fix 
scribbles down notes. Promises of completion 
by the end of the day are so frequent that finger 
waves and nodding are adopted as a non-verbal 

shorthand that looks more like a fine art auction 
than to-do list management 

With all of this work to get done, there's 
still a hushed enthusiasm as members are 
brainstorming additions to the presentation. 
Many are nixed because of time constraints, but 
one can't help but be impressed by a group of 
people, some bleary-eyed from the team party 
thrown the night before, that are nothing if not 
passionate about their game - passionate and 
very, very smart 

Collectively, the 120 members of the Prince 
of Persia 3 team have shipped dozens of 
successful titles. Even just listing the team 
leads' past efforts reveals a pedigree that shows 
variety, artistry, and innovation. An Al program­
mer from Splinter Cell: Chaos Theory (Matthew 
Clarke) is heading up the same department 
for this third entry, the lead artist from Myst IV 
(Leonardi) is the art director on the title, and a 
few members worked on the art in the Alone in 

the Dark series. In addition, some of the most 
able designers from the earlier PoP games have 
been brought over to make what they all hope 
will be the best of the series. 

The PoP 3 E3 demo shows three different 
areas and the planned talking points expand 
on a number of the game's new features. A lot 
of the conversation revolves around the Dark 
Prince - after showing him to press at an E3 
Judge's even~ the character's look has been 
retooled. A new model is promised by the end 
of the day. The character is interesting because 
he is actually a spirit inhabiting the Prince's 
body, adding a Dr. Jekyll and Mr. Hyde-style 
internal struggle to PoP 3. 
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"'We know what people liked and ... didn't 
like about [PoP 2]," says creative director 
Yannis Mallat Making a 9o-degree angle 
with his hands, •11 this is Sands of lime; he 
shakes his right hand, ·and this is Warrior 
Within; he shakes his left, "then [our current 
game] is right here~ Mallat's right hand 
moves to split the difference - everything 
about this title is a mix of the first and second 
games in the Prince of Persia's modem 
renaissance. 

Just a glance around the team's wide­
open office shows artists working to strike 
that balance. Alice Bernier, a successful DJ 
who has worked on a few Ubi games in the 
past, is ridding the title of nu-metal riffs and 
replacing them with psychologically evocative 
themes. The graphics department is merging 
the color palate of Sands of lime with the 
crumbling environments created in Warrior 
Within. From conception to the final crunch, 
the series' three games are being braided 
together into something that Mallat calls "the 
Sands of lime opus~ 

But grand turns of phrase can't guarantee 
that the game will leave the E3 show floor 
with a strong buZL To get the message 
out, the game is presented in the same 
way that hundreds of others are at the 
show - a member of the development team 
will play the demo while a host talks about 
the features and new concepts that are being 
shown in a particular area. While the cogs 
of development machinery are working on 

the second floor, producer Ben Mattes is on 
his way to a test session for the presentation 
on the fourth floor. No part of the game's 
presence on the show floor can be left to 
chance - from the free promotional items 
to the words coming from a Ubisoft 
representative's mouth, everything is 
planned and tested well in advance. 
To ensure that the presentation goes 
over well, Mattes is going to run 
through the demo for four gamers. 
They will then fill out surveys to 
assure everyone that the points 
are illustrated clearly, that the 
demo is exciting. and that 
the all-important six minutes 
are used effectively. The 
session goes well enough 
and Mattes runs upstairs 
to record a sample of the 
wording that will be sent 
out to the hosts so that 
they can practice at home. 

In Ubisoft's on-site 
recording studio, he goes 
through descriptions of 
the game's new speed kill 
system. This is the stealth 
element that makes certain 
fans of the series nervous. 
What the demo illustrates 
is that the gameplay offers two 
branches: the speed kills that are 
available as long as a player hasn't 



alerted his enemy, and the enhanced free­
form fighting system used in the first two 
games. The latter, which will start when a 
foe has become aware of your presence, 
is being improved with animations and 
skill trees that take advantage of the Dark 
Prince's chain-like weapon. 

In the demo runthrough, there are 
sneaky attacks from above (while sliding 
head-first down a rope), both Princes 
launching onto multiple guards with 
acrobatic brutality, and the light Prince 
throwing an enemy's own sword to slay 
his buddy just a bit down the path. The 
demo flashes from dank alleys to open-air 
rooftops without changing the message 
that is dark, its heroes are efficiently brutal, 
and the gameplay has constant forward 
momentum. 

The second E3 level is an all-new 
dynamic for the franchise, and has been 
the most talked-about section at the devel­
opers' desks. The idea is vehicle-based 
insanity - chariot races. These sequences 
will be used to transition the player 
between areas of the vast city of Babylon 
created for the game. The controls, as 
lead level designer Stephen Logier tells us, 
are designed to be simple, and the races 
are created to be nothing but large-scale 
adrenaline rushes. While the build being 

reviewed in the meeting lacks scripted 
events and finishing touches, it's still an 
impressive kilometer run at breakneck 
speed. The team estimates that the chariot 
race takes about 60 seconds to play on 
the show floor - and they wanted more. 

"When we talked about the game, we 
didn't know if the engine could do it But 
we're happy with how it looks even now," 
says Logier. He is ushering us between 
teams, introducing members and describ­
ing what each group is responsible for. 
Two of his charges, Mohamed Gambouz 
and Louis Lavoie, have been hunched over 
keyboards, shrouded in the low lighting 
preferred by computer junkies, for the past 
few weeks. Each night they are among 
the last to leave, and are regarded as 
some of the most enthusiastic members 
of the team. Pointing to a large stuffed 
gorilla on the table behind the pair, Logier 
jokingly tells us that it's there, "to keep 
them company.• Secretly, we suspect that 
the plush grin of the ape is probably a 
welcome respite to their computer moni­
tors on these late nights. 

Logier shuffles to the other side of the 
team's large workspace. "There was a wall 
here on Saturday," marketing coordinator 
Florence Baccard says, pointing at the 
unpainted strip whete a wall once crossed 

the room, the only remaining clue of the 
space's previous dimensions. Without 
the heads' up, it could never have been 
guessed that nearly a third of the designers 
had moved their desks in just the last few 
days. The animation team (whose area 
we are heading to) has desks littered 
with merchandise from The lncredibles 
and maquettes of more exotic characters 
arranged in clumps that gives the area 
the appearance of having been settled far 
longer. 

During the meeting earlier in the 
morning, it was clear that this department 
has a lot to do before deadline - scripted 
events, fine-tuning the horse animations 
during the chariot race, and managing 
the new platforming moves are all on 
the to-do list for the build due in Paris 
on Friday. As we walk by one animator's 
desk, he talks about finishing the horses' 
moves, "In theory, it would be good to 
consult reference footage. But, it would 
also be good to have the time to do that." 
The freedom and speed of exploration 
attempted in the third edition is sold to 
players through the animation, and the ani­
mation team is responsible for making the 
game's over-the-top acrobatics believable. 
Perhaps more than in some other types 

of games, animation is crucial in Prince of 
Persia titles. 

Maintaining the feel of constant 
forward momentum, both of the playable 
characters have new ways of getting 
through the complex environments of 
Babylon. While running along the steep 
exteriors of ancient mud-walled buildings, 
the Dark Prince will be able to swing his 
chain ahead and extend his reach. To 
match this increased mobility, the Prince 
can plant his dagger into the wall to stop 
at will. Both seemingly minor changes 
to the PoP formula mean big alterations 
to the physics engines and level design 
ideas laid out in earlier titles. Changing the 
angle of the familiar wall-running--jump-
off maneuver from 90 degrees to 45 is 
another alteration that sounds small, but 
has almost unending ramifications in the 
game's design. Although lonely nights at 
the office and some eyestrain headaches 
are almost requirements to get these addi­
tions into the modified Jade engine the 
team uses, the changes in gameplay flow 
are worthwhile to the teams involved. 

As day one's night turns into day two's 
early morning, small lights cast circles onto 
the desks of the most diehard. Some leave 
at odd hours to use the on-site gym while 
others almost jump at the opportunity 



(or some would call cheap excuse) to grab a cup of 
coffee and stand outside for a few minutes. There 
are clusters of designers around single workstations 
and debug units, testing the new build and working 
out how adding a new item broke something else 
in another area. There is a constant ebb and flow 
of improvement and setbacks, but the unflinching 
need to complete tasks never subsides - discus­
sions are held during hurried jaunts up stairwells, 
while huddled over styrofoam takeout boxes, and 
as two folks cross paths on the way to the break 
room. Everything is done at the same time as 
something else. 

Mid-morning of the second day, we follow art 
director Olivier Leonardi back up to the fourth floor 
workspace and listen as he discusses the weight of 
the Dark Prince's chain - he feels that it seems too 
light in the trailer. This late in the process, there just 
isn't time to change that for the E3 piece, but in the 
final game, the links and handle will be redesigned to 
make the weapon seem more substantial. The entire 
conversation happens in hurried French between four 
artists - there is a lot of pointing; gestures of pulling 
a large, heavy object; and knowing nods. By the end, 
it seems that everyone is up to speed and all hurry 
down the stairs to get back to the development 
teams' room for another status update. It seems that 
something added to the demo has broken another 
element in the build. A common sentiment is that 
one of the hardest parts about managing a team of 
this size is getting the right people to talk to each 
other. Thankfully, the right people have shown up 
quickly to foe the current issue - when asked about it 
just hours later, no one remembers this small fire. 

Even with only two days of observation, it's clear 
that the group has a rhythm. They assemble in the 
morning, order food at dusk ('They've been ordering 
in every night for the last few months," one designer 
tells us), and leave a little groggy well after nightfall. 
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Still, the mood isn't one of quiet desperation or 
endless slogging. 'The E3 build is important for the 
show, obviously, but also for the team," Mallat tells 
us. "It shows them that what they're working on is 
actually making something.• 

\Nhile game design offers more and more artistic 
expression, the result is still a product - something 
that needs to sell, hopefully to the masses. By taking 
the best parts and ideas from the first two games 
and weaving them together, PoP 3 could unite 
the forces of fans from each entry. Squatting in a 
hallway between meetings, Mattes talks about how 
the content of the demo is finalized. Everything that 
goes in is a compromise, decisions are made to both 
have impact and be efficient -We want the Dark 
Prince and we want the roofs of Babylon. It's a no 
brainer - put them together. [Do] we want the feeling 
of being hunted? Put in the chariot race," he explains. 

Prince of Persia 3's design explores this idea of 
being the hunter and the hunted. It tries to be many 
things to many people by offering multiple combat 
styles, crazed races over the uneven elevations of the 
city, and the heroes' dual personas are another way 
to switch up the gameplay. Can one development 
team join together to make these fractured ideas gel 
into a single, cohesive experience? In the end, no one 
outside of the Montreal studio will know until this fall; 
but by the wee hours of the second day nestled in 
their offices, there is no question that they have the 
ideas, the drive, and the talent to make it happen. 
Now all they need is time. 

Other studios are like this, and some are most 
definitely not. What is unique about the team is their 
differences - this is a group varied in every possible 
measure by their experience, their tastes, their roles, 
and their methods of expression. But they are also 
singularly united. The team wants to make a game for 
all, and for themselves. ■■■ 
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Peter Jackson's King Kong 
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HAIL TO THE KING 

S 
everal months ago, Ubisoft 
announced that it was working with 
Peter Jackson to create the official 
video game of his upcoming film, 

King Kong. Jackson handpicked Rayman 
creator Michel Ancel after playing through 
his most recent game, Beyond Good & Evil. 
The collaboration between these two vision­
ary creators was enough to get us excited 
about the project, but after seeing the game 
in action at E3, we're downright stunned by 
how it is coming together. 

Peter Jackson's King Kong is primarily a 
first-person shooter starring Jack Driscoll, 
the character played by Adrien Brody in the 
film. The E3 demo emphasized cooperation 
between the player and two Al characters, 
who would perform actions like opening 
gates while Jack covered them by throwing 
spears at angry natives, carrying wounded 
NPCs to cover, and tossing the player spears 
during a frantic whitewater river chase. The 
spears and guns make up Jack's arsenal, 
and he'll need them; Skull Island is home 
to dinosaurs and other prehistoric threats. 
In the aforementioned chase segment, Jack 
and his friends are pursued down the river 
by not one, but two hungry Tyrannosaurus 
Rexes. Shooting the giant dinosaurs slows 

them down a little, but doesn't appear to 
truly hurt them. Based on the E3 demo, it 
seems that the key to gameplay is to use 
the environment against the creatures hunt­
ing you. For example, by shooting a winged 
creature flying near a T. Rex, the carnivore 
will stop to eat the wounded animal, buying 
you precious time to get away. Jack and his 
friends are basically powerless to stop many 
of the larger creatures, but fortunately, King 
Kong can handle them easily. 

At the end of the river segment in the 
demo, the player runs straight into the giant 
gorilla. At this point, Kong becomes the main 
character, and gameplay switches to third­
person action in which gamers take on the 
role of Kong and duke it out with the two 
Rexes in some truly brutal action. Kong has 
a selection of devastating punches, ground 
pounds, and grapples, and can even bite into 
enemies with his massive teeth. He can also 
grab a dinosaur by the mouth and wrench its 
jaws apart until they snap. 

The combination of Kong's fierce third­
person segments and the intense first­
person action seems to blend well together 
for a video game that so far looks like the 
perfect example of what a title based on a 
blockbuster movie should be. ■ ■ ■ 





The Legend of Zelda: 
Twilight Princess 
> STYU l·PlAYER ACTION/ADVENTURE> PUBLISHER NINTENDO> DMLOPER NINTENDO >•llii 

THE WAIT IS ALMOST OVER 

W 
ith the next generation of gaming rapidly 
approaching. the release of The Legend of 
Zelda: Twilight Princess will likely represent the 
GameCube's finest and final hour. Needless to 

say, it would appear that Nintendo plans to end this era with 
a bang that will resonate for ages. 

Game Informer was granted the rare opportunity to sit 
down with director Eiji Aonuma and series creator Shigeru 
Miyamoto to find out exactly what makes this Zelda adven­
ture tick. We also managed to get our hands on the game. 
Up until now, the buzz surrounding it has been that of "adult 
Link" and a "next-generation Ocarina of Time.• While both 
of these monikers highlight certain aspects of the game, we 
are now seeing that Nintendo is greatly expanding upon 
the series' lore and trying something much different with 
this game. 

The title "Twilight Princess• may not sound like much, but 
it actually embodies the true essence of the game much 
like "The Wind Waker" explained that release. As Aonuma 
pointed out there are two planes of existence in the game: 
The normal world of Hyrule and the twilight realm. As the 
game progresses, we learn that Hyrule is being devoured by 
the dark dimension. As Aonuma put it, the land is being "twi­
lightified". Princess Zelda mourns the contamination of her 
world by shrouding her pain with a black doak that interest­
ingly, is inspired by garments worn to Japanese funerals. 

Link, who has been called in to stop this scourge, cannot 
survive in the twilight Somehow, in ways that are out of his 

control, Link magically transforms into a wolf 
within the twilight world. In this form, Link 
can survive in the alternate plane. His senses 
are also heightened significantly. He can hear 
things he couldn't before, and will even be 
able to see elements of the world that were 
previously hidden. Interestingly, Aonuma 
hinted at the fact that Princess Zelda is 
somehow connected to Link's metamorphosis. 

Within this dark world, our hero befriends an elegantly 
garbed resident of the twilight named Midna, who daims to 
know why Link has transformed. Dangling this knowledge 
in front of him like a carrot in front of a horse, Midna per­
suades Link into doing her bidding. Eventually, their two fates 
become intertwined and they need each other to survive. 

When confronted about gameplay specifics, Nintendo 
didn't want to divulge too much information, but did give 
us a taste of what to expect. Rather than just rehashing the 
same items and weapons from the previous entries in the 
series, Aonuma hopes to introduce new armaments and 
overhaul the existing ones. For instance, the Boomerang of 
old can now produce small whirlwinds and has rightfully 
been renamed the Gale Boomerang. The best demon­
stration we saw of this weapon in action was against an 
enormous plant boss. Link must first lock the Boomerang 
onto a monkey carrying a bomb, then onto the boss before 
actually throwing it By doing this, the Boomerang snatches 
the bomb from the monkey and propels it at the vulnerable 

spot on the boss. The plant then lowers its guard, allowing 
Link the window he needs to unsheathe his sword and go 
in for the kill. 

Another area where Aonuma wishes to evolve the series is 
through the indusion of Link's trusty stead Epona. When the 
game begins, Link is working as a ranch hand, and of course, 
Epona plays a huge role in this. While rounding up cattle 
seems like fun, the true spirit of this horse is captured in the 
battles that erupt within the vast expanses of Hyrule. Link 
and Epona will face off against an army of boar-riding ores, 
which ends with a jousting match against the ore general on 
a bridge. 

This is the first Zelda adventure that will feature orches­
trated music. and surely the first to be compared to Teen 
Wolf. Aonuma and his team are using a familiar map to 
bring the series into uncharted territory. This may feel like 
the Zelda you know and love, but it will most certainly leave 
you with a fresh set of memories. No release date has been 
given just yet but all signs point toward it being on store 
shelves before yeafs end. ■■■ 
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XBOX 360 

Dead or Alive 4 
> STYU H'IAYER FIGtffiNG (MULTIP!AYER TBA) > PUBLISHER TECMO > DEVELOPER TEM4 NINJA 
> RELEASE WINTER 2005 

LEADING THE CHARGE 

I 
f there's anything that Tomonobu ltagaki 
and his Team NINJA can be applauded 
for, it's the drive to constantly be at the 
forefront of technology and graphics. This 

latest iteration of DOA is no exception, as 
the team continues to push the established 
boundaries of lighting, animation, and dynamic 
movement beyond anything yet seen. 

We sat down with Mr. ltagaki at E3, where 
he detailed his plans for the new installment. 
He started by describing some of the techni­
cal feats that have been made available due 
to the tremendous power of the new Xbox. 
•For DOA 4, I promise your readers that 
online will be greatly expanded. It's going to 
be more enjoyable to be with people longer," 

ltagaki hinted, implying the potential for huge 
online tournaments and large number of 
spectators that the new Xbox Live features 
will allow for. He also detailed his graphical 
focus for the upcoming title. •1 happen to be 
very much into cameras, myself. So rather 
than focusing on what color we're going to 
paint the object or scene with, which is what 
most people talk abou~ we're focusing on 
what camera to use and how~ ltagaki also 
revealed his ambitious plans for physics and 
movement in the new game. 'There are 
many famous physics engines, but those are 
primarily for FPS. There are no well-known 
engines specifically for action/fighting games. 
So we are making an original one, ourselves. 



It's very exciting.• 
We also learned some surprising details 

about who and what will be induded in the 
team's first Xbox 360 game. "In eNery install­
ment we focus on one character, and this 
time it's Helena~ ltagaki explained "For some 
fans, when they saw DOAU movies, it was 
hard to understand what it all meant because 
it was done in a very Japanese style. DOA 4 is 
going to be done in a very westernized style, 
so fans will be able to understand easier." 
ltagaki was hesitant to reNeal too many details 
on the expansive list of new, retumin& and 
hidden characters, but we did learn of at least 
three. Kokoro is the beautiful new dark-haired 
fighter reNealed at Microsoft's E3 press con­
ference. Eliot is another new face: a young 
blonde man who utilizes a quick style domi­
nated by open palm strikes. And while ltagaki 
has been loathe to speak about the true 
identity of the dark-skinned mystery wrestler, 
fans should have little trouble guessing the 

likely identity of the figure as Lisa, heretofore 
only seen on the beaches of a volleyball 
court Plus, we also know some favorites from 
DOA 3 will be retumin& induding Christie and 
Brad Wong. 

What we've seen of DOA 4 so far has 
been nothing if not impressive. While it can 
be easy to dismiss the graphical upgrades 
apparent in these screens in comparison 
with the last title in the series, try to remem­
ber two distinct facts. DOA Ultimate was 
one of the finest-looking titles on the first 
Xbox. Secondly, it's important to note how 
little these screens illustrate the incred­
ible artistry of movement that the game 
exhibits in action. It doesn't take more than 
a few glimpses of individual hairs moving 
independently and doth shifting like it's a 
living thing to condude DOA 4 is indeed a 
tremendous step forward, and a game to 
watch as the 360 launch window draws 
ever doser. ■ ■ ■ 



■ Th@ specu~s that you run 
across are either created by 
you or other players 

PC 

Spore 
> STYLE I-PLAYER SIMULATION> PU BUSHER ELECTRONIC ARTS > DEVELOPER MAXIS> REI.EASE FAU 2006 

THE HAND OF GOD 

F 
rom a microcosm to a macrocosm, 
from a world contained within a 
single droplet of water to a universe 
saturated with life on hundreds of 

thousands of worlds, Spore takes gamers on 
an intergalactic journey fueled by discovery 
and creation, and begs the simple question, 
"Do you have what it takes to play God! 
With development spearheaded by the 
visionary Will Wright the unpronounced king 
of the simulation genre and creator of Sim 
City and The Sims, this ambitious project 
defies dassification and is shaping up to be 
one of the most unique gaming experiences 
to date. 

Like many of Wright's previous works, 
Spore's gameplay is endless, making it not 
just a game, but a potential hobby. You start 
out controlling a microorganism that resides 
within a single droplet of water. Inspired by 
the simple top-down gameplay of Pac-Man, 
this creature's lot in life is to devour organic 
blobs. \Nhen enough are digested, the 
creature will eventually lay an egg. Before 
the offspring is born, the player will have 
the chance to alter its DNA Wright demon­
strated how easy and effective this aspect 
of the game is by adding a horn to the head 
of this life form. This simple transformation 
completely changed the game. The creature 
could now attack other living things, thus 
creating another source of food. As evolu­
tion took its course, the creature grew into 
a multicellular organism that could leave 
its humble abode and explore the oceans. 
\Nhen this happens, the game transitions to 
complete 3D. Within the rolling seas, there 
are new creatures to feed on and new dan­
gers to avoid. 

Wright then brought up the customization 
menu again and started playing around 
with the skeletal structure of his denizen 
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of the deep. The spine of the fish could be 
contorted any which way he desired, and he 
even had the ability to add to its physiology. 
"It's very much like playing with day," Wright 
adds. "You can create anything that you 
can imagine~ With but a click of the button, 
Wright gave his creature three legs. By drop­
ping it into the world again, his creature 
began walking on land. 

"As time goes on," Wright pointed out 
"your creation will learn how to reproduce.• 
By sending out a mating call, his creature 
made contact with another of its kind. After 
some hanky panky, another egg was even­
tually laid. As time went on, a small family 
grew into an entire society. 

Growing more intelligent this species 
learned how to build structures, create fire, 
and even wield weapons. At this point in 
the game, it becomes more like Populous. 
Panning the camera away from his tribe to 
the uncharted distance, Wright stumbled 
upon another advanced civilization. Before 
long, the two cultures were locked in war. 
Through time, the technology for each side 
grew exponentially better. The war, which 
humbly began with warriors wielding spears, 
soon featured tanks and planes. 

Moving forward in time even further, 
Wright then showed off the next step in the 
game. He created a spacecra~ Abducting 
a lowly animal from his planet Wright 
then rocketed into space. After circling 
the creature's world, the ship departed 
into the unexplored deep. The entire solar 
system lay right before our eyes. Clicking 
on another planet, Wright zoomed his ship 
down and dropped the creature onto the 
surface. Without an atmosphere to support 
it the animal promptly exploded. "Maybe 
we should have terraformed the planet 
first" Wright mused. And that's just what 
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OWNING THE GAME 
All of the exotic wildlife that you stumble oaoss, and evel)I structure and vehicle that you see in 
the game 1s user aeated IMienever you go to the customization menu to tweak the appearance 
of your aea/Jans, your design is transmitted and stored within Moxis' servers. It is then copied 
and channeled ta everyone else playing the game. So, if you aeate a hideous beast w,th eight 
legs that is 1naed1bly aggressive and hungl)I for blood, there's a chance that 11 may show up in 
someone else's game and devour their beloved creature. IMien you make the evolutional)I leap 
to explore the enure universe, you'll have the chance to interact w,th entire player-created worlds. 
Not just a few, either - Wright hopes that you'll be able ta explore hundreds of thousands of 
them. "Think of it as a massively mu/tip/ayer single player game,· Wright jokes. Interestingly, you 'II 
receive reports detailing how other players are interacting with your aeated content 

he did. He created volcanoes that would 
eventually aid in the formation of an atmo­
sphere and a suitable habitat for the spe­
cies of his world. 

Wright then flew his spacecraft even fur­
ther into space to show off the galaxy. Amid 
the blue giants and nebulas, Wright dragged 
his cursor over the different systems. 
"Sound is very important out here," he 
pointed out As his cursor graced a specific 
system, radio transmissions from an alien 
species filled our ears. With haste, Wright 
maneuvered his craft to the surface. As his 
saucer hovered above the alien civilization, 
he made contact through music stylized 
after Close Encounters of the Third Kind. 
\Nhen the last note was played, the aliens 
launched an attack. Wright retreated to 
space. "Looks like I will have to teach them 
a lesson," he said. In retaliation, he blew up 
their planet "You won't get this power until 

late into the game," he added. Interestingly, 
in the wake of the explosion, and as time 
passed, the debris from the planet formed 
an asteroid ring around this system's sun. 

From primordial ooze to the most 
advanced technology in the cosmos, Spore 
allows you to experience everything that 
life has to offer. In the fall of 2006, hours 
will quickly disappear as you apply personal 
touches to your creature designs, days will 
vanish as you enhance the structures and 
technology of your civilizations, and weeks 
and months will fly by as you quest to 
either explore or conquer the entire galaxy. 
From what we've seen, Wright has been 
able to capture the essence of evolution in 
gameplay that is simple enough for every­
one to understand and enjoy. ■ ■ ■ 
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■ By combining actions, you'll be able to create 
new verbs and abilities for your creatures. For 
Instance. if your aeature is feasting on a carcass. 
you can combine walking with this fundion to 
create the ability to drag 



PLAYST~TION 2 I XB0X 

Bully 
> STYLE 1-PlAYER ACTION > PUBLISHER ROCKSTAR GAMES> DEVELOPER ROCKSTAR VANCOINER > REl.fASE OCTOBER 

ANOTHER BRICK IN THE WALL 

R 
ockstar is known for following its 
muse wherever it may lead. In 
the last few years, the company 
has explored worlds as diverse as 

Midnight dub's illegal street racing circuits, 
the mind of a killer in Manhunt the drug­
fueled 1980s in Vice Crty, and the rav-
aged plains of the Wild West. in Red Dead 
Revolver. Now, the most controversial com­
pany in video games is preparing to take you 
back to school. 

After releasing a vague announcement of 
the game prior to the show, Rockstar finally 
revealed its next major proj~ and the first 
title developed by Rockstar Vancouver, Bully. 
If you've tired of gunning down mobsters or 
eviscerating aliens, the game will offer you 
an environment that's been little explored in 
gaming history. 

Bully's protagonist is Jimmy Hopkins, a 
ne'er-do-well 15-year-old who has been 
kicked out of a string of prestigious prep 
schools due to his delinquent behavior. 
At the outset of the game, his negligent 
mother, who is on her way to her fifth 
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honeymoon, drops Jimmy off at Bullworth 
Academy. Bullworth represents Jimmy's 
last chance to make a go of it and gamers 
will soon find that negotiating the diquish 
social structure of middle school is every 
bit as difficult as slaying ores in the halls of 
Middle-earth. 

While intriguing on paper, we were curi­
ous to see how a day in the life of Jimmy 
Hopkins would play out in Bully. Thankfully, 
we had the good fortune to see a brief 
demo of the game at E3, which lent some 
insight into the game's inner workings. We 
watched Jimmy wake up in a messy dorm 
room, late for dass as usual. From there, 
he headed straight to the men's room to 
heed nature's call (for all the bathrooms 
we've toured in games, this is one of the 
few times we've actually seen the facilities 
used). We also saw the common room in 
the dorm, where students can purchase 
sodas, watch a working television, and even 
play darts. There, a prefect ( older students 
who help enforce order) told us to get 
dressed for dass, which was an opportunity 

to show off the game's extensive apparel 
customization mode. 

Walking around campus, we were awed 
by the sheer detail that's gone into creat-
ing Bullworth Academy. Various campus 
buildings and facilities like the gym and 
football field will all be put to use ( of 
course, dodgeball is fully playable in the 
game), and roaming bands of jocks, nerds, 
and preppies, all who will fraternize with or 
antagonize Jimmy depending on their mood 
and social status. 

Aside from exploring the huge playground 
that is Bullworth, you'll also be tasked to 
complete various missions. In the one 
example we saw, a rather unhinged science 
teacher was upset that a wealthy student 
had procured a prize Venus Flytrap plant 
identical to his own. Of course, there can be 
only one, so he forces Jimmy to dispose of 
it After getting the code to the posh dorm 
Harrington Hall by administering a swirly to 
a preppie, he infiltrated the house and dis­
pensed a beatdown of the posh boys with 
a cricket bat Following a shootout with our 

trusty slingshot, the plant was blown to bits 
with an expertly placed firecracker. 

Although Rockstar is known for contro­
versy, Bully is far different in tone than 
Grand Theft Auto or Manhunt (and will be 
Teen rated when it launches in October). 
Jimmy gets in his fair share of trouble, but 
there is no blood or graphic violence, and 
the overall tone is one of comic mischief. 
It's clear that Rockstar intends this as a 
somewhat nostalgic tribute to school days, 
one that captures all the confusion and fun 
of that period in life. It's certainly a depar­
ture from the standard video game fare, and 
it's admirable to see a high profile company 
taking risks with unproven subject matter. 
Based on what we saw, it's too early to give 
Bully a passing grade, but Rockstar promises 
that the game will be every bit as epic and 
engrossing as the games that have made 
the company into an industry powerhouse. 
It's a fascinating gamble, and we're excited 
to see how Bully develops. Given Rockstar's 
stellar track record over the past few years, 
we expect great things. ■ ■ ■ 
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Rise of Nations: 
Rise of Legends 

> STYLE I-PLAYER STRATEGY (MUIJIPIAYER TBA) > PUBLISHER MICROSOFT GM4E STUDIOS 
> DEVELOPER BIG HUGE GM4ES > RELEASE 2006 

FANTASY STEAM PUNK ASCENDANT 

D 
eveloper Big Huge Games' creative 
take on real-time strategy gameplay 
in its first title, Rise of Nations, 
instantly generated a legion of fans 

and quickly became one of the top franchises 
in the hotly contested RTS genre. This sequel, 
Rise of Legends, is anything but a run-of­
the-mill effort to cash in on the name. This 
off-beat mix of fantasy and da Vinci-esque 
steam punk is about as far from the original 
Rise of Nations' down-to-earth historical sub­
ject matter as it gets. Beyond the superlative 
graphics, the fusion of old and new concepts 
already looks to be making for a heck of a 
game. 

The first and most obvious improvement in 
Rise of Legends is in the stunning presenta­
tion. Overall fidelity and detail are simply 
amazing, and the full physics modeling cre­
ates a feeling of immersion rivaled by very 
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few in the strategy world. We saw a gigantic 
cannon barrel fall off of an emplacement, roll 
over several hapless infantry and kill them, 
and finally bounce down a mountainside. 
Nothing about this devastation was scripted; 
thanks to Rol.'.s wonderful engine, this sort 
of thing happens completelly on the fly 
depending on the situation on the battlefield. 
It's these kinds of jaw-dropping events, com­
monplace in Rise of Legends, that really take 
the visuals to the next level. 

The art direction and general ambience 
help in this as well. From the Vinci nation, 
which takes its design from the sketches of 
the legendary inventor, to the Arabian Nights­
inspired Alini faction's mythical creatures, Rise 
of Legends has a delightfully fantastic feeling 
to it This is greatly facilitated by your cities 
looking nothing like the sprawling collections 
of buildings of previous titles. Every district 

you construct will connect with its neighbors 
to form a far more organic-looking base - the 
several that we saw were all unique and 
gorgeous in their CM'l1 way, and seemed to 
be more works of art than unit factories. And 
in this era of numbingly generic Lord of the 
Rings impersonators and World War II games, 
that's nothing to sneeze at 

So the graphics are great, but what's the 
point if Rise of Legends merely plays like 
Derivative RTS Number 403? As anyone 
who played the first game can tell you, 
Big Huge Games is anything but a me-too 
studio, and Rise of Legends bears this out 

Though it follows the innovative formula set 
forth in its predecessor, RoL looks to offer 
enough novelty to easily satisfy fans and 
newcomers alike. Each nation in this title 
has two unique tech tracks to pursue, and 
the variation between magic- and technol­
ogy-based civilizations offers a ton of unique 
content It's still a year or so from release, 
but we've already seen enough of Rise of 
Legends to put it right at the top of our short 
list of awesome PC titles - and given the 
Herculean strength of software shown at E3, 
that's no mean feat ■■■ 



PLAYSTATION 2 I XBOX 

Black 
> STYLE I OR 2-l'IAVER ACTION (UP TO 6-PlAVER \M XBOX lM OR PS2 ONLINE) > PUBLISHER El.ECTRONIC ARTS> DEVWIPER 
CRITERION GM1ES > RWASE WINTER 

TICK, TICK, BOOM 

T 
he gloves are off. Masquerading as a stan­
dard military shooter, Criterion's Black is 
set to kill the competition by cranking the 
volume and explosively demolishing the 

game world as we know it With a high-impact B 
demo under its belt, the busy studio responsible for 
the Burnout series is now steering the hype wagon 
directly at its sure-to-be hit 

Levels start predictably enough as a team of mili­
tary men is dumped into an already war-tom urban 
setting. They fan out moving from upturned vehicles 
to half-destroyed concrete walls. Enemies ahead 
are speckling the safe zones with suppressing fire 
while bits of debris and puffs of dust waft up. Before 
the action even heats up, players will need to pinch 
themselves and remember that this is on airrent­
gen hardware, specifically Xbox and PS2. 

We watch as one of the good guys stands up, 
aims his machine gun at a store's neon sign, 
unloads a quick burst, and crushes a few oppo­
nents underneath. It's at this point that Black's 
primary mission becomes more dear - every bullet 
counts. To be more precise, it's not that a lack of 
ammunition will hinder the game experience, but 
more that each bullet can unleash ultimate destruc­
tion. One small explosion of shells can take an 
already weakened structure to the ground, pulver­
izing foes under its weight. 

We saw grenades lobbed, not at the feet of ene­
mies to pick them off one by one, but instead into 
the balconies of floors above them, starting a Mouse 
Trap-like chain of events, culminating in a smoking 
pile of rubble. With a real-time physics engine and 
dynamic deformation of environments, the streets 
of this wasteland are your playgrounds, and your 
creativity will reap impressive rewards. 

While the graphics and physics engine are great 
features to trumpet, the sound design of Black is 
no small sidenote. It's not overstating to say that 

each pull of a trigger unleashes an aggressive volley 
of individual explosions, tings as the bullets hit the 
ground, and mechanical dicks of the chamber 
reloading. With the volume cranked as high as it was 
in EA's booth, the combined effect left people reeling. 

If the staggering masses exiting Black's demo 
room every 20 minutes are any indication, players 
are in for a sensory-overloading treat with Black. 
Criterion is taking the somewhat tired shooter 
genre and thankfully turning it on its demolished, 
ringing ear. ■■■ 



XBOX360 I PC 

Call of Duty 2 
> STYU 1ruYER ACTION (MULTI Pl.AYER TBA) > PUBLISHER ACTMSION > DEVELOPER INFINITY WARD 
> RELEASE FALL 

ONCE MORE ONTO THE BEACH 

T 
he beach landing at Normandy on 
D-Day has officially become one of 
the most widely-used video game 
environments ever, taking its rightful 

place alongside such stalwarts as the lava 
world, the Mushroom Kingdom, and Hoth. 
However, just because the demo of Call of 
Duty 2 we saw at this year's E3 began with 
the familiar event, it doesn't mean that we 
aren't ridiculously excited about this game. 
In fact, it's just the opposite. What we saw 
of Call of Duty 2 was so intense it made us 
wonder why Microsoft hasn't cast a bigger 
spotlight on this impressive 360 launch title. 

Like the original Call of Duty, the sequel 
aims to deliver intense WWII action focused 
on American, British, and Russian troops. 
But this time around, they have been sepa­
rated into three campaigns that can be tack­
led however the player sees fit You can play 
through each campaign from start to finish 

or jump between them. This is just one of 
the many improvements Infinity Ward has 
planned to build on the excellent founda­
tion of the first game. Over 20,000 lines of 
speech have been recorded to make Call of 
Duty 2 sound as realistic as it looks, which 
is a pretty tall order considering the visuals 
of this game. Infinity Ward has dropped the 
Quake 3 engine for proprietary software 
that improves on the original's graphics with 
better light, shadows, and smoke effects. 

While the screenshots here look great, 
they don't do justice to how this game looks 
in motion. With dozens of soldiers from 
both sides sharing the screen with incredibly 
detailed environments, huge explosions, bil­
lowing smoke, and rounds ripping through 
the air, gameplay looks as nerve-wracking 
as the infamous opening scene in Saving 

Private Ryan. We know that is an overused 
comparison, but scaling a dill at Pointe du 

*** THE FOG OF WAR*** 
Call of Duty 2 ,s sure ta lead ta same confusion among gamers, as it's not the only 

CaD title an the way Call of Duty 2: Big Red O11e (see issuC' 145 far more i11fo) 

Is the cont111uatIon of the ca111ole-exclus1ve Call of Duty.· Fmest Hour, 011d Call of 

Duty 2 Is the sequel to the PC-only ongmal CoD title, although 11 will also appear 

011 Xbox 3 60. Got that, soldier J 

Hoc on a rope as the bodies of your fallen 
comrades plummet to the ground around 
you is an experience matched in intensity 
only by the best WMI movies. 

The Call of Duty franchise, in its short his­
tory, has delivered some of the best WWII 
action around. In many ways, Call of Duty 2 
seems like more of the same - which isn't a 
bad thing. But Infinity Ward claims that there 

■ After the war, the troops 
planned to use the big gun to 
hunt the loch Ness Monster 

is enough new content in this sequel to 
raise the bar even higher. The developer has 
yet to unveil its plans for multiplayer, but 
states that it has some big surprises in store. 
While we still have many questions, what 
we have seen so far leads us to believe that 
both Xbox 360 and PC gamers will be very, 
very pleased with Call of Duty 2. ■ ■ ■ 



PLAYSTATI0N 2 

Okami 
> STYU 1 -PIAYER ACTION > PUBLISHER CAPCOM > DEVELOPER QCMR STUDIOS> RELEASE 2006 

HERE COMES THE SUN 

I t's hard to tell until you see Okami in 
action just how beautiful this game 
promises to be. There's an incredible 
depth and stark allure to its unique 

style, which is based on the artwork of 
ancient Japanese parchment It's not unlike 
watching a watercolor painting come alive 
on the screen. 

Okami tells the story of the sun god 
Amaterasu as she returns to Earth in the 
form of a white wolf. Due to the actions of 
the legendary monster Orochi, the world 
has become bleak and lifeless. As the story 
unfolds, you are literally bringing life and 
color back to the world, as flowers sprout 
on the ground where you pass and the 
world brightens in your presence. As the 
sun god's avatar, you'll wander the earth 
to regain your powers, while simultane­
ously rebuilding the people's belief in you 
by answering their prayers, aiding them 
through their hardships, and amazing them 
with your mirades. 

Thankfully, gameplay appears to be keep­
ing pace with Okami's remarkable artistry. 

You'll explore a fully 3D world reminiscent 
of the dassic Zelda games. A stable of spe­
cial powers gives you the power to over­
come the monstrous beasts of Japanese 
folklore. These abilities explore the mythical 
power of an ancient god, as you replace 
stars in the sky or strike down your foes 
with mighty blows. Many of these preter­
natural abilities are achieved with the celes­
tial brush, an innovative tool for changing 
the world around you. By holding down 
a button, a parchment overlay will cover 
the screen, and a traditional calligraphy 
paintbrush will appear, with which you may 
draw images and actions on the screen. 
Draw a cirde 1n the sky, and the sun will 
appear. Draw a slash across a monster, and 
it will be split in two. 

Melding together ancient beauty with 
innovative action, the creators of Viewtiful 
Joe are exploring a whole new world 
with Okami. All signs point to this being a 
breathtaking journey, and we can't wait to 
play more as its release nears. ■ ■ ■ 



:• previews 

XBOX 360 I PC 

The Elder Scrolls IV: Oblivion 
> STYLE I ·Pl.AYER ACTION/RPG > PUBLISHER BCTHESDA SOFTWORK~K GAMES> DEVELOPER BElHESOA GAME STUDIOS 
> REI.EASE WINTER 2005 

YOUNGER SCROLLS ARE HOODLUMS 

T 
he screenshots that have been tndding 
out since we unveiled this next-gen RPG In 
Issue 138 have continually reinforced the 
assertion that The Elder Scrolls IV is one 

of the best-looking games on the horizon. VVhile 
Oblivion's beauty is instantly apparen~ the subtle 
systems that govern the 'NOrld of Tamnel under• 
neath the surface do Just as much to demonstrate 
the title's place in the next era of gaming 

At E3, executJve producer Todd Howard was 
showcasing the NPC behavior, dubbed 'Radiant 
Al,' through a seemingly peaceful scene with a 
'NOman and her dog. All residents of Tamnel have 
their own goals and skills - even the animals. The 
woman decided to start practlang her archery skills 
by finng arrows at her bureau. After sucking a few 
in the wall and knocking over some bottles, she 
took a pot10n to improve her results. Just like the 

player, NPCs will collect items and use them to 
augment their abilities. As the dog began barking 
to indicate its hunger, the 'NOman laid out a slab 
of deer mea~ which made her pet more ener· 
getic - too energetic, in fact. Annoyed with the 
incessant barking. the woman used a magic spell 
to paralyze her pe~ and when that didn't quiet the 
poor canine, the woman hurled a fireball and set 
the animal ablaze. 

Now imagine 1nteract1ons hke these going on all 
over the 'NOrld, all day long (hopefully with less 
willful cruelty). It takes more than convinang visu· 
als to make a realm come ahve; Oblivion's empha• 
sis on creating believable and organic human 
interactions will immerse players In the lush sur• 
round1ngs, add dimension, and ulumately make 
It feel hke a home away from home - except in 
Tamnel, you don't wet the bed. ■ ■ ■ 

PROFESSOR X FOR EMPEROR! 
Delivering on its goal to provide top-notch talent, Bethesda 
announced that veteran actor and powerful telepath Patrick Stewart 
will be the voice of Uriel Septim, the Emperor of Tamriel. We can 
only hope for more announcements in the months to come, as the 
game has over 1,000 NPCs and dozens of hours of dialogue. 

M1MIMllll•liffMO•M 
XBOX 360 

Perfect Dark Zero 
> STYU I TO <I-Pl.AYER ACTION (UP TO 50-l't.AYER vtA XBOX LM) > PUBLISHER MICROSOFT 
> DEVELOPER RAREWARE > REl.fASE WINTER 2005 

RARE'S TROUBLES CONTINUE 

A
lthough the developer can 
best be summarized as a 
375 million dollar invest· 
ment at this poin~ Microsoft 

antiapates that Perfect Dark Zero will 
be the killer app that puts Rareware 
back into the minds of gamers and 
makes Xbox 360 a hot commodity 
this holiday season. Getting people 
excited about this title has been a 
struggle. VVhen the game debuted 
on MTVs Xbox 360 special, it didn't 
embocly the exatement or next gen· 
eration qualities that we had hoped, 
and as a result PDZ has become 
the game that people love to hate. 
Going into this yea(s Electronic 
Entertainment Expo, Microsoft had 
the chance to lift Perfect Dark Zero 
from the bottom of the barrel. To 
much surprise, however, the com· 
pany completely ignored the game 
at its press conference, and showed 
very little of it on the show floor. The 
forecast couldn't be more overcast 
for Perfect Dark Zero, but as huge 
fans of the original Nintendo 64 title, 
we are crossing our fingers, holding 
our breath, and praying that Rare can 
get its act together. 

Set three years prior to Joanna 
Dark's first adventure, the game 
begins with a routine bounty hunter 
assignment uncovering a conspiracy 
that will surely blanket the entire 
planet in chaos. The fate of the 'NOrld 
lies solely in Joanna's hands. Armed 
to the teeth, Joanna is certainly up for 

the mission. In addition to filling foes 
with lead, she can now perform an 
evasive roll or ding to the walls and 
fire shots around a comer. VVhen you 
tap into either of these actions, the 
game properly pans out to a third· 
person perspective. 

In addition to the robust single• 
player campaign, Rareware is striv· 
ing to deliver a powerful Xbox Live 
experience. Right now, the company 
plans to deliver scalable maps that 
can hold up to 50 players at once. 
In team games, each side can fight 
to secure strategic teleport points 
and can deploy portable turrets and 
threat sensors on their respective 
bases. You'll also be able to take 
to the skies in a jetpack or move 
quickly on the ground via motorcy· 
des. Another Xbox Live function that 
has been rumored is the ability for 
players to suit up as enemies within 
someone else's single-player game. 

As great as it sounds on paper, 
Rare was hesitant to show off any 
of the game at E3. We didn't see 
single-player in action, and the only 
multiplayer match we witnessed 
was between two players. VVhile we 
have suspicions that development 
may not be going as smoothly as 
Microsoft 'NOuld hope, Rare seems 
confident We hope that the com· 
pany simply didn't want to show 
its hand until the release draws 
closer. ■■■ 



PC 

F.E.A.R. 
> STYU l·PlAYcR ACTION (MULTIPLAYcR TSO) > PUBLISHER VIVENDI UNIVERSAL > DEVELOPER MONOLITH PRODUCTIONS 
> REI.WE FALL 

MAKING ACRONYMS COOL 

W 
e've seen a lot of first-person shooters. 
More than is healthy, most likely - but 
the point is that it takes quite a lot 
to impress us with yet another sci-fi 

FPS. F.EAR., seen in playable form at this year's 
E3, deared that bar with ease. Gorgeous graph-
ics (which this has in spades) are just about par 
for the course in the FPS genre, but where F.EAR. 
goes above and beyond the call of duty is in the 
gameplay and storytelling departments. Though it 
looks a lot more linear than, say, Deus Ex, the creepi­
ness of the sci-fi/horror tone goes a long way toward 
getting us pumped up for this title's fall release. 

The premise of F.EAR. is that the player controls 
a member of the First Encounter Assault Recon 
task force: a government-formed super-secret elite 
squad that deals with paranormal threats to the 
state of the union. Not the most original setup 
perhaps, but the execution and presentation of this 
idea do an outstanding job of selling it to the player. 
Cra7:'{ moments, akin to the better atmospheric 
bits from Doom 3, abound and create a sense of 
almost overwhelming weirdness and fright - and 
this is all just from a ten-minute gameplay demo. 
Seeing bloody footprints walk down the hallway in 
front of you followed by a whispering visage of a 

little girl is pretty much guaranteed to elicit some 
sort of response from the player. 

Fortunately, developer Monolith (which also did 
an excellent job with Tron 2.0 and No One Lives 
Forever) looks to be taking good advantage of 
F.EAR:s futuristic setting to do some interesting 
things with weapons and enemies as well. From 
cyber-ninja types who ambush you from the ceil­
ing to heavily-armored troops padking ridiculous 
amounts of firepower, the foes you'll face are any­
thing but boring rifle-toting Nazis. To take them on, 
you'll have access to serious goodies yourself; the 
sub-nuclear blaster roasting bad guys where they 
stand is a sight to see. Additionally, something in 
the protagonist's past (Vivendi won't say what) has 
granted him the power to temporarily slov.,, down 
time around himself, moving at lightning speed 
to overcome horrific odds. 'Mlether or not further 
supernatural abilities will be at your disposal is 
unknown, but it seems a bit of a no-brainer. 

From what we've seen, F.EAR. is shaping up 
very well, and is easily near the top of our most 
wanted 2005 PC titles. Provided the talented folks 
at Monolith can put it all together, and we're confi­
dent they will, we've got something special to look 
forward to. ■■■ 



Tony Hawk's 
American Wasteland 
> STYLE 1 OR 2-l'IAYER ACTION (UP TO 8-l'IAYER VIA PS2 ONLINE OR XBOX LIVE) 
> PUBLISHER ACTMSKlN > DEVELOPER NEVERSOFT > RELEASE FAU 

THRASHING IN THE CITY OF ANGELS 

N 
eversoft may be exploring a new gaming frontier with 
the spaghetti western Gun, but the company is not 
forgetting about its loyal fan base. The Tony Hawk 
team IS still together and IS rurrently knee-deep in 

the development of the series' seventh installment Most 
video game franchises that endure this long usually run out 

outset of play. 
As you work your 

way through this 
expansive environ­
meni soaking in its 
familiar sights as you 
go, never once will of steam, but Neversoft continues to find ways to make each 

new entry more exciting than the last. American Wasteland is 
no exception. 

In the Tony Hawk series, players have always been 

you see a loading screen, 
thanks to some handy 
streaming technology. If you 

restricted to a fairly small space to skate in. While you could 
physically see objects in the distance, invisible barriers 
prevented you from actually reaching them. In American 
Wasteland, Neversoft is removing these barriers. Rather than 
moving from one level to the next. you'll now spend your 
entire time soaring within the streets on Los Angeles. Every 
inch of this massive, sprawling city is open to players from the 

want to get across town quickly, just hop on a bus and pick 
your location. Some of the people on the streets that you 
can interact with will give you cash rewards if you complete 
a simple goal, others demand much bigger things. These 
missions are tied directly to the story and movies that move 
the plot along. Interestingly, when you complete these tasks, 
you'll receive an environmental object as a reward. While a 

large hunk of metal may seem like a 

LIFE IN THE BIG CITY 
With trouble brewing amongst his family and friends in the Midwest, 

your character flees to the smoggy skies of the West Coast with the hope 

that he can clear his head and put his life into perspective. After his bus 

drops him oH 1n Hollvwood, he's welcomed into the City of Angels with a 

violent mugging. As a result, all of his possessions dre tdken. Thankfully, a 

girl named Mindy quickly comes to your aid. Taking you under her wing, 

she helps you adiust to life in the big city and gives you the inside skinny 

on a magazine that she's putting together called American Wasteland. 

Seeing great stories unfold through your skating, Mindy soon starts 

cataloguing your experiences within her pages. 
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worthless prize, it really couldn't be 
more exciting. Each object that 
you win is delivered to a skate 
ranch in IA Over time, your 
eHorts will contribute to the 
construction of the ultimate skat­
ing park. 

With each new installmeni 
we tell ourselves that Neversoft 
must have hit its peak in regards 
to gameplay. Somehow, though, 
the company has once again 
found a way to add a handful of 
new maneuvers to the game. By 
holding down the right shoulder 
button while skating on the 

ground and hitting left or righi players will perform a bert 
slide (a skate(s way of mimicking surfing motions). Its func­
tionality is much like that of a manual, but as you sway back 
and forth dose to the ground, you will gain speed, allowing 
you to extend combos. Another way to pick up speed is by 
performing a bank drop move. Much like an acid drop, when 
you find you are flying over an incline, hit the bank drop and 
your skater will align with the bank. Conversely, if you feel 
that you have too much speed, you can now stall at any time 
during a grind. 

Additionally, while on foot you can now run up walls for 
a few steps and flip backward. For those of you who bottle 
up stress while playing the game, you at long last have the 
ability to run up to someone and smack them square in 
the face with your board. If you are too chicken for thai you 
can always hurl it at them from a distance. On top of all 
this, Neversoft has delivered another huge inclusion: a BMX 
bike. Featuring its own set of controls and the capability of 
stringing together combos just as impressive as those on the 
board, the bike adds a whole new layer of gameplay to the 
experience. 

Neversoft hopes to have all three current generation ver­
sions out for the holidays, and the Xbox 360 iteration on 
shelves for the system's launch. ■ ■ ■ 



XBOX 360 I PC 

Prey 
> STYlE I-PLAYER ACTION (MULTI PLAYER TBA) > PUBLISHER 2K GAMES 
> DEVELOPER HUMAN HEAO STUDIOS> REI.EASE 2006 

SCI-Fl SURPRISE 

T 
his years E3 featured few surprises, but one of the 
titles that managed to catch people off-guard was 
2K Games' sci-ti shooter Prey, the PC version of 
which was shown behind dosed doors. Although 

there were many first-person shooters to be seen, Prey 
managed to set itself apart Powered by the Doom 3 engine, 
the tide looks great but what really separates Prey its 
gameplay aspects. 

Prey stars Tommy, a Native American garage mechanic 
who is abducted from his Cherokee reservation by hos-
tile aliens. Brought on board a spaceship that is a living. 
conscious thing. Tommy discovers long-dormant spiritual 
powers that he'll need to save his people, as well as the 
entire world. It is the mixture of spiritual powers and sci-fi 
elements that make Prey's gameplay so enticing. Tommy 
can leave his body as a spirit to reach areas he can't get to 

on foot He can also use his mysti-
cal powers to cheat death itself. 

\Nhen killed, Tommy can battle 
through entities in the spirit 
world to re-enter his body 
and return to life. But the 
strange living spaceship will 
throw tons of unique chal­
lenges at Tommy. Toying with 
gravity, players will be able 
to walk on walls and ceil-
ings in some areas, adding 
a whole new dimension to 
level design. In other loca­
tions, hitting switches causes 
gravity to instantly reverse, 
suddenly turning the world 
upside-down. 

The gravity effects alone 
would make for a pretty 
impressive gameplay experi­
ence, but they're not even 
Prey's most interesting 
characteristic. Both Tommy 
and his enemies will be 
able to take advantage of 
portals - rips in space that 

THE PATH OF PREY 
Although Prey 1s shaping up to be one heck of an impres­
sive shooter, it has taken a long nme to get to this point 
The game has been in development in one form or another 
since 1995, when it began life as 3D Realms' answer to 
Quake. Despite appearing at E3 1n 1997 and 1998 (and 
comm1ss1oning 1ndustnal band KMFDM to wnte music for 
the game), Prey was constantly delayed - largely due to 
frequent staff changes. In 2001, development was shifted 
from 3D Realms to Human Head Studios, which 1s respon­
sible for the stunning version of the game shown at this 
years E3. 

bridge different areas. These portals can open up anywhere 
to allow an enemy to jump out but players can actually 
move through them to be instantly transported to another 
area. However, these portals are far more than simple warp 
points - you can actually shoot through them and fight 
enemies located in a completely different part of the ship. 

The portals, gravity effects, and Tommy's spirit powers 
bring a lot of new ideas to the world of sci-ti shooters, 
and that's not all. Prey also features some interesting bio­
mechanical weaponry, flying segments in a cool exoskel­
eton, puzzle elements, and more. There is still a lot we don't 
know about Prey, but the demo at E3 revealed enough to 
get us insanely anxious to learn more. As one of the most 
pleasant surprises of the show, we'll certainly be following 
Prey dosely to learn what else it has in store for us. ■ ■ ■ 
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:• previews 

PLAYSTATI0N 2 

SOCOM 3: 
U.S. Navy SEALs 
> SlYU 1-l'lAYERACTION (IJPTO 32-l'lAYER \l1A PS2 BROADBAND) > PUBLISHER SONY COMPUTER ENTERTAINMENT 
> DEVELOPER ZIPPER INTERACTM > REllASE SEPTEMBER 13 

THE NEW SOCOM SOLDIER 

T
aking extra time with this third installment of its 
beloved PS2 series, Zipper Interactive took a step 
back and made a long list of improvements for 
SOCOM 3. Nthough this fall title includes some 

welcome additions to its single-player component (which 
we outlined for you in our April issue), the series has a 
rabid multiplayer fanbase that Is closely watching what 
comes next. 

SOCOM 3 doubles the number of onscreen soldiers of 
previous versions to 32 - a fact that should immediately 
get the blood flowing for any fan of the franchise. This 
influx of extra players will be spread out over the game's 
12 all-new maps (i.e. no repeats from previous SOCOMs), 
each of which can host multiple mission types. Two new 
types have been added: Convoy and Control Point. The 
former asks one side to escort 
a group of vehicles to and from 
a supply point (while the other 
tries to stop them, of course). 
Meanwhile, Control Point asks 
two opposing teams to visit five 
specific locations on the map and 
mark them with beacons. Since 
both teams' beacons can exist at a 
location simultaneously, you're not 
running back and forth between 
the same points trying to reclaim 
old land. The game often comes 
to a bloody head when everyone 
collides trying to lay their stake at 
the final map point 

Seven of the maps contain 
vehicles, which Zipper says will 
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be meticulously balanced so 
that a guy on foot isn't SOL 
against a tank, armored truck, 
or boat The developer is also 
scaling down maps to suit 
smaller numbers of players if 
necessary. Don't worry, how­
ever - you won't be plopped 
in some randomly generated 
wasteland. The developer says that the scaled-down maps 
will still preseive the important characteristics of the loca­
tion. Rounding out the slew of multiplayer changes are 
improvements to everything from chat to stat tracking to 
clan challenges. 

Whereas the first two SOCOMs featured incremental 

changes and seemed to be a case of both Sony and Zipper 
finding their way in a sea of newfound online success, 
SOCOM 3 distinctly feels like a new game. Perhaps it will 
be one that will embolden the fanbase and help change 
the image that the Xbox is the only gun worth taking 
online. ■ ■■ 

BRAVO, BRAVO 
Zipper Interactive is augmenting SOCOM 3 with a cool 
feature called Crosstalk that joins events of the PS2 title 
with its PSP comrade, SOCOM: U.S. Navy SEALs Fireteam 
Bravo (expected this fall). Complebng objectives in one 
of these two vers10ns of SOCOM will unlock bonuses 
in the other after you sync up the two systems - and it 
won't just be new weapons (although you do get those). 
After you finish a certain map objective in SOCOM 3, like 
destroying an airbase for example, sync up your PSP to 
the PS2. Now you'll notice that the enemy on your hand­
held will be slightly weaker when you reach the location 
where they were on the PS2 (although both versions 
feature entirely different maps) because you've already 
destroyed the airbase in the area. 



PC 

Unreal Tournament 2007 
> STYLE I-PLAYER ACTION (MULTI PLAYER TBA) > PUBLISHER MIDWAY> DEVELOPER EPIC GAMES> RELEASE 2006 

KEEPING IT UNREAL 

B 
y now, you've no doubt 
seen the screens and 
heard the buzz about 
Unreal Engine 3. Gears 

of War (see last month's cover 
story), also by Epic Games, is 
an amazing poster child for the 
power of the engine and Xbox 
360. Sony used footage from 
Unreal Engine to demonstrate 
what the PS3 will be capable of. 
But to PC types, there's nothing 
like seeing Unreal Tournament 
play out in these mind-blowing 
visuals. After sitting down with 
Epic at E3 and seeing this title in 
action, there's no doubt that it 
will be much more than merely a 
fitting update to one of the most 
revered franchises in PC gaming. 

Neither Epic nor Midway were 

incredibly forthcoming about 
where UT is going in its next 
installmen~ but from what we 
saw, the focus was on keeping 
what makes the series grea~ 
while fine-tuning it and selec­
tively adding new content Little 
tweaks, like moving the blades 
on the buggy to a more optimal 
position for maximum carnage, 
are certainly appreciated. A new 
mode, called Conqu~ com­
bines the delicious Onslaught 
and Assault gametypes from 
2004 by adding objectives 
along the path to dominating 
the opposing team. Completing 
them will give your squad an 
advantage, like better spawn 
points or faster vehide spawns. 

There is also talk of improving 

bot Al significantly in this release, 
but that frankly seems like 
throwing quarters down a well. 
urs strength has always been 
its lightning-quick online fragath­
ons, and bots simply don't enter 
into the equation. But for those 
who like a little artificial competi­
tion, it certainly can't hurt And 
it's not like UT 2007 needs a 
whole lot of help - as we said, 
frantic UT gameplay with argu­
ably the best graphics of the 
next generation of video games 
speaks for itself. ■ ■ ■ 

CONSOLES AHOY? 
At the moment nobody's tol/ang 
about the poss,bi/1ty of brmg,ng UT 
2007 to Xbax 360 or PloyStollOn 
3, but we\le already seen the 
technology running on both sets of 
hotd.vore Domg the moth doesn~ 
toke a genius. Top tJer frond,,se plus 
the large mstolled base of a ronsole 
equals awesome gaming - and. 
comodentolly, lots and lots of money 
for developer and publisher alike. 

:• previews 

PSP 

The Con 
> STYU 1-1'\AYER ACTION (2-1'\AYER VIA AD HOC) > PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA > DEVEl.OPEI SONY COMPUTER ENTERTAINMENT AMERICA SANTA 
MO'.ICA STUDIOS> ll£UASE OCTOSER 

FLOAT LIKE A BUTTERFLY, CHEAT LIKE A RAT 

D 
o you want to make more 
money? Sure, we all do. 
Now, thanks to The Con, you 
can train for a better career 

1n the exatmg and rewarding field 
of face-punching. A brawler wrth an 
intense focus on the financial aspects 
of street fighbng, this upcoming PSP 
title promises to satisfy your need to 
simultaneously bruise bodies and 
egos for a tidy profit 

The Con's defining feature 1s the 
betbng system, which allows you to 
place a wager for or against yourself, 
then manipulate the fight to max1m1ze 
your winnings. Hold down the Con 
button while taking a h~ to exaggerate 
its impact. Alternately, the Con button 
can be used to weaken your blows, 
gMng the impression you're trying 
much harder than you actually are. All 
of this 1s done to dnve up the worth 
of your wager, regardless of whether 
you bet on yourself or your oppenent 

The whole show must be made to 
look believable, though, or else the 
audience will know its rigged. If you 
dehver a convincing performance, 
you'll limp away from the fight With a 
well-earned stack of cash. 

\Nith a gntty tone similar to Def 
Jam: Fight for NY, The Con features 
an over-the-shoulder camera and 
limited mobtlity reminiscent of 
Punch-Out The result is a system 
that focuses much more on dealing 
and ducking hits rather than position­
ing. To round out the expenence, a 
wide array of accessories and char­
acter customization (you can even 
map a picture of your own face to 
a fighter), will set you apart as you 
battle through the single-player mode 
or wirelessly against your fnends. 
Remember, 1f the powers that be had 
intended us fight fair, they wouldn't 
have made 1t so much fun to sucker­
punch people. ■ ■ ■ 



Pl.AYSTATION 2 

Metal Gear Solid 3: Subsistence 
> STYLE I-PLAYER ACTION (UP TO 8-PLAYER VIA PS2 ONLINE) > PUBLISHER KONMII > DEVROPElt KOJIMA 
PRODUCTIONS > RELEASE TBA 

BACK TO THE JUNGLE 

A 
fter VR Missions and Substance, 
we can't say that we are surprised 
that the newly-formed Kojima 
Productions is releasing a director's 

cut of last year's acclaimed M~tal Gear Solid 
3: Snake Eater. VVhat is remarkable about 
the title, however, is the sheer wealth of 
new content it will be providing in addition 
to the core game. 

Metal Gear Solid 3: Subsistence will 
provide new ways to experience the jungle 
by introducing online play and a new take 
on the dassic (but cumbersome) camera. 
VVhile they will undoubtedly add a new 
dimension to MGS 3, we can't help but 
wonder if these features are mainly serving 
as testable prototype versions of what we 

ONLINE: ! 

will eventually see in Metal Gear Solid 4. 
In addition to the three major attractions 

(more details below), Subsistence will also 
have a Duel mode that consists solely of 
the major boss fights, a Theater where 
you can watch the cinernatics, and all of 
the Secret Theater movies - parody dips 
made with the in-game engine that poke 
fun at some of Snake Eater's memorable 
moments. 

VVhile extreme sports fans may be disap­
pointed by the apparent lack of skateboard­
ing, the game's other substantial offerings 
should be more than enough to have you 
stuffing your craw full of flora and fauna all 
over again. ■ ■ ■ 

The most surprising element of Subsistence is online battles, 
which many didn't expect to see implemented until Metal 
Gear Solid 4. More than Just simple deathmatches, the mu~ 
tiplayer options in Subsistence will utilize Snake's unique and 
stealthy talents. 'Mth modes like Team Battle (where evei-,ooe 
oontrols a genenc soldier) and Snake~ Enemy (where many 
players try to thwart a single operative's mission), the series' 
first foray into onhne promises to retain that unmistakable 
Metal Gear style. 

CAMERA: SNAKE FROM ALL ANGLES 
While wooing through the Virwous MISSIOO and Operation 
Snake Eater, players will enjoy an enbrely revamped camera 
system that will allow them to slink through the forest in 
third-person (with full rotation) instead of the previous fixed 
angle. Not only does this allow a mo,e intimate view of the 
action, but it will likely art down on the amount of time 
spent switching into first-person perspective just to get your 
bearings. 

OLD SCHOOL: THE GEAR STARTS HERE 
In addition to the bounty of extra modes and features, Subsistence will 
also contain the original MSX computer verSIOOS of Metal Gear and Metal 
Gear 2: Solid Snake. While U.S. gamers eventually got a sf,ghtly modified 
versoon of Metal Gear for the NES, Subsistence will mark the first time 
we will actually expenence the events of Metal Gear 2 (ll'lstead of Just 
reading about them in mission logs). Snake's Revenge surrenders. 
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XBOX 360 

Project Gotham Racing 3 
> STYLE I-PLAYER RACING (MULTIPLAYER TBA) > PUBLISHER MICROSOFT> DEVELOPER BIZARRE CREATIONS> RELEASE FALL 

POLE POSITION 

L
et's be honest here, the racing market 
is stacked with a bounty of hard-work­
ing. dangerously Se'l:of, and highly enter­
taining titles. The last season of releases 

left Project Gotham Racing 2 in the dust an 
unfair casualty of a market plump with tight 
entries in well-established series. 

Despite the moderate response to the ear­
lier title, exactly no one was surprised to hear 
word of a PGR title for Xbox 360. Due for a 
launch window release, the screens shown 
so far are blisteringly gorgeous and hopefully 
representative of what kind of-experience we 
can look forward to. 

The features we know about so far seem 
to support the idea. The game promises 
motion-captured spectators to get rid of the 
classy cardboard-standee look that most cur­
rent-gen games offer. The gameplay is also 
getting some serious tweaks. Specifics of 
how this will work have yet to be released, 
but Microsoft and Bizarre Creations are saying 
that the city and car selections are features 
that won't be unlocked, but instead will be 
choices available to the player from the start 
A weird idea if taken all the way, but some­
thing that really could make PGR 3 stand out 
from the crowd. 

With Xbox 360, the two features that 

have been trumped over and over are high­
definition graphics and the new Xbox Live. 
Obviously, the title looks to have jaw-drop­
ping visuals on its side, but the Live features 
hinted at are no slouch either. GothamTV 
hopes to make the racing game experience 

more like, in Microsoft's own words, a real 
sport Live news feeds will let online players 
watch other racers and a real-time scroll will 
show the results and status of those on your 
Friends List among other promised features. 

PGR as a series has a lot of competition 

(the recently-released Forza comes to mind 
as a racer with great Xbox Live options), but 
the varied array of features is one sure way to 
set itself apart Those amazing graphics won't 
hurt its position, either. Perhaps the best is 
yet to come for this aggressive racer. ■ ■ ■ 



XB0X 360 

Dead Rising 
> STYtE !-PLAYER ACTION > PUB USHER CAPCOM > DEVELOPER CAPCOM PRODUCTION STUDIO 2 > RELEASE SPRING 2006 

DEATH AT THE SHOPPING MALL 

W 
ith its landmark Resident Evil 
series, capcom turned the 
zombie from a horror movie 
reject into a video game icon. 

Now Keiji lnafune, the man famous for creat­
ing the Onimusha and Mega Man series, 
is crafting an all-new zombie horror title for 
Microsoft's Xbox 360. Despite some surface 
similarities, this new franchise seems to be 
closer in tone to such gonzo horror comedy 
classics as Sam Raimi's Evil Dead and Peter 
Jackson's Dead Alive than the more serious 
and grim Resident Evil. 

The game's concept is deceptively simple: 
the player is cast as a freelance photojour­
nalist who becomes trapped in a shopping 
mall overrun by bloodthirsty zombies. Over 
the course of the next 10 days, he must 
both survive the relentless onslaught of 
undead minions and use his trusty camera 
to get a prize-winning story on the events 

unfolding around him. 
While you won't be forced to take pic­

tures (lnafune said it would be possible 
to complete the game without snapping 
a shot), there will be certain "pluses" and 
extra content that will be unlocked by taking 
well-composed pictures of the action as it 
unfolds. Although it hasn't been fully deter­
mined yet the game will grade and evaluate 
your pictures in some way, bringing greater 
rewards for better photography. Even more 
diabolically, malevolent players will be able 
to engineer events around them to result in 
more dramatic photos. 

"For example, some of you reporter types 
are low-lites paughs]," jokes lnafune. "But 
that's one way to sell a story. The main char­
acter also has the option of getting a scoop 
by creating a scoop. He can intentionally 
bring over a friend and they're set up to be 
killed by a zombie. And then [he can say], 

'Oh, I've got a great picture here! Sorry Joe!" 
Of course, photography will eventually 

take a backseat to the deadly game of 
survival. As the title has been built from the 
ground up for the Xbox 360, lnafune and 
his team are throwing an unprecedented 
level of zombies onscreen, up to 1,000 at 
a time. Although there is still a bit of work 
to be done on the character models and 
graphics, the sheer number of onscreen 
enemies is simply jaw-dropping. 

Luckily, you'll have full access to every 
implement you can tear off the store 
shelves. All of the shops are open to the 
player, and in a short video we saw the 
main character laying waste to zombies 
with everything from guns to chainsaws to 
a snowblower. lnafune promises that over 
100 items will be available to the player, 
including clothing options at some of the 
mall's boutiques and some hidden surprises 

at the local video games store ("Maybe 
you'll even be able to play Resident Evil 
there," teases lnafune). If unarmed, the 
character also has superlative grappling and 
melee conibat skills, and is able to pick up 
and throw zombies with ease. However, 
since you'll frequently be overwhelmed by 
hundreds of zombies at a time, you'll often 
have to run, sometimes while helping pro­
tect another stranded shopper. 

While it certainly looks to be extremely 
violen~ lnafune stresses that the game is 
intended as a "black comedy". Ironically, 
he points out 'Toe scariest thing in the 
game [is] mankind. With zombies, they're 
straightforward - they're vegetables that exist 
to feed. But with people, you don't know 
whether they're your friend or your enemy. 
Are they going to betray you? There are so 
many possibilities." ■ ■ ■ 



PLAYSTATION 2 I XBOX I GAMECUBE 

Starcraft: Ghost 
> STYLE I-Pl.AYER ACTION (MULTI PLAYER TBA) > PUBLISHER BLIZZARD > DMLOPER BLIZZARD 
> REI.WE SPRING 2006 

NOVA'S FLARE 

S 
et four years after the end of 
the devastating Brood War, 
Staraaft: Ghost opens with 
the universe in a suitable 

degree of chaos. The once-human 
Sarah Kerrigan now rules the Zerg 
Swarm as a nearly godlike entity, 
and her nemesis Emperor Arcturus 
Mengsk leads the forces of the Terran 
Dominion. Onto this scene enters 
Nova, an immensely talented Ghost 
agent trained for the most covert and 
dangerous missions of the Dominion. 
However, her loyalty is placed in ques­
tion as she begins to investigate the 
mystery of a new Terran research ini­
tiative called Project Shadow Blade. 

The game plays as a mix between 
traditional third-person action and a 
sci-fi take on the stealth/espionage 
genre. Blizzard's recent acquisition of 

Swingin' Ape Studios 
(Metal Arms: Glitch 

in the System) 
has found most 
of that team 
working to totally 

redesign the levels of this long­
awaited game. We got the chance to 
play several sections of the new title, 
and were impressed with the variety 
of situations that arose. We used 
Nova's cloaking ability to stealth kill 
an enemy Marine. Later, we jumped 
in an unused armor suit to infiltrate 
a heavily defended base. There was 
even a nasty boss fight against a 
ticked-off Zerg Hydralisk. 

The extensive new multiplayer 
component includes a Capture the 
Base variety, where two teams vie 
to control a floating Terran military 
installation. This is accomplished 
by combining the skills of different 
team members - you'll play as either 
a Ghos~ Marine, Fireba~ or Light 
Infantry unit Blizzard's first console 
foray has been long in coming, but 
the company's past successes give 
us good reason to hope that when 
Ghost finally releases it will be of 
the same quality that we've come 
to expect from the acclaimed devel­
oper. ■ ■■ 



Brothers in Arms 
Earned in Blood 
> STYLE I OR 2-PlAYER ACTION (ONLINE MULTIPLAYER TBA) 
> PUBLISHER UBISOFT > DEVEIDPER GEARBOX> RELEASE FALL 

BACK ON THE LINE 

L 
ast year, Road to Hill 30 was a breath of 
fresh air in the crowded wwtl shooting 
genre, thanks to its minute attention to 
detail and the excellent squad mechanic 

that held it together. Unwilling to rest on its laurels, 
Gearbox Software is hard at work on the next 
installment of the series, which offers more of what 
made the first so great while upping the ante with 
some stellar new additions. 

The first game cast you as Sgt. Matt Baker, a 
conflicted soldier ill-prepared for his role as a 
leader of men. This time around, the flag has been 
passed to his right hand man, Sgt. Joe Hartsock. 
Interestingly, the story will occur in parallel with 
the missions from the first game, induding sec• 
tions that precede that first tale, others that occur 
during, and more that act as a follow-up after the 
original ending. 

'Mlile Road to Hill 30 exhibited some impres· 
sive enemy intelligence, it didn't take too long to 
figure out its weaknesses and find workarounds. 
No such luck this time. Earned in Blood boasts 
a remarkably complex enemy Al. Suppress an 
enemy squad, and some of them may move to a 
better vantage and resume shooting. Attempt to 
flank, and they will move to intercep~ sometimes 
even double flanking you and trapping you in 
the crossfire. The whole game is set up to offer a 
completely immersive sense of constant danger 
and tension. There's also an increased degree of 
environmental destruction. Try to snipe from a high 
window, and the enemy artillery may just blow up 
the whole building. Unlike the occasionally linear 
path of the first game, many of the new levels are 
much more open ended, offering a complex tacti· 

cal problem and leaving it up to the player how 
they will proceed. 

The other big news is the indusion of coopera­
tive missions. We played one level 
where each player commanded 
one team, and together we 
had to flank several German 
bunkers before blowing up 
some anti-aircraft emplace­
ments. You can also 
play all the coopera­
tive missions online, 
and each of the levels 
is playable from either 
the American or German 
perspective, effectively 
doubling the 
number of avail­
able missions. 

Overall, Earned 
in Blood is exactly 
what we were 
hoping for in the sequel. 
Gearbox has taken the baseline 
formula from the first game and 
made it more exciting, increased 
the challenge, and deepened the 
immersion factor. If it all comes 
together, the new BIA should 
definitely give the other big 
WWII franchises a run for their 
money when it shows up late 
this year. ■■■ 



PSP 

Metal Gear Acid 2 
> STYLE 1-f>IAYER STRATEGY (2-PLAYER VIA />D HOC OR INFRASTRUCTURE)> PUBLISHER KONAMI 
> DEVELOPER KOJIMA PRODUCTIONS > REI.EASE TBA 

REVENGE OF THE POCKET SNAKE 

S 
ome may have balked at the 
idea of a card-based Metal Gear, 
but Metal Gear Acid set itself 
apart from its console brothers 

with strategic gameplay and artistic flair 
to become one of the most impressive 
launch titles on PSP. These character­
istics will only be amplified in the next 
iteration (vvhich Konami announced at 
E3) as Acid continues to carve out its 
own unique niche in gaming. 

•our boss, Hideo Kojima, told us 
that for the Acid series, let's do some 
things we can't do for the Solid series.' 
explains Shinta Nojiri, director of 
Acid 2. "That's vvhy we took a different 
approach with the graphics, made it 
more stylish, and used colors that we 
couldn't really use with the Solid series~ 
As the screenshots illustrate, the game's 
eel-shaded, comic book visuals certainly 
lend a distinctive feel to the action that 
steps back from the semi-realistic tone 
of the previous title. 

Apart from the graphics, there are 
other changes in store that will hope­
fully make the game more accessible 

to gamers vvho ran into roadblocks with 
the first Acid. We understand that the 
tutorial was difficult to get through for 
some users.' admits Nojiri. "'Ne're work­
ing on making that better~ One thing 
that won't be changing, however, is the 
star player. \Miile Metal Gear fans have 
dreaded the Solid Snake Switch-Out 
since MGS 2, Nojiri assures us that "the 
characters are going to be quite differ­
en~ but the main character will still be 
Snake.• 

\Miile much of the card-based 
gameplay will remain the same, there 
will be tweaks to the system, such as 
adding cards that make combos pos­
sible, in addition to unnamed improve­
ments in the multiplayer battles. \Miile 
that may seem vague, it's nothing com­
pared to the most mysterious aspect of 
Acid 2: its connectivity with the PS3's 
Metal Gear Solid 4. Details on this fea­
ture are harder to find than Raiden at a 
man convention, but Metal Gear fans 
are used to secrecy by now. If we need 
to give you more information, we'll con­
tact you by Codec. ■ ■ ■ 



PC 

Tabula Rasa 
> smE MASSIVELY MULTI PLAYER ONLINE ROLE-PLAYING GAME> PU BUSHER NCSOFT > DEVELOPER 
DESTINATION GAMES > RELEASE 2007 

A CLEAN SLATE 

W 
hen we saw Tabula Rasa at 
2004's E3, it sounded interest­
ing, if a little weird. However, 
the team at Destination Games 

(headed up by Richard Garriott, creator of 
Ultima) decided they didn't like the way 
things were progressing, and started over. 
This yea~s incarnation of Tabula Rasa looks 
far better, and the concepts making their 
way into the game are even more intriguing 
than before. 

At first glance, you might think that TR is 
an action game, and the fast-paced excite­
ment of that genre is very present in the 
flow of play. However, everything from hit 
calculations to damage numbers are based 
on a vast RPG-style framework. Likewise, 
the massively multiplayer aspect shows up 
in the teamwork necessary to tackle the 
harder challenges presented to you. Tabula 
Rasa looks to be coming together as a 
true hybrid title, and we couldn't be more 
excited. 

Another departure from the standard 
formula is in the structure of the game 

world. You have the choice of taking on 
scripted missions for a more typical RPG 
experience or going out into the public 
battlefields to defend humanity from the 
nefarious Bane race. Like an outdoor zone 
in any MMORPG, these contain hostile 
NPCs, as well as any players brave enough 
to venture there. Bu~ rather than static 
enemy spawns waiting to be killed, real war 
wages back and forth. Depending on player 
actions, the state of the battlefield will 
change: Rolling six deep and stomping on 
the Bane will grant more territory (and thus 
easier questing) for the humans, while little 
or ineffective hero activity will result in the 
area being crushed under the heels of the 
enemy. Of course, friendlies will be fighting 
alongside you, helping assault or defend 
the various bases and emplaced defenses 
scattered around the zone. 

It's still a long way from release, but 
Tabula Rasa has the potential to offer a 
totally new and unique experience to 
online gamers. Hopefully it doesn't get 
delayed too many more years. ■ ■ ■ 



PC 

So how rouJd the doustrophobic Doom J engine, with its emphasis on light-
ing and detail possbly be fit for a game that focuses on large o u tdoor battles 
between multiple playe,s? After al/, Doom 3 is knovvn to chug when a four-

Enemy Territory: Quake ·wars 
player deothmatch in a 6ny, indoor map heats up. The key is a new rendering 
technique aooted by Carmack rolled 'megatexture ren dering.• Basical ly, this 
takes one huge texture and lays tt o,,e- the entire landscape rather than tiling 
the regular ground textures at l,\'.JllOLJS levels al detail. Which, in the end, meons 
that everything both looks bem,r ond runs infinitely smoother. So, more or less, 
you get the adYantnges of Doom J~ lusdous environments and advanced 
6/j,ting without the former limtabons al the engine. As you can assume, Quake 
Kos looks amamg. 

> STYU ONLINE MUIJlPIAYER ACTION (NUMBER OF Pl.AYERS TBA) > PUBLISHER ACTMSKlN > DEVEIDPER SPIASH r»MK.c/ ID SOFTWARE 
> RELEASE 2006 

QUAKING THE INTERNET 

T 
hough we've seen nothing yet of 
Quake IVs multiplayer options, 
Activision showed another title at 
E3 that filled the void nicely. Enemy 

Territory: Quake Wars uses much of the same 
technology of Quake IV, but consists entirely 
of multiplayer. It also shares the setting of 
Raven Software's highly anticipated FPS, and 
as such pits a team of Strogg ( evil, cybemeti­
cally enhanced humans) against a squad of 
Earth Defense Force troops in team-oriented, 
objective-based online combat. From what 
we've heard, Quake Wars will be similar in 
concept to Return to Castle Wolfenstein's 
multiplayer (which was excellent), but 
with the advantage of a new generation of 
technology created by coding wizard John 
Carmack of id Software (see sidebar). 

On the technology Iron\ the exciting thing 
is that the physics system employed by 
Quake Wars is like nothing we've ever seen, 
and it's used expertly to enhance gameplay. 
For instance, each wheel on a vehide exists 
as a separate physics obj~ has its own trac­
tion rating depending on the driving surface 
and torque applied, and can be shot off -
which leads to incredibly realistic crashes. 

Likewise, helicopters and antigrav aircraft 
have true physics governing their movement 
(which are obviously made up for non-ei<is­
tent technology), and behave like the real 
thing. You really have to see it to understand, 
but take our word that this is the real deal. 

On the gameplay side of things, what 
really gets us going is both the match struc­
ture and the differences between the two 
sides. For instance, an EDF medic can revive 
unconscious allies, but the Strogg equivalent 
can "stroggify" a KO' d enemy to tum them 
into a forward spawn point for his team. 
The vehides and weapons also vary wildly 
between factions, as do the objectives. As 
for the match structure, think of it like Unreal 
Tournament's Assault mode on crack. Each 
team will have several objectives to accom­
plish simultaneously, and the game will offer 
you a choice of missions to tackle based on 
your position, experience, and loadout No 
doubt the barrier to entry will be markedly 
lower due to this advanced form of noob 
assistance. 

These features should create a stunning 
breadth of options for strategy and tactics, 
and honestly look to be putting Quake Wars 

in its own league within the online FPS 
scene. Blasphemy to the Counter-Strike, 
Unreal Toumamen\ and Quake II diehards it 
may be, but this has the potential to become 
the best of all the multiplayer shooters. And, 
given Activision' s strong commitment to Xbox 

360 (and the fact that Quake IV is seeing a 
simultaneous release on that p latform and 
PC), we wouldn't be surprised at a ll to hear 
about Quake Wars making the console leap 
as well. ■■■ 
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. : . • .. i .. •.:. We Play The Crap So You Don't Have To 

Destroy All Humans 

Our aack (or aackhead, 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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Flipnic 

THE SCORING SYSTEM 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A truly elite tJtle that is nearly perfect "' every way. This score as given 
rut rarely and indicates a game that c.annot be missed. 

Superb. Just shy of gam,ng n11Vana, this score is a high recommendanon bec.ause 
the game rev,ewed is head-;inct.shoulders above its compebbon. 

Very Good Innovative, but perhaps not the nght choice for """'YOO•· This score 
indic.ates that there are many good things to be had, but arguably so. 

Average. The game's features may work. but are nothing that even c.asual players 
haven't seen before. A decent game from beginning to end. 

Lunrted Appeal. Although there m,ry be fans of games rece,v,ng tlus score, many will 
be left yeam,ng for a more rewarding game expenence. 

Passable. It m,ry be obYIOus that the game has lots ol potential, but rts most 
engaging features could be undeniably flawed or not integrated into the expenence. 

Bad. 'M11le some things m,ry wcxk as planned, the maJonty of th,s title e,ther 
malfuncuons to varymg degrees or rt IS so dull that the game falls short as a whole. 

Painful. If there IS anything that's redeerrnng 1n a game of this c.aliber, i(s buned 
beneath agomzmg gameplay and uneven execunon 1n rts features or theme. 

Broken. Basically unplayable. This game IS so 1nsuffioent u, execubon that any value 
woold be denved rn extremely small quanbties, 1f at aU. 

Despotic. A diabolic.al d,grtal aeation that commrts so many human nghts V10iab0ns 
that Amnesty International is forced to mte,ver,e. 

Advent Rising 

Fire Emblem: The 
Sacred Stones 
The GBA may be overshadowed 
by newer, flashier handhelds, but 
that doesn't mean the platform 
can't still get some great software. 
This latest offering from Intelligent 
Systems can easily hang with the 
best of the strategy/ RPG crowd, 
and does exactly what it needs to 
to refine the already-excellent Fire 
Emblem formula. This sequel is still 
difficult, but not head-explodingly 
frustrating. and everything that was 
great about the first title returns. 
Bonus dungeons, an interesting 
story, and heroic deeds aplenty 
await on page 126. 

> 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 musK 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 ou~ Just how fun the game is to play. The 
most important factor 1n rating a game. 

> Replay Value 

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

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

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

Modtrately Low -After finishing it, there's not much reason to give 
ita second go. 

Low - You1I quit playing before yoo complete the game. 



Dungeon Lords MVP Baseball 

The folks at ArenaNet (many of whom hail from the storied Bliuard 
Entertainment) have seen fit to unleash their first creation upon the 
gaming world, and this new take on the online RPG has a lot going 
for it. Little grinding. unique missions, gorgeous visuals, and argu­
ably the best fantasy PvP around are all included out of the box. 
Oh, and if you hadn't heard, there's no monthly fee. Check out the 
story on page 124. 

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

Conlenl suitable 
only for adults 

1080i -A resolubon speoficabon used for HDTV. 
1080i stands for resolu1>on of 1920xl080 p,xels 
The ~· means tha1 lhe video ~ being inleriac:ed 

480p - Pmgressr,e sc.anrnng, this opbon ("p"= 
progressive), aeales a picture •l>"'I 'Mlh double 
lhe sc.an tines of a convenllOnal 1nteriac:ed 
picture, 480i 0 ~ interlaced), to create a 
<=ably sharper image. The 480p image 
offers ligler p,cture resolu1>on and el'"'nates 
wtually all motron artrfadS m a 640x480 pixel 
resolubon setting 

7lOp - A resolutioo speciflGltioo used for HDTV. 
720p stands for resolutioo of 1280x720 pixels 
The "p" means that lhe video ~ in p,ogressil'e 
format 

ildion - A lenn we use for games like Delli! May 
Cry and \lewtiful Joe 

ad hoc: A type of v.,reless connectJoo that 
connects yoo 'Mlh other players in yoor 
1mmeoate viornty 

adventure - A term we use for games like Myst 
and Escape Fnorn Monkey Island 

Al - Artlfiaal Intelligence. Usual~ used to refer 
lo how well !he a,mputer readS lo a human 
opponeot 

bloom - An effect that smu~Jes lhe soft. bluITed 
~ of bnght hght reflecting off of surtaces 

board - A tenn we use for games hke Jeopardy! 
and Mano Party 

eel shacfrng - A te<hroque used 1o create 3D 
rendered objects that resemble hand<Jra-Ml 
animation eek 

CG - Computer-Generated graphics 
El - Elearonic Entertainment E,,po. The oorfd's 

~rgest convenbon for video games 
Elbola - The Sld<ness that erodes yoor overaU 

health after a week in LA can cause defmum, 
exhaustion. and loxic body odor 

fishtinc - A term we use for games like Mor1al 
Kombat and Dead or AIM! 

fim-,.rty -A game made by a ronsofe 
manufacture(s inlernal deYelopmenl teams 
exdusivefy for ,ts own syslem 

FMV - FtJI Motion Video. Usual~ refers 10 an 
ar>matedCGartscene 

FPS - Frames Per Sewnd. How many animabon 
frames happen in one second. Also used to 
denote First-Person Shooters kke Halo, Doom, 
and Call of Duty 

fnmerale - The frames of ammabon used lo 
aeale lhe illusion of rTIOYemer1t 

frofttend - A game's menus and opt>on.s 
CIA - Game Boy Advance 
cc - GameCube 

HDTV - High DefirltJon TeievlSIOn 
inftamuctun, - A type of wueless coonection 

that uses lhe Internet to connect wrth other 
players OYer long distana,s 

isometric - lhree-q.Jarters top """' v.ew, bke 
SJaiOaft or Bafdu(s Gate: Dal< Alllance 

ISP - Internet 5eMce PT!Mder. The """4"ny that 
p,O'Jldes yoo 'Mlh aa:ess "' lhe Internet 

jeaies -Graph,cal lones thal are jagged"""° 
they should be ~t 

LAN - local Nea Networ1<. Connectmg a,mputers 
or coosofes together wrthin a smal space to 
allo.Y oommunicabon between them Pro'1Cles 
fast, simultaneous gameplay 

MMO - Massrvely Mulbplayer Onine. Usually 
appl~ to rofe-play,ng titles, we use this term for 
games wrth persrstent, muitHJser onlme ...ids 
like EverQuest and World of Waraaft 

motion blur - Phantom frames follow an obJect 
tO give lhe ll1l)l'e5SIOO of re.,jlSIJC speed 

nonnal mappmc - A graphocaf technique 111 

v.!loch a hHes skin conta1mng 3D 1nformatJon, 
revealed by hght reflecting off lhe surlace, ~ 
wrapped around a low-res model 

NPC - Non-Piaye, Oia@cter. loose people 
and creatures yoo see wandertng around 

:• reviews 

., games !hat are not beng cootrolled by actual 
humans 

par1ide effec:ts - Things like sn-.,.e or spar1cs 
created in real-tune 

plllform - A term we use for games fike Super 
Mano and Crash BandlCOOI 

pop-up - When objects onscreen suddenly 
appear, typical~ due to poor draw distance 

PS2 - Sony PlayStalion 2 
puzzle - A term we use for games ike letris and 

Puyo Pop 
racins - A term we use for games ike Gran 

Tunsmo and Mano Kan 
RPC - Role-Playing Game. A game that involves 

character 1mprovemenl throu~ ooffecnng and 
spenong points- A term we use for games like 
Final Fantasy and Xeoosaga 

- - A term we use for games bke lkaruga 
and Gradius 

sports - A term we use for games like 
MaddenNFL 

slraleff - A term we use for games l~e La 
l'ua!lle and Front Mission 

thinl-paty - Something made for a wnsole by a 
company other than the ronsofe manufacturer 
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PLAYSTATION 2 I XBOX 

Destroy All Humans 
> STYLE 1-PIAYER ACTION > PUBLISHER THQ > DEVELOPER PANDEMIC STUDIOS > RELEASE JUNE 21 > ESRB M 

YOU DESERVE IT 

W 
e are taught from an early age to be kind 
to our fellow humans - to bring enough 
to share and to lend a helping hand 
whenever possible. The Furon warrior 

Cryptosporidium, on the other hand, was taught that 
humans are nothing but feeble genetic sacks meant 
to store ancient DNA and it is his mission to retrieve 
it, vaporizing anything in his path. Destroy All Humans 
may require a particular sense of humor to appreci­
ate, but if you are the kind of person who would 
rather extend an Ion Disruptor than an olive branch, it 
is simply too much fun to resist 

Crypto's rampage is brought to us by Pandemic 
Studios, the same people responsible for the 
unbridled mayhem of Mercenaries. Fortunately, 
DAH delivers where Mercenaries failed by providing 
a charming and intelligent backdrop for the wide­
spread destruction. With a sardonic spin reminiscent 
of the often underappreciated Mars Attacks, DAH is 
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set in an idyllic 1950s America brimming with bril­
liant satire. No aspect of life remains unscathed, from 
sexual repression and homophobia to government 
conspiracy and rampant paranoia. And it's funny. 
Very funny. 

While the setting is greai Crypto's arsenal and 
abilities are what make the game so addicting. You 
truly feel a sense of ruthless superiority as you use 
telekinesis to fling fleeing pedestrians into buildings, 
hypnotize them into complacency, or annihilate 
whole city blocks in your UFO. I can't even count the 
number of times I ignored my mission objectives 
entirely in favor of disintegrating farmers or read-
ing the minds of passing discontented housewives. 
While I can't argue with the entertainment value of 
these skills, I wish they were easier to use. A frustrat­
ing camera and some sluggish controls can make it 
difficult to reach your maximum genocidal potential. 

Though Crypto finds himself taking on the full 

• 

" ... simply too much 
fun to resist." 

might of the military, the most significant challenge 
in DAH comes from battling against design choices 
that limit the players ability to explore the world. An 
overly linear mission structure advances the story, 
taking the player to several expansive environments 
ranging from backwoods farms to top-secret govern­
ment installations. Unfortunately, you often have to 
choose between improving your skills and proceed­
ing to the next mission, since the DNA that you use 
to purchase upgrades is also required to unlock your 
next task. Plus, once your work in each area is done, 
there is no incentive to stick around apart from some 
half-baked bonus tasks you can undertake. These 
chores, while sometimes entertaining, are largely the 
same from one level to the next; typically they just 
involve traveling to certain buildings in a set time 
frame, killing particular citizens, or destroying all struc­
tures in a two mile radius. I love the world Pandemic 
has created, but I desperately wanted more engag­
ing ways to interact with it 

On many levels, Destroy All Humans is pleasantly 
familiar. You've demolished buildings before. You've 
assaulted civilians and chased them with flame­
throwers. But until you've got your finger on the 
trigger of Crypto's fatal Anal Probe Gun, you don't 
know the true meaning of hilarious, captivating car­
nage.-JOE 

IT'S ALL IN YOUR MIND 

BOTTOM 8 
LINE 

> Concept: As a Furon, our 
in1erstellar superiors, you haivest 
humanity and undermine ils key 
institutions 

> Graphics: Ciypto looks great. 
as do h~ weapon effects, but the 
human race appears to consist 
entirely of four people duplicated 
endlessly amid constant pofrUp 

> Sound: Whether you're shad­
ing people 0< vaporizing them. 
the screams are satisfying. and 
the soundtrack ~ straight out of 
a B-movie 

> Playability: Hands-down 
the best telei(jnesis outside of 
Psi-Ops, but the camera wort 
and targeting system make ~ 
difficult to use 
> Entertainment: From the 
dever writing to the outrageous 
action, I was laughing out loud 
the whole time 
> Replay Value: Moderately 
High 

Second Opinion 8.25 

Pandemic combines the 
explosive gameplay of 
Mercenaries with the 
Ameri<ana styling of Tim 
Burton's Mars Attacks 
and the sidesplitting hys­
teria of Matt Groening's 
Futuramo to create a h1gh­
SPinted gaming experi­
ence. I laughed out loud 
each and ~ery time I 
exacted an anal probe on 
an unsuspecting cn1zen. The 
sad thing is, t performed 
this sinister attack on well 
over frve hundred people 
Terrorizing the world ,s 1ust 
flat out fun. Trust me, the 
dialogue from this game 
will become a part of your 
daily conversing. and you'll 
be poppmg this disc in for 
a dieap laugh for years to 
come. This is the kind of 
game that just puts you into 
a good mood. The controls 
may be a bit dunky and the 
m1ss10ns may grow repeti­
tive after a few hours, but 
the thrills are constant By 
all means, if you are just 
looking for a quirky, fun 
little game, you can't go 
wrong with Destroy All 
Humans. - REINER 

Using Crypto's cortex scan, the player is treated to the deepest and darkest musings 
of the pathetic human race. Here are just a few examples of the pressing concerns 
lurking underneath the surface idealism of the '50s: 

'My mind says Mari/o;n, but my nightstick SO)'S Betty Page.' 

'Uncertainty principle? Give me a break! Grow some balls, Heisenberg!' 

"The sexiest word in the english language? Tupperware!" 

'I have to report to Hoover again. Please, God, let him be wearing pants this time!' 

'/ bet Eisenhower tastes like a cheeseburger.' 

Would you get a load of this new brassiere? I could torpedo a U-baat with these 
things!' 



PLAYSTATION 2 I GAMECUBE 

Killer 7 
> STYLE 1-PIAYER ACTION > PUBLISHER CAPCOM > DEVELOPER GRASSHOPPER MANUFACTURE > RELEASE JUNE 1-1 > ESRB M 

IS IT DIGITAL ART OR AN INTERACTIVE DISASTER? 

U 
nclassifiable, ambiguous, and nothing short 
of demented, Capcom's Killer 7 completely 
distances itself from commonplace video 
game conventions and demands that you 

surrender any semblance of reality to even begin 
to understand it Just when you think that you have 
this game figured out, you get knocked further down 
the rabbit hole, tumbling helplessly into a wortd of 
confusing riddles, enigmatic half-truths, and implau­
sible machinations. It's a story that even the greatest 
of cryptologists wouldn't be able to decipher, and a 
gaming experience so alien that it should make you 
curt up in a ball and cry your eyes out So why is it 
nearly impossible to tear yourself .rway from it? 

From the moment that you boot up Killer 7, you 
are thrust into a highly stylized world that can best 
be described as a living comic book. The dark 
tones, beautiful shadin& and cinematic camera 
angles paint a beautiful picture that leaves you 
eager to see where the game will take you next 
The plo~ albeit insane, immediately piques your 
interest You are dropped into the consciousness 
of Harman Smith, a venerable wheelchair-bound 
man who has the unique and surprising ability of 
switching between seven different personalities, 
each a killer. The Killer 7. 

Harman taps into these identities with the hope 

of stopping the Heaven Smile, a terrorist organiza­
tion that has forced the world into a state of fear 
through calculated attacks. Adding further confu­
sion to the plausibility of this plo~ the Heaven 
Smile are not exactly human. The leader of this 
terrorist group, Kun Lan, has a Midas-like touch. 
When touched by his so called "God Hand," the 
sanity of an ordinary person is stripped .rway, their 
appearance is transformed into that of a monster, 
and their only goal is to find other humans and 
kill them. 

Interestingly, the Heaven Smile are invisible to 
the naked eye. Harman's seven must tap into the 
power of a scanner to make these demonic beings 
appear in a vulnerable state. Of course, the entire 
game unfolds around the destruction of these . 
demented beings. While the framework of a typi­
cal first-person shooter seems appropriate for the 
action at hand, it wouldn't fit a game as strange as 
this. Never once will you get to directly control the 
movement of any of your characters. You simply 
hold down a button to make them run along a rail. 
Tapping another button performs a 180 degree 
tum, so that you can run back down the rail in the 
opposite direction. To engage the Smiles in the 
area, you simply zoom into stationary first-person 
and fire away. The controls simply baffle the mind, 

yet couldn't be a better solution for this game. 
The functionality may sound overly simplified, 

but excitement and variety is abundant Figuring 
out how to stop the different Smile types is a bla~ 
and the game does a great job of pushing play-
ers to hone their firearm accuracy. At the end of a 
stage, you are also rewarded nicely wrth a wii?ly 
creative bCISs battle. You'll find yourself sweating 
bullets in a high noon standoff, laughing hysterically 
in a comedic battle against a superhero team influ­
enced by the Power Rangers, and learning about 
physics in an odd fight in a school gymnasium. 

It's a unique and enjoyable experience, but it 
does falter in telling players too much about the 
puules and battle strategies. If you don't learn the 
solution by communicating with NPCs, you can 
simply look at your map to see where key items 
are located, and which character you'll need to 
switch to get it The story requires that you ~r 
the detective hat of Sherlock Holmes to figure rt 
~ but sadly, you only need to wear a dunce cap 
to solve the puzzles. 

Continuing the downward spiral, the payoff at 
the end of this tale will likely 
leave you more confused than 
you already were. There is a 

, clever twlSt near the end that 
I definitely didn't see coming, 
but where you expect to see 
loose ends bed up, further 
chaos is delivered. At the end 
of the day, I walked .rway with 
a handful of great memories 
and the satisfaction that I 
had experienced something 
so innovative and insane. 
Unfortunately, I also left Killer 
7 with an insatiable hunger for 
answers and darrty.- REINER 

BOTIOM 7 5 
UNI ■ 

>c--,t~dsd lhe 
p,q mal15IRliWI\ l(Js 7 wals 
a ~ and loins more 11 lhe 
cn<llOl1 d ~ niova1111t illl 
lhan a~ pnt 

> Gnphks: E,ey framt har­
nes,ses lhe i-ty and~ 
d a amc book. The effeas and 
characler ~ are also quice 
~ 
> SCMMd: Nol m.ich in terns 
d rrwc, W lhe IIOICI! adJng & 
ea1er1. and lhe_.d robobc 
YOIC!S It lhe conltnl perfectly 

> Plly.aty: blreneiy~ 
yt1roedlltfeffe:lr.le. VMlt!/>(11 
""""'5 kttl)S thngs fresh and 
lhe boss~ are~ 
> E---..:Youwon'tget 
al d lht answffi )'OU Sffl. W • 
& a 1111 s1o1y to lolow 
> lla,loyv.lut: Moderate 

Se<ond Opm10n 8 

"Goel ind"" Plffll"' 
ont"I Vttlll the,_.. does 
lhil meri! Th& ffl9ll,llJC 
phrase ind Ulll1lls others 
llllllllyoueyouwalthe 
tinnbellleenarlistic 
9'1'511D11indPl""1bOIA 
.-,.nKl!rZSll,1 
~ .. Id~ 
nl a.,,Grashopper's 
.--"'8ffl!lllona: 
fie.-,illhanlsc.amr 
llillflerlht~ 
SI/Dly ind bmnt charactss 
"'1)¥ larthe most~ 
qplll5 al the~ 
nrthe Jq,ilyends'-'1 
._., bllmechlllca due 
ID the in.i mobily, ind 
the pulJ!esft U5UII'( 11111 
,...-n.-al!lliktq 
IOfltappropllleSmilt 
f"GrllNldv. the pne (DIii­

~ lor hSe problems .......... 
and ......... boss 
blllleslhalwlleMyou 
amazed ind conlused Kier 
71Sllldelilbtf111q11t.ind 
llllittdoe!n,leel atRly 
realind1Sl81fflP.•shine 
•• pad lll!rldM 
Ill-JOE 
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PLAYSTATION 2 I XBOX 

Juiced 
> STYU I OR H'IAYER RACING (UP TO &-1'\AYER VIA XBOX UVf/SYSTEM LINK OR PS2 ONLINE) 
> PUBUSHEI THQ > DEVB.OPU JUICE GAMES > IW.EASE JUNE 7 > ESU T 

DRIVING DOWN THE SAME STREETS 

I t's hard to imagine that Juiced will 
stand out to consumer.; passing 
by it at the store. That's too bad, 
because it's definitely a fun game. 

Acclaim used to own the Juiced prop­
erty (and we even reviewed it), but 
because of the company's collapse 
that version never s;r-N the light of day. 
Since then, THQ has acquired the title. 
But the publisher did more than just 
that It was wise to sink more time and 
effort into the game, whipping it into 
shape. It's gone from being almost 
totally broken to one that you won't 
mind investing some hours in. Having 
said tha~ Juiced's embracing of street 
racing is incomplete, keeping it just shy 
of leaving a permanent mark in your 
video gaming consciousness. 

Juiced certainly has the makings 
of an average street racer, with lots 
of customizables and affected street 
appeal. Apart from the typical, the 
game does offer some elements to 
differentiate itself from the pack. The 
cars' handling is more sim-like than 
most street racers, and I loved how it 
blurred this line without saaificing any 

of the fun of blowing through comers. 
I also dug the freedom to pick up 
races, betting. the respect system, 
and pink slips. I warn you - racing 
for these babies is as permanent as 
it sounds. Whether on- or offline, you 
better have the balls to back up the 
bragging or you're walking home. But 
are custom paint jobs all you need for 
a street racer? The game's succession 
of quick tracks makes each race feel 
like a bite-sized isolated experience, 
despite the different racing gangs in 
the game. Midnight Oub 3 does a 
superior job of putting me into a living 
world - something that makes it more 
"street" than just races among some 
import tuners. Juiced tries to leave 
its own mark by letting you control 
a crew of racers, but its command­
issued Al drivers fall short of feeling 
sentient or giving the game an organic 
and/or dynamic feel. 

You can get behind the wheel of 
Juiced and have a pretty good time, 
but you can only drive so far before 
you stop wanting to continue driving 
around in cirdes.-KATO 

BOTTOM 7 5 
LINE ■ 

> Conctpt: THQ lakes over from 
Acclaim and makes 1he game 
playable and !hen some 
> Graphla: It's disappoinling 
Iha! lhe Xbox version doesn'I 
make 1he most of lhe system 

> Sound: The lines for 1he voice 
actors get old pretty quid< 
> Pllyability: Handles more 
Ike a sim racer lhan you'd lhink. 
which as cool for a streel rac• 
inggame 
> Entertainment: You don't 
know what you got 'til it's gone. 
Losing !hose pink slip races will 
break your heart. but they make 
for some tense excitement 
> Roplay Value: Moderately 
H~ 

Second Opinion 7 

Juiced ~ dl1 exponenhally 
better game than it was 
when I reviewed il many 
monlhs cl80-Does that mean 
lhal It's a super awesome, 
edge of ~ seat lhnll nde7 
Not so much, but ~ does 
have ~ charms and is a 
nicely vaned street racer. The 
ll'™tlOO of speed ~ here ,n 
~es and 1he Respect and 
Crew systems have been 
IM!rhauled to become fea­
tures that mean somelhin& 
are easy lo unde~nd, and 
are part of lhe game's liber-
ally applied rewards.-USA 



Pl.AYSTATION 2 I XBOX 

Star Wars Episode Ill: Revenge 
of the Sith 
> STYLE l OR 2-PlAYER ACTION > PUBLISHER LUCASARTS > DMLOPER THE COLLECTM 
> REI.WE MAY 6 > ESRB T 

YOU WERE THE CHOSEN ONE! 

H 
amessing the true power of the 
dark side, Revenge of the Sith 
belts out a demented cackle as 
it unmercifully bastardizes the 

expectations of fan boys and applies a 
suffocating Force choke to people seek­
ing a game ripe with respectable light­
saber action. LucasArts has made great 
strides as of late in diversifying the Star 
Wars license through different genres 
(Republic Commando, Knights of the 
Old Republic), and with this game, it 
has dearly taken a good hard look at 
Electronic Arts' successful adaptation 
of The Lord of the Rings films. Sadly, 
LucasArts couldn't come up with a 
game that delivered one midi-chlorian's 
worth of entertainment 

The title isn't timorous in telling 
gamers that it is barely holding on 
for life. If you thought that Anakin 
Skywalker's charred and mangled body 
from the fi lm was difficult to view, just 
wait until you get a good look at this 
gameplay. Although impressive acro­
batic maneuvers and glorious flashes of 
light accompany the sword fighting. the 

action that unfolds is painfully redun­
dan~ consisting of little in terms of strat­
egy other than dosing your eyes and 
blindly flailing. Enemies usually spend 
most of their time blocking (which gets 
on your nerves very quickly), and it's 
difficult to see windows for attack (you 
can almost hear the anger boiling). 
All told, the time you spend with the 
game is overly frustrating and hardly 
ever eventful. 

The mundane gameplay isn't the only 
offender in this galaxy far, far away. In 
an unprecedented tum, the game even 
goes out of its way to alter the brilliant 
tale that George Lucas has penned. The 
dialogue exchanged between Anakin 
and Obi-Wan is abysmal and childish, 
the new scenes that have been added 
don't make sense (Anakin versus Mace 
Windu?), and the entire game can be 
completed in a measly four to five 
hours. 

Without question, the only suitable 
home for this game is in a molten river 
on Mustafar right next to Anakin's legs 
and arm.-REINER 

BOTTOM 5 75 
LINE ■ 

> Concept: Build a game around 
the theatrical release using EA' s 
The Lord of the Rings lormula, 
but neglect to include any form of 
entenainment 
> Graphics: Anal<in's model~ 
right on the money. For some rea­
son, thoogh, Ob~Wan resembles 
a linebacker for the Bears 
> Sound: Once again, John 
Williams can proodly say that he's 
the best pall of a game that he 
didn't even know he was a part of 
> Playability: EmbarTaSSingly 
painful, much like n would be if 
yoo accidentally ignned a saber 
in yoor lap 
> ~ It's incredibly 
short. and multiplayer ~ as dry as 
Tatooine's terrain 
> Replay Value: Moderate 

Second Opinion 6.5 

Like a poort,,-eaeaied 
Jedi Mind Trid, Episode Ill 
tries II> mstrael you from 115 
~bydrawing 
attention II> a ooiversalv 
frustrating combat ~em. 
lousy Al. ~ con­
trols. and an CM<al bland­
ness that makes Mlsl"5 of 
Teras iC.151 lool likt a line­
less dassic. I would rather 
be a bumbling vice adrrwal 
ooder Dar1h Vader's com­
mand lhan spend arr, more 
bme Wllll this bedsore ol lhe 
F01ce.-JOE 

\,,/ 
•:• 

U.S.AIR FORCE 
CROSS I NTO THE ILUE 
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PLAYSTATION 2 I XBOX 

Medal of Honor: 
European Assault 
> STYU 1 TO 4-1'1.AYER ACT10N > PIIBUSHEJI EI.ECTRONIC ARTS 
> DEVEI.OPER EAlA > RELEASE JUNE 6 > ESRB T 

THE ONE MAN WAR CONTINUES 

M 
edal of Honor deserves 
some credit for having 
been quick out of the 
gate on the whole Second 

World War shooting sim. The early 
titles really helped establish that 
compelling mix of researched his-
tory with action-heavy fiction. We' re 
several iterations down the line now, 
and European Assault continues the 
fine tradition of the games that have 
come before. Even so, the formula 
has started to wear a little thin, and 
the attempt to snatch ideas from 
some of the other popular 1/WJII 
titles isn't enough to keep this one 
top-notch. 

If there's a thing I'd like to call 
attention to with European Assault, 

MISSING IN ACTION 
Due to acumstances be'fond our coo~ 
..., hotlet>t had the chance to see the 

CaneCube '"""'°" of European AsstMt. 
Unless there ore mo,or dnferences that ..., 

see ,n it consider tfvs our defiMNe re,,,ew. 

118 GAME INFORMER 

it's the soundtrack_ It's not often that 
would be the first thing I'd mention 
about a game, but in this case it is 
the shining jewel of the entire title. 
Kudos to composer Christopher 
Lennertz on a job exceptionally well 
done. The score, along with the 
excellent sound design that accom­
panies it, really heightens the excite­
ment of the whole experience. 

Thankfully, level design has seen a 
notable improvement in this entry. I 
consistently followed a dear path of 
objectives that lay before me, yet I 
always had at least a couple of ways 
to approach the problem. In general, 
missions felt more open and less 
linear, but I rarely felt lost or con­
fused. I also liked the variety of the 
levels, as you'd be in a French city 
one moment, and out in the desert 
the next 

The taut action of these missions is 
further enhanced through the visual 
effect of bullets flying and build-
ings collapsing almost constantly. 
Unfortunately, the graphical fidelity 

just isn't strong enough to put it in 
the same realm as many other FPS 
titles. Here, the textures lack detail 
and death animations are spasmodic 
and irregular. Meanwhile, the plenti­
ful special effects don't look as good 
as I would hope. A move has been 
made to give you an increased 
degree of control over your NPC 
allies, but the Al for these fellows 
simply doesn't hold up, as evidenced 
by their willingness to stand in front 
of a stream of machine gun fire or 
run into a room in which a grenade 
was just dropped. Consequently, 
this still feels like it's just you against 
the whole Nazi regime. On a related 
note, the enemy Al continues to 
lack basic sense. To compensate, 
European Assault throws a seemingly 
endless stream of Axis soldiers onto 
your bullets. It sure gives the sense 

of being the hero of the war, but 
making you feel like you were really 
there? That's another story. 

While Medal of Honor remains one 
of the best places to go to get that 
intense feeling of being in the middle 
of a great war epic, the gameplay 
itself isn't quite so satisfying. To 
become an action hero, this might 
still be the right choice. To truly come 
to terms with the plight of a soldier 
losing friends and risking death in 
wartime, there are other places you 
should look first-MILLER 

BOTTOM 7 75 
LINE ■ 

> Conupt Hold the line on 
several honlS of the EurOf)ean 
Theater. waging a hero's war 
against the Nazi party 

> Graphics: Pretty disappoint• 
ing - textures are unimpressive 
and character models are rela· 
welybland 

> Sound: Setting the bar for 
anematic musical flair, the 
orchestral score is sweeping 
and grand 

> l'tlyability: Controls should 
feel familiar and the median~ 
for taking w,er and shooting 
woos quite well 

> Entortainmtnt: It still has that 
movie-hke flair, but this iJ15tall­
ment has staned to feel more 
than a little stale. 

> Replay Value: Moderate 

Second Opinion 7.25 

Like a tank that has seen one 
battle too many, the Medal 
of Honor series has grown 
rusty and rts technology can 
best be described as \Mltage. 
v.,,,ie EA has addr~ 
many of the qualms that 
people had with Rising Sun, 
rt has neglected to JllO\le 
the senes forward. In many 
W4fS. II takes a few giant 
strides badward. Yo11al was 
ooce a game that I lumed to 
for stuonu,g imagery now 
realiJ'eS blocky character 
~ that appear to have 
been animated With stop­
mollon cameras- I applaud 
EA's effort to mc,;e-, 
from the trad-driveo level 
deslw,s of Rising Sun. but 
expandmg the size of the 
environmeots really suds 
the life out of the firelights. 
Medal of Honor has MMfS 
delM!led visceral pockelS 
of action, ye! f!'iEfY batde 11 
European~ is about 
as excillng as kids runrwng 
around v.itll cap guns. I gel 
the feeling that EA really 
didn't know 'Mlele to take 
this senes next. and just fifed 
blid(. Tosaytheveryleasl, 
European~doesn't 
come dose to hitting the 
target-REINER 



PLAYSTATI0N 2 

Flipnic: Ultimate Pin ball 
> STYLE I OR 2-PIAYER ACllON > PUBLISHER CAPCOM > DEVELOPER SONY COMPUTER 
ENTERTAINMENT JAPAN > RELWE JUIY 13 > ESRB E 

PINBORE 

V 
ideo game pinball is an odd little genre 
that usually gets relegated to portable sys­
tems or no-frills budget titles, so it's nice 
to see Capcom try to give it some console 

love with Flipnic: Ultimate Pinball. However, the 
game takes such a unique slant on pinball that 
fans might want to stick with their GBA titles. Flipnic 
doesn't work, in my opinion, specifically because of 
the new things that it brings to the pinball table. 

Flipnic features four tables that are far more 
complex than could exist in a real arcade. They're 
huge and sprawling, and have multiple paths and 
hidden areas. Completing certain goals opens new 
areas and even changes the layout of the board. 
It's a cool idea, and discovering new areas is fun 
at fi rst Bu~ things get frustrating quickly when it 
becomes dear that you have to complete certain 
tasks before you dear the table. One area requires 
you to ascend to an area by hitting the ball 
upwards with a series of flippers - basically it's a 
platforming segment in which you can only move 
the platforms. Considering the random reaction of 
the ball, this is a lot easier said than done. 

This focus on objectives is my biggest issue 
with the game - for a title that is purported to be 
"ultimate" pinball, the pinball aspect seems to be 
merely a means to complete puules, which aren't 
deep enough to please puule fans. There are only 
four tables to choose from (and only the first table 
is really cool - the other three pale in comparison) 
and none of them offer a dassic pinball experi­
ence. Merging pinball and puzzles isn't a bad idea, 
but the balance between the two aspects simply 
feels all wrong.-JEREMY 

BOTTOM 6 
LINE 

> Conupt: Pinball and puzzles 
collide on four unique tables 
that would be impossible in the 
real world 

> Graphics: The tables are faii1y 
inventive. but oothing stunning 
to look at 

> Sound: The soundtrack sticks 
dose to real pinball - a few 
sound effects, some f0<gettable 
tunes and little else 

> Pllylbilily: The simple 
control scheme replicates real 
pinball perfectly. 

> Enteruinmont: It's not quite 
pinball it's not qurte a puzzler, 
and it's not quite fun 

> Replay Yalue: Moderately 
Low 

Second Opm10n 6.5 

I was irnmedialy inlJisued 
by the pctential of this 
snnge little lillf, one that 
can best be desailed as 
missioo-based pinbal. 
My enthusiasm remained 
1hrol,.i most of the finl 
Slage, which is briiandy 
designed through inlercon­
nected boards that ~~ 
cally change in response 
10 your sua:s. llciMwer, 
the shine-off abnllJllr 
wilh eadl of lhe Iller 
"'-,whicharelarl!IY 
anless ind blind. My 1cM 
of pinball kept me cominC 
bid tor .... but 1he 
whole llina realv ends up 
leelinl more lie• flMlly 
thanaUl!edgm..-, 
and I ~ one M 
that-MIU& 

PlAYSTATI0N 2 

Colosseum: Road to Freedom 
> STYLE t OR 2-PIAYER ACTlON > PU1US11E11 KOEI > D£VELOPet GOSHOW INC > llfWSE JutY 12 > ESIII M 

I 
ARE YOU NOT ENTERTAINED? 

T 
his is one of the most user­
unfriendly games I can think 
of. To breach the armor of this 
gladiator and find what makes 

~ fun, you have to push past layers of 
repetitive actions and foolish design 
decisions. There's incredible potential 
here, but it just hasn't been fully real­
ized this time around. 

You are the unknown slave glad~ 
ator in a struggle for survival on the 
floor of the arena. You'll face other 
desperate warriors, fierce beasts, and 
undertake mock historical battles. 
On days between battles you can 
train your character, choosing how 
to designate his abilities and what 
body parts to bulk up. Win matches 
in order to purchase more advanced 
weapons and armor, and ultimately 
the great prize - your freedom. 

All of that is well and good. The 
trouble is in the implementation. 
Every day, you spend a chunk of time 
running through the same uninterest­
ing areas to reach the entrance to 
one of only a few arenas. Leaming 
the inventory and armament skills 
is a chore that is never explained, 
leaving you to figure ~ out on your 
own. Meanwhile, the 
occasional plot events 
never take off into 
anything that even 
remotely resembles a 
genuine story, while the 
two-player mode feels 
cobbled together and 
shallow. 

If there is a shining 
jewel to the game, rt is 
where it should be - the 
combat The visceral 

thrills of the arena are heightened 
by the need for a keen observational 
eye. This is no button-mashing hack 
and slash system. Battle is simultane­
ously brutal, intense, and skill-based. 
Unfortunately, even this highlight 
has its problems. There is no target­
ing system, leading to endless wild 
swings aimed at thin air. The engine 
seems incapable of handling more 
than a few figures onsaeen before 
it hits some major slowdown. But 
my biggest complaint is the diff1CUlty 
balancing, which makes some of the 
more interesting bouts so challenging 
early on that you don't dare attempt 
them, due to the overwhelming cost 
in equipment and money if you are 
defeated. 

To sum up, you've got a case here 
of several awesome features bal­
anced against some utterly frustrating 
ideas. I'd love to see the combat 
system tweaked and placed in a 
more story-driven escapade. In the 
meantime, even the addictive need 
to power up my beastly gladiator 
isn't enough to let me offer more 
than a lukewarm recommenda­
tion.-MIWI 

BOTTOM 7 25 
LINE ■ 

>e--,t: Vhl.,....ketdo<n 
from sLMry as a ~ 
Room gla<iatOf 

> r.n,llics: No compla,nls. 
other than some pretty hefty 
slowdoM1 kom tune to tune 

>Soad: l.rlkJsterSOllld 
effedS Md a palby sanpl,ng d 
_,dips-~15'51Y' 

> Pllyaility: A prohibttNe!y 
Sleep learning curve ~ worth 
struggling through f()f the 
t.CJrnate rewatd of ge1111g that -~ > &IW! • I '(eeps you 
comr,g bad< for more. even I 
yoo never gel ,_ the ror-,i 

problems 

> lepuy v..e: Moderately 
~ 

Second Opm1on 7.75 

Nobodr~cu -don pnes IIWI IC.oei.and 
il's lair re to linitt • 
hmn.-rtll'fSlllldq 
cll!rn.aidlt19R-Aoad 
to ~i!n,acqto 
.. .,,~tor~ 
ily, tu c does sport a pRll'f 
dec"11coot>ale!91'and 
loads d ~bnal 
at1ion. The characl!r QJ!IOm. 
iza!ion made mea!llched 
siou;.111 my dlirat1!r dwl 
1ou11n, piins•c1o11r1 
for-MnhJUFil'S 
bonesttfairlr~ I 
you'" lisll!lq, ltoei, -tis~.-..nmis 
arlairt, IOOlllb ....,._. 
nm,lul .. ._, 
dlooseCdasaalnlMlf I ~wams•-.• 
of hwea-JEIIEIIY 
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PLAYSTATION 2 

Samurai Western 
>STYU I OR2-Pl.AYERACTJON >PUBUSHU AllUS 
> DEVElOPU SPIKf/ACQUIRE > llfllASE JUNE 7 > ESRB M 

THE SPAGHETTI WESTERN INCIDENT 

I enjoy a good Western ~ 
now and again, especially 
those with an interesting 
twist. which is why I was 

excited about Samurai Western. 
Taking on outlaws as a S'NOrd­
slinging samurai is definitely a 
cool idea, but this game simply 
doesn't live up to its potential and 
falls prey to the problems that 
dog far too many third-person 
action titles. 

Samurai Westem's biggest flaw 
is its camera, which hangs up on 
the environment too often and 
can result in the player getting 
stuck offsaeen for long periods 
of time. But even if rt worked 
property, this title would still be 
little more than a rurH>f-the-mill 
button masher - you'll spend 
the entirety of the game hitting 
square. The dodge function 
(which lets you spin out of the 
way of bullets) adds a bit of 
identity to the game, but doesn't 
come dose to adding any real 
depth to the combat 

Samurai Western is an incred­
ibly short game, but still man­
ages to repeat itself constantly 
over the course of the sto,y. It 
features only a tiny selection 
of enemy types, some bosses 
appear multiple times, and 
stages are reused CNer and 
over. The unlockable rewards 
for completing the game are far 
from compelling. and the two­
player mode does little except 
make the camera freak out even 
more. Sadly, as much as rd love 
to get behind this game because 
of its fun concep~ all it makes 
me want to do is play better 
Western games like Red Dead 
Revolver.-JEREMY 
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BOTTOM 6 
LINE 

> c-. Sice throle, 
constanly !pi!'Ming glll5fr,gffi 
as a sanuai ii lhe Old 1'15. 
yawn, repeal 

> Graphics: I know dl!s gamt 

15 st1 11 lhe w.t 1'15. b,u 
c1oesn, have lo loot itt • was 
madt 1umds ci ~ ago 
> Sound; The handftj ci memy 
knes a,e repeated over and over 
until you wish you were deaf 

> Playobilily: Keep pressing 
that dang square bultoo. and 
you1 be fine, parckler 

> ~ f yoo want 
an atmero: Western e,ip,n­

enct. lake a horse-shoeing class. 
11's edoolllonal and more lun! 

> Roplay v.luo: Moderalety 
Low 

Second Opinion 5 

11 s.iy this tor Sarrur .. 
We!lem • Because ol a rachtr 
odd realllrethat ~ you re­
size and place aMt>ov hats 
anr,,tiere on~charac­
ter's person. I was able lo 
rwent a new fashion acces­
YX'I rve named the "crotch 
hat.· That was fun Sadly, the 
charms of a genital StelSon 
only go soi..-. 'Mlile rm 
certainlv .-nenable to the 
C<IT4JI' concept al a SdfflU'at 

warrior aililg and sllCJlg his 
Wll( ~ the Wid West. 
Sanuai Western displays 
se-;ere problems II ,-fy 
every aspect al lli1fllel)iay, 
from the wonky c.-nera to 
the ~-,et.fruslrat-
~ corrta RepeUr,<e and 
.wavamg every step al the 
Wll(, I !hill this game shood 
do the honorable thllg and 
conmt5epp\iu.- MATT 

PLAYSTATION 2 QUICKIES 

PLAYSTATION 2 

Romance of the 
Three Kingdoms X 
> STYU l·P\AYER STRATEGY 
> PUBUSHU KOEI > DEVW>PU K08 
> llfllASE JUNE 14 > ESRB T 

Ill 
'Mlelher It's putting 
up with the wh,rnng 
merchants or booking 
bonng face bme with 

the polotx:ians, !here's always some-
one to pucker up to as a bureaucrat 
SometJmes th1S senes' minutia can 
make you feel loke you're nothing more 
than a Ilea on the ass of 0-unese hostory. 
Howe.ler, th1S game does wake up from 
ots rote sleepwalk with the new debates 
and Romance 8-style rock, paper, sas­
SO(S-like officer duels - two elements 
that provide more depth and exote­
ment than you'd expect at first glance. 
Combined, they eas,ly make this noche 
btle the best It's ever been.-KATO 

PLAYSTATION 2 

Fullmetal 
Alchemist 2: 
Curse of the 
Crimson Elixir 
> STYU I ruYER ACTIOt,4/RPG 
> PUBUSHU SQUARE ENIX 
> DEVElOPER SQUARE ENIX 
> IIIUASEJUIY 12 > ESIB T 

II There's no doubt on my 
mood that thlS sequel 
IS a rnar1'ed step up 
for the franchise. Most 

noticeably, ~ IS more dynamtc. 
and the dull art style of the first game 
has been replaced with a relallvely 
pleas,ng eel-shaded look. Even so, a 
host of problems still holds the btle back 
from greatness. Battle 51111 feels generally 
av.i<ward most of the bme. Bad<grounds 
are totally bland, and some areas look 
almost exactly like others you've already 
moved through. These would be fO!gov­
able sins 1f not lor the terrible paong 
of the game, which crawls along at a 
snai's pace due to ronstantly 1nterrupt-
1ng dialogue scenes. Do you really need 
to talk that much about a door? Just 
go through ot. lor the love of all that's 
holy!-MILLER 

PLAYSTATION 2 

Arc the Lad: 
End of Darkness 
> STYU 1 ·P\AYER ACTIOf.4/RPG (UP TO +Pl.AYER VIA PS2 ONLINE> PUBUSHER NAMCO > DMLOPER 
SONY COMPUTER ENTERTAINMENT > RELEASE JUNE 14 > ESRB T 

.;. ,:; ,,. 

It--
•➔ "J 

+ , .. I; 

} 

➔-
. ,~ \_ 

, 4~ / 
fr 

-I / 

BREAKING WHAT'S FIXED 

F 
ans complain about franchises that maintain 
the status quo, the ones that pump out sequel 
after sequel and do little to shake up the 
gameplay or conventions of their predecessors. 

Sometimes, I'm one of these fans, but when it comes 
to experiments in evolution like Arc the Lad: End of 
Darkness, I will forever plead that the series go back to 
its roots. 

Arc the Lad, as a whole, has usually been ve,y 
conventional. There is almost always a young man, 
impatient with his idyllic upbringing. who learns that 
he is the only one who could save the fantastic world 
around him. A journey begins. In this regard, End of 
Darkness keeps pace with the other games. Personally, 
while I found the sto,y of the last Arc title, Twilight of 
the Spirits, offered compelling twists to the good vs. evil 
battle, End of Darkness is trite (where there is plot) and 
downright boring (where there isn't any sto,y pushing 
players forward). 

Changing the gameplay utterly, Darkness offers 
hack n' slash battles more in line with Champions of 
Norrath than Final Fantasy. The idea is that you can 
grow and customize your characters and join friends 
for four-player online matches, either to take on coop­
erative quests or battle amongst yourselves. The rarest 
cards (which are equipped to enable certain skills) 
are almost exdusively found in the co-op missions, so 
there's an effect in your offline game. This would be 
cool if the rest of the game was more rewarding. 

Sadly, it isn't Combat just plain sucks. Lining up a hit 
is too strictly along the 2D, eight-<lirection compass; 
you can't stop a combo once it's started; and the card 
system is overly confusing. The list just keeps going on 
and on. As a whole, End of Darkness is just a shameful 
maric on the Arc series. - USA 
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BOTTOM 5 5 
LINE • 

> Concept: Bring hack n' slash 
action lo one of the best sleeper 
RPG series around 

> Grophks: Never known as a 
beauty, but the 1ongef that !hos 
cootonues, lhe worse t loots m 
companson to its peen 

> Sound: Grating soood effects 
and music that repeats loo 
frequently madt me want 10 just 
tlvowonaCO 

> Playobility: The meoo Slrue· 
n., 15 odd and the ~g has a 
..tlOle bag ci problems 

> Enltrtainmtfll: I really want 
lo pretend Iha! lhis enlry in the 
Nc saga never happened 

> Rtplay Valuo: Low 

Second Opinion 5 

Arc the Lael- End of Dacbless 
IS )Ullk. The ac!Kll\fRPG 
combat system can ~ fun, 
but by the time you've got 
the charact~ and Items 
necessary to expeoence 
115 depth, you've waded 
through 1lOUf5 of undi­
rected and artless tasks. 
Don't count on the plot to 
keep you gocng. either, only 
because the SIO<Y IS IO pre­
didable and f01mulaK can 
you fill on the gapmg holes 
111 logoc and molNallon. Plus, 
the ma111 character, Edda. 
was olMously turned down 
for the role al T ldus for 
being too much of a toolbo~ 
Like a horribly disfigured 
nuant reaching out 115 slimy 
stump-arms and beggmg 
tor a llJg. End of Darbless 
requres supreme f"1IS of 
self~ to love and 
emb@ce.- JOE 



GAMECUBE 

Donkey Konga 2 
> STYLE I TO 4-PlAYER ACTION > PUBLISHER NINTENDO> DEVELOPER NAMCO/NINTENDO 
> RELEASE MAY 9 > ESRB E 

BRING THAT BEAT BACK 

A 
!though I still prefer Namco's own 
Taiko Drum Master, the original 
Donkey Konga was a nice little party 
game. Of course, due to the fact 

that it was by Nintendo and featured a wacky 
controller, there were those that convinced 
themselves that it was some sort of milestone 
in video game development Those people 
would be wrong. Still, the appeal of the 
game's four-player mode could tum the most 
sedate gathering into a raging bongo-fest, and 
this remains true for the sequel. 

If you've never played Donkey Konga 
before, it's essentially the same formula that 
Konami titles like Dance Dance Revolution 
pioneered years ago. As symbols for right 
bongo, left bongo, dual bongos, and dap 
scroll across the screen, you must perform 
the appropriate action in time with the music. 
Of course, as more players are added to the 
equation, the sound and action quickly turns 
into hilarious, infectious chaos. 

Little has changed; the modes have been 
slightly tweaked and the minigames are a bit­
more skill-based (instead of the butchered, 
action-oriented ones from the first game), 
but that's about it You can also collect 
"badges' by winning a Concentration-style 
game after completing a song. icons featuring 
prominent Nintendo characters that you can 
put next to your scores. 

Of course, there is also a new tracldisting. 
which was probably my biggest complaint 
Some complained about the "kiddie' nature 
of the songs in the last one, but I'll take that 
lighthearted fare over the generic no-metal, 
R&B, and pop punk that populates this 
game. Even worse, much of it already feels 
dated ('Mio's psyched for Blu Cantrell? 
Chevelle? Anyone?). That said, it's a ball with 
friends, amusing solo, and a nice purchase 
for anyone that already owns the bongo 
controller.-MATT 

BOTTOM 7 
LINE 

> Concopt Bring out anocher 
music title f0< Nintendo's drum 
controller, wi1h few changes 

> Gnphia: Hey, l's cololful 
and fun, v.tiat more do you 
expe<1) 

> Sound: The fffi!COIOllgS of 
lhe "hits" are a little cheesy, and 
I'm not riaI:f about lhe song 
selection 

> Playability: It seems like ll's 
harder lo cheat by hitting both 
drums al once 

>~Anocher 
fun party game, bul no rnaior 
imp,-~ have been made 

> R,plly 'hlue: Moderately 
~ 

Second Opinion 7 

There's llOllq quile lit 
~~bor¥)5wilha 
monkey. The int DriP( 
Koop iu pldyui 11a1e 
~.-,espmalf 
wilh11P1q>ollliends,and 
1he sequel is basitlly more 
of !he WIit. • sdl has 1he 
sameei.,.,,ablean. 1M 
nowthalMRtiw!e 
dnm-based lllfll!SIM °"" (1he two Konps and 
Taiko Oun Masl!r). a lat of 
1he rllMly haswom C, tor 
me. llecaust~rtSOSllf­
lar, I canl reiif lhinl of i11Y 
lell50IIID~h~ 
overlhe~ espeoaif 
m 1 ~, reilf caetor 
an\' of thUJngl II Konp 2. 
Bit, ii you'd Pffl" ID dnrn 
alona ID ~dlll!d pop 
songsil!leldolt.Yilllldo 
lhemesnldleeyi-,y 

--hi! 1,­DriP( Konp ladle-, 
ID fl,-JEIIEII\' 
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XBOX 

Advent Rising 
> STYLE 1-1'\A\'ERACTION > PIJBUSHEII MAJESCO > D£VELOPEII GlYPHX GAMES > REUASE MARCH 31 > ESRB T 

REACH EXCEEDS GRASP 

T 
o be honest. this is one of the most difficult 
reviews I've ever had to write. Even after I'd 
seen Advent Rising through to its mind-blow­
ing conclusion (Hint: stick around until after 

the credits), I really didn't knoYI what score I was 
going to assign to the game. I can say this: rookie 
developer Glyphx Games has produced one of the 
most ambitious first games ever. To its credit. the 
team has come very dose to pulling it off. 

One of the main reasons that this title has 
received so much press is the involvement of sci­
ence fiction legend Orson Scott C.ard, who helped 
create the game's story and co-wrote the screenplay. 
This partnership birthed a truly compelling tale, one 
that could stand up alongside the best sci-fi novels 
and films. As Gideon Wy'eth, you'll attempt to save 
the last remnants of humanity from an alien race 
called the Seekers, who are scouring the galaxies 
to extinguish your species from existence. After 
meeting up with a race of kindly aliens called the 
Aurelians, who have long worshiped humans as 
gods, you learn that your struggle is part of a much 
larger conflict that could affect the very fate of the 
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universe. You also begin to discover that you pos­
sess a host of superhuman mental abilities. 

It's gripping stuff, and the main reason that I will 
still recommend that you give this game a shot The 
cinematics are expertly crafted, and the plot's twists 
and turns will have you at the edge of your seat 
Also, unhke most games, you'll experience a real 
emotional connection to the action, as you're forced 
to make heartbreaking choices that lead to the 
deaths of those dosest to you. 

The gameplay portion of Advent Rising is equally 
ambitious, and that ambition may have been its 
undoing. As Gideon, you'll have a full complement 
of weapons and a handful of amazing mental 
abilities like levitation, force shields, and projectile 
attacks. Also, you can jump and flip in slow motion 
with the quick-<kxlge button. It's like someone tried 
to combine God of War, Star Wars: Jedi Knigh~ Psi­
Ops, and Max Payne. On top of tha~ there is even 
a selection of vehide and flying sequences. If you 
think that sounds hard to accomplish, you'd be right 

Although advancing Gideon's abilities to god­
like status is certainly compelling, the game falters 

■ Advent W11l show you 
some breathtaking sights 

when it comes to delivering a solid play experience. 
The 'flick-targeting" system (which toggles through 
enemies with the right analog) is very erratic, and, 
coupled with the twitchy camera, will leave many 
gamers feeling seasick during hectic battles. Sadly, 
there's a virtual laundry list of technical failings in 
Advent Rising: unbalanced gameplay, jerky anima­
tion, spotty Al, and characters getting stuck on 
objects and disappearing through walls. It seems 
like every time some great sequence had convinced 
me that this was truly an epic for the ages, a glaring 
annoyance would rear its head and cause frustration. 

So, while there are moments in this game that I'll 
never forge~ I simply can't give it high honors, as 
there are just too many inconsistencies and prob­
lems in the end product It's a bit like a first album 
by a band you just know will go on to record a das­
sic All the elements for success are there - they just 
need a little polish. Despite its flaws, I'd still recom­
mend giving Advent Rising a chance, if only to get in 
on the ground floor of a series that has the potential 
for true greatness. For now, that potential will go 
unrealized.-MATT 

BOTTOM 7 75 
LI NE ■ 

> Concept The fust part of an 
epic sci-fi aaion trilogy, wilh a 
story co-written by author Orson 
Scott Card 
> Graphks: Al times, it's breath­
lakin11, but serious lechnical 
issues aboond 

> Sound: Amazing, Tommy 
Tallarico's dramatic orchestral 
and choral arrangemenls place 
th5 among my favorite game 
soundtrads ever 

> Playability: Yoor ability 
set ~awesome.Too bad that 
gameplay's often a ~oppy, 
erraticmess 

> Enteru,inment As engross­
ing as • 5 frustratin11, I was still 
riveted by Advent Rising 

> Rtplry Value: Moderately 
H~ 

Second Opm1on 7.5 

Audacious, lhemalicaly ma,, 

- and nolhing short ol ,;.,eqA1Mr11 RisilglM!s 
141 IO the hype as a sciele­
fitlion epic. The ~ 
llWffle and vivacious alien 
IOCielieslhaldM!oper 
Q/pllxanduhocOrm 
Scott card 11M conceived 
111ehjyreaizedandla!o­
nali111, The tale that unfolds 
within tlis engaging selling 
15 COl1Cl5tand saluraled with 
l1llld-bbwtg sequences 
and emclionaly stirring 
Ml1S. Asa 510ly, ~ em 
As a movie. h oars As a 
game, llowMf, • llllnbles. 
°'1Jh(s allempl to~ 
1hiRl1lfflon acllon IS noble, 
bit also flawed The ooique 
"llick~~is 
toucl1'i and difficult 10 use 
ucessfuly. The camera is 
also prone to jumping oii ol 
frame leavirlpnlffireei­
.. dt.rinlllllll!flSebaales. 
Enemy and tearnmalt IJ is 
also suspect. and the .. 
mations att not as lucl as 
you 'Md! lite lhem IO be. 
Mm1I Rising has al the 
makings ol a rnasterpiere. 
bit it's also a II.Ill' cisap, 
poiltmert.-RBNER 





PC 

Guild Wars 
> STYLE MASSIVEIY MULT\PlAYER ONLINE ROLE-PlAYING GAME > PUBLISHER NCSOFT 
> DMLOPER ARENANET > RELEASE APRIL 28 > ESRB T 

A MOST APPROPRIATE MONIKER 

S
aying that Guild Wars is "the next big 
MMORPG" is a logical fallacy. The relation­
ship between GW and more traditional 
online RPGs like Everquest II and World 

of Warcraft is much more akin to that between 
Midnight Oub and Grand Theft Auto. You'd never 
proclaim Midnight Club 3 to be a "San Andreas 
killer," would you? Guild Wars does not by any 
means offer the kind of immersion or character 
development found in EQ or WoW, but its true 
focus - skill-based player vs. player combat - is a 
totally new way to get your heroic fantasy on, and it 
is crafted with the kind of polish and precision rarely 
found in any genre. 

At any time, you can jump in and create a max­
level PvP-only character to duke it out with your 
fellow players. However, you'll have to make a Role­
Playing hero and adventure through GWs storyline 
in order to unlock better skills to equip in PvP. And 
this is GWs biggest downfall - the PvE (player vs. 
environment) stuff simply isn't all that good. In the 
same way that PvP in GW is awesome in large part 
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because it borrows plenty of concepts from games 
like Counter-Strike and Unreal Tournamen~ the PvE 
is boring just like playing offline in CS or UT is. It's 
fairly easy to figure out how to exploit the bots' Al, 
and there just isn't enough variety in loo~ quests, 
monster types, or anything else to make the PvE 
truly engaging. Barring the occasional unique and 
exciting mission, after the first five hours of PvE, the 
only reason I was playing was to gear myself up to 
get more effective in PvP. 

Ah, the PvP. Whether you're competing in the Hall 
of Heroes to keep the gods' favor for your country 
(America, Korea, or Europe) or just jumping into 
the Arena for a quick flX, the competitive play in 
Guild Wars is a genre unto itself. The matches are 
fast and fun without being so lightning-quick as to 
negate skill, and the balancing between character 
builds is good enough to not present any problems. 
With several types of matches ranging from simple 
team deathmatch to complex base assault and 
defense, there is a ton of room to cook up goofy 
strategies and builds to try and edge out the other 

A DIFFERENT DESIGN 
There are a few Wlf-/S that Guild Wars does things that 
are totally different than anything else around. PiJY atten­
oon, and you'll save yourself an hour of asking noob 
questions in general chat 

World Instancing 
Any time you ore in a zone that hos bod guys, the 
server spins off a copy of that zone wh,ch is specifically 

: for you ond your party. The towns where you see lots 
: of players ore little more than glonYied chat channels to 

find a group in. 

Skills 
Though you con know as many s}c,1/s os you con 
find, you con only eqwp eight at a dme. They con be 
sw,tched out in towns, but not m the field. This ,s where 
a ton of strategy enters mto the game: Do you toke a 
resurrect spell or another nuke? Regeneration or a Me­
stealing curse? The possibilities ore many and varied. 

team. Teamwork and effective strategizing win every 
time, and there's such a diversity in situations and 
possible compositions of your team that even the 
sharpest strategic mind will find more than enough 
to dig into for an awfully long time. 

Guild Wars not only offers a totally different style 
of gamin& it executes on its novel concepts with 
surprising efficacy. If the prospect of dealing with a 
bit of mediocre questing isn't a huge turnoff, then 
you'll no doubt have an amazing time with Guild 
Wars. Just don't go into it expecting to satisfy your 
raging leveling and loot addictions.- ADAM 

BOTTOM 8 75 
LINE • 

> COn<ept: Combine !he best 
elements ol MMORPGs and 
actior\fRPGs into a new kind of 
ooline experience 

> G11phks: Approximately as 
delkious as yoo could want 
Characters all look like clones 
until higher levels, though 

> Sound: Swords dang and 
firebal~ explode with !he appro­
priate fanfare 

> Plly1bHlty: The occasional 
pathing p,oblem frustrates. and 
selecting new targets can be a 
total pain 

> Ente,ulnmtnl: Getting 
through the mediocre questing 
qualifies you for a whole new 
world of great PvP action 

> Replay V1lue: High 

Second Opinion 8.5 

Elq)e(lalionsandideasabw 
Guiel War5 shood pretty 
much be left at 1he door. 
lhars bec.ltJSe1hegame 
~ stands apart from ottier 
online R1'Gs, since 1he only 
imraclion \00 hM! wth 
1he CM!l'al comrnunily is i, 
tOMIS,cd511es,and1helike. 
ruside rA these IU>S, 1he 
rdeiJlayrigl'oOlldisabso­
kely ...ast. and coold bea 
chiam come true lor 1hose 
Ml() don't mind 1he some­
trnes-tedious level grind, 
That same~ l'oOlld is 
as gorgeously preseited as 
II 5 large. \\Sill breatlUi'lg 
VISlas and speaacular dw­
acter ~ Some baLne 
issues are SIii defmly pres­
ert. and those Ml() wart to 
solo mayM!lltoacMmJe 
elsev.nere-1 had a lot more 
fun playing wth friends than 
alone. The separate N' 
se<1ion ol lhe game further 
enhances v.flal is already a 
tremendous iJ1dertaki'lg. and 
helps ID nae Guiel Wafi 
one of those I& \00 coold 
eD1 poll' weeks and weeks 
ol Y(llJ' IR no.-MIUER 



PC 

Dungeon Lords 
> STYLE I-Pt.AYER ACTIOIWRPG (UP TO 8-PIAYER VIA INTERNET OR lAN) 
> PUBLISHER DREMICATCHER > DMLOPER HEURISTIC PARK > RELEASE MAY 3 > ESRB T 

GENERIC NAME, GENERIC GAME 

F 
ollowing E3 2004, I was pretty excited for 
Dungeon Lords. The game looked decent 
sounded cool, and was right up my alley 
with the whole action/RPG schtick. After 

finally loading it up on my PC, however, it became 
abundantly dear that Dungeon Lords, frankly, 
sucks. People c.an go on about how technology 
takes a back seat to design when it comes to a 
game's enjoyability, but when the tech is as bad as 
it is here, no amount of brilliant design c.an salvage 
the game. 

The most disappointing part about DL is the 
fact that the ideas behind it are pretty sound. A 
skill-based character development system a la 
Morrowind, third-person action like Morrowind, 
NPC dialogue just like Morrowind ... Well, if it has 
to be a clone of another title at least it's a good 
one. Unfortunately, the engine that DL runs on is 
possibly the worst I've ever seen, with its constant 
collision problems and unresponsive controls. 
Adding terrible Al and level design, this is still only 
the tip of the iceberg. Horribly unbalanced attacks 
don't help things either ( don't get hit by a troll, 
bec.ause you'll be continuously knocked down and 
unable to get up until you diel). This title feels like 
it needs another year in development despite its 
numerous delays. 

There's really no way that I c.an recommend 
this game to anyone, no matter their tastes or 
patience for annoying bugs. You c.an go bargain­
bin diving and come up with a better purchase 
for five dollars than this disaster, so do yourself a 
favor and take that option.-ADAM 

BOTTOM 4 
LINE 

> Concept: Rip off Mooowind in 
as shoddy a manner as possible 

> Graplllcs: Very nice model­
ing, but numerous glitches and 
boring environments bring 
lhisdown 
> Sound: So incredibly buggy 
and bad that you may as well 
lum ~off 

> Playablllty: How in ihe wood 
can such a simple interface be so 
frustrating? 

>EnteNlnmenl: Wr"/pay 
money for a game that's not 
even finished, when you could 
lay down !hose bones for some­
lhing that actually woos? 

> a.,uy Yalut: Low 
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GAME BOY AOVAM£E 

Fire Emblem: The Sacred Stones 
> STYU 1-PlAYER STIW"ECY/Rl'G > l'UIIUSltU NlrfilNOO > DlVELOPU INTEUIGfNT SYSltMS > llllEASE MAY 23 > ESII E 

ANOTHER GEM 

N 
1ntendo first-party 
developer Intelligent 
Systems 1s quickly 
becoming one of my 

favonte studios. The compa· 
ny's GSA strategy offenngs are 
un1fonnly amazing. and Fire 
Emblem· The Sacred Stones 1s no 
exception. Everything that was great 
about the first GBA Fire Emblem 
returns - the al-times punishing d1ff1-
culty, 1nteresung maps and missions, 
nght strategic gameplay, and the 
improvements to the basic formula 
do nothing but enhance this sequel. 

The core of Fire Emblem 1s as 
strong as ever. Leveling up your 
characters, choosing who to send 
into battle, and above all, concoct• 
1ng intncate strategies to conquer 
each map are all done w,th true 
polish and are what make this series 
great What sets Fire Emblem apart, 
though, 1s the immediacy of combat 
One-time opporturnUes Within the 
missions abound, and 1f you mess 
one up or ignore rt. it's gone forever. 
For instance, you might be able to 
recruit an enemy hero or have the 
chance to race some bandits to a 
treasury. These ophons are never 
required, and always make the mis• 
sion harder than simply marching 
through rt (which is by no means 
ever a cakewalk). but the rewards 
for taking on the extra challenges 
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1s worth 1t There's no 
feeling like finishing a sid­
equest while in the pro­
cess of conquenng the 
impossible odds arrayed 
against you. 

The improvements in The Sacred 
Stones are simple, but definitely 
nollcable and wekome. Most units 
can now choose which class to 
upgrade to, which gives quite a bit 
more control over the compos111on 
of your forces. Purchasing can be 
done outside of comba~ removing 
an ever-present headache. There 
are also two opbonal multiple-floor 
dungeons as well as non-story 
encounters available to build up 
experience, which takes the edge 
off of the stiff difficulty of the game. 
It feels like everything I wanted to 
improve from the original has been 
mduded. 

Strategy noobs might find this 
ntle a bit too much to dig~ as 
character death 1s pennanent and 
even nonnal fights stretch your 
brain to the limit Also, the story 
isn't to the level of a Final Fantasy, 
but it's leagues beyond the generic 
tnpe we're fed in so many btles. For 
my money, though, this game 1s far 
and away the best GBA release this 
year - and possibly the best hand­
held title of 2005 so far.- ADAM 

BOTTOM 9 
LINE 

> COflCtl'I: Mole foe Emblem 
from lhe gffiU<el al lnlell,genl 
System,, IMUS some of ihe 
MlllOydllCes ol lhe ~ GBA IJtle 

> Gnpllla: EJ.,!(!iy lhe wne as 
t.,lo- ,, - • and poruai!S 
., "'Y""'' 

> s.-1: t.mecessa,y My 
"" rr hou \ ol p&.,yw,g i"' me 
an excw 10 cndge up some 
boined urn oo rrrr ll'od. lhoo&h 
>Pllyll,ility: Bengablolo 
buy ilq5 OU of C001>al ~ a 
g0(Mld 

> ~ TOOH>ased 
51la!'1!'f rtAr doesnl get a 
v.llole lol bffler lhan 1111s 

> llepily V-0: Moderately 
Hid) 

Second 0pmion 8 

To an ndulary outlldef, lhe 
20 51ra1egy genre rrust be 
one ol lhe most baffling Its 
dierero oonl demand 
~ graphics or drasbC 
~ ll's the little 
Meals lhdt male the dd­
fffence, and Chat's l\flere 
Sacred Slones re.it{ 1hmes. 
~ largely lhe same as 
Rs predeces&Jr, the new 
v.ood map, classes. and 
character pi~ession grve 
lhe tamiar aspeas a fresh 
l'M.it~.thellory 
rs also piet!y solid - notiust 
an excuse to JUffiP from 
one battle 10 dnolher. Other 
games could ledm a lesson 
from one chdracter in par· 
bc:M ~ says 'what harm 
coud a lrnle reckless bes,eg­
ng ooser Amen. braher. 
• ony-,oo and Anmal 
Crossng ~ on the same 
page.-lOE 

HANDHELD QUICKIES 
PSP 

MVP Baseball 1111111 
> STYU 1 TO :H'I.AYER SPORTS (2-PlAYER VIAN) HOQ > PUBLISHER EA SPORTS 
> DMLOPER EA CANADA> RUWE MAY 18 > ESRB E 

D 
espite this being an EA 
Sports title, the conversion 
of MVP to the PSP isn't a 
simple c.ase of shrinkage. 

Although this game looks really nice, 
complete with detailed faces and 
custom batter animations, it fails to 
deliver on the hallmarks of the MVP 
series. Pitching is missing the Perfect 
Zone and it c.an be diff1CUlt to place pitches around the edges of the plate. 
Furthennore, the moving pitch mark is hard to see. The diving infield stabs are 
poorly implemented here, and you c.an't guess at pitches when you're batting, 
I also found that coming 1n and out of cutscenes was slow. This game is more 
ambrtious than Sony's PSP baseball title, but MVP's gameplay hiccups may leave 
you looking elsewhere.- KAT0 

NINTENDO OS 

Star Wars Episode Ill: 1111D 
Revenge of the Sith 
> STYU I-PLAYER ACTION (2-PlAYER VIA WIRELESS) > PUBLISHER UBISOFT 
> DMLOPER UBISOFT > RUWE MAY 3 > ESRB E 10+ 

GAME BOY ADVANCE 

Pokemon Emerald 

P icture, if you will, that you've 
been introduced to the most 
powerful being in the galaxy. 
As you extend your hand in 

greeting, he flutters his eyelids longingly 
and levitates a piece of fruit toward you. 
It would make for an uncomfortable, 
soul-shattering experience, much like 
playing this game is. Even the Jedi's 
so c.alled "chosen one• c.annot escape 
sloppy and overly repetitive hack n' 
slash gameplay. Trying to fool players 
into thinking that they are fighting dif­
ferent adversaries, Ubisoft even sunk to 
the level of simply changing the color 
of the battle droids. The only good that 
c.an come from this game is sending it 
as a prank gift to Jake Lloyd with a note 
reading 'You aren't the only one who 
ruined Star Wars.• - REINER 

> STYU 1-PlAYER ROI.E-PlAYING GAME (UP TO 4-PIAYER VIA WIRELESS AOAl'TER OR LINK CABLE) 
> PUBLISH Ell NINTENDO> DMLOPER GAME FREAK > RUWE MAY I > ESRB E 

~ 

A 
s a fan of the franchise and its unquesbonably addictive gameplay, I 
appreciate how Game Freak has upped the difficulty level and cut to 
the proverbial chase with action that kicks in fast and doesn't let up. 
Bu~ as is the unfortunate c.ase for every Pokemon game, this is more 

of the same. There simply aren't any changes that make this a must-buy. The 
trading opbons set up in Leaf Green/Fire Red are here, along with a handful 
of new concepts to tinker with. Planting seeds that have battle-friendly effects, 
"decorations" for your trainer, and the option to have Pokemon in your party 
hold things like potions are great ideas, but I c.an't quite get to the point of c.all· 
ing this entry in the Pokemon saga truly innovative.-USA 



PSP 

NBA Street Showdown 
> STYlf 1 TO +PLAYER SPORTS (UPTO +PLAYER VIAAD HOQ > PUBLISHER EA BIG > DEVELOPER EA CANADA 
> RELEASE APRIL 25 > ESRB E 

FLAGRANT FOUL 

M
uch like a player 
who is coming off 
of an injury, NBA 
Street hobbles 

onto PSP, clearly hampered 
by the machine's limita-
tions and lacking the grace 
and high-flying antics of its 
console brethren. While EA 
managed to capture the styl­
ish look of the series, conces­
sions run rampant throughout 
gameplay. The result is an 
experience that is both frac­
tured and frustrating. 

For those of you who 
have spent time breaking 
ankles on the console courts, 
Showdown's trick system will 
make you feel like you've 
had a leg amputated. Not 
only does it deliver a fraction 
of the moves, the controls 
are not nearly as responsive 
as they need to be for the 
heated 3-on-3 matchups 
that unfold on the blacktop. 
It feels like there is a split­
second of lag with each 
button press that you make. 
Not only does this deliver the 
sensation that you are a bit 
out of control, it completely 
throws off your timing for 
moves that require you to 

tap or hold the button. Given 
how fast the gameplay is 
(which is impressive), I often 
found myself performing the 
wrong move due to the ques­
tionable timing. 

The gameplay just isn't 
where it needs to be. This 
series has always thrived 
off of player skill, but with 
Showdown you have to rely 
heavily on luck. Fearing that 
the touchy controls would 
cost me games, I even 
resorted to scaling back my 
offensive attacks. In short, 
this is not how a Street game 
should be played. 

As much as I feel that these 
faults suck the life out of 
this game, it's still capable of 
delivering huge thrills. Soaring 
over your defender never 
seems to get old, the Arcade 
Shootout minigame will put 
you into a trance, and King 
of the Courts mode throws 
a ton of unlockable content 
your way. 

It's a fun play, but being a 
veteran of the console ver­
sions really pulled out this 
handheld incarnation's glaring 
flaws.-REINER 

BOTTOM 7 
LINE 

> Concept: Street's aweanspir­
ing dunks are swatted doY.tl by 
the PSP 

> Graphics: Beautifu anima­
tions. ~ call'ber facial mapping, 
and gorgeous court delailing 

> Sound: The SOlJldtrad boasls 
13 respedable hip tx,p trads that 
can be played at arrr time (tin 
il'od) through E,(s Pocket Trax 
player. As MNi'J/S. the amxxncer 
seems to be in the game with the 
sole intent ci anoo,T18 players 

> Playability: Street's rim-rodc­
ing moYeS are deflated through 
touchy and unrespoo;;.,e c:ootro!s 

> E111trtaim1ent: fasiy the best 
handhed basketbal game. but a 
faint ed1o ci the console ve&>rlS 

> Replay Value: Moderately 
High 

Second Opinion 6.75 

Efflytlqlbiedlboli 
NBA Slreel V3 is lost m dis 
lw1Clleld edilion. such as the 
ti;llmmolsandliplilg 
quid samePla'f. Ewly aspect 
" the on-lhe<IJIII aC!ion in 
Showdov«l feels imlystud 
in 1he IIIICI. Wlie I aJtjd 
deal~ a !bier-paced 
same _.., llllhat I can't 
forgive is 1he hiro4) lhal 
takes place Im t!tflYIOO/e 
you mal<e Hit the bloct 
buton. and ll't lhe tine yDll' 
charam, Ill screen makes 
a lllOllf, lhe Olherleam has 
akeact,, lllllllll!ditdolr,n 
yosthroal. Tl.Ibo dolr,n lhe 
crut1D llileash a monsll!r 
IUlk and it feels like ii takes 
foieverlortheCXJ14>depe 
to bedelM!red.from deles 
tocim,it'sal~ 
belindandmqilelely 
Cllllllt!r-nailiiie. rsa shame 
too. as 1he fn111811111!S and 
souncmcknd, bll I jU5I 
~, gel pa!tthe ladlus­
ter plav contrd.-ANDV 
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::::r:•::::: An In-Depth Listing Of The Best Selling Games 

TOP 20 
~ 

Listings Based Upon NPO Data For April 2005 Based On Units Sold 

Rank fill, 

1 Doom3 

2 Midnight Club 3: DUB 
Edition 

3 God of War 
,-

4 Splinter Cell: Chaos 
Theory 

5 Midnight Club 3: DUB 
Edition ,-

6 MVP Baseball 2005 
,~ 

7 LEGO Star Wars 

8 Jade Empire 

9 WWE Wrestlemanla 21 
~ 

10 LEGO Star Wars 
-
11 Gran Turlsmo 4 

12 Major League Baseball 
2K5 -

13 Need for Speed: 
Underground Rivals 

14 LEGO Star Wars 

15 Twisted Metal: Head On 
,-

16 MX vs. ATV Unleashed 
,_ 

17 Untold Legends: 
Brotherhood of the Blade ,-

18 Mario Party Advance 

19 Splinter Cell: Chaos 
Theory 

20 MVP B~ball 2005 
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LMo. 

N/A 

N/A 

6 

12 

N/A 

2 

N/A 

N/A 

N/A 

N/A 

1 

8 

15 

N/A 

14 

16 

19 

N/A 

N/A 

10 

TOP 10 JAPAN 

System Sco<e Release Pric, 

XBOX 9.25 04-0S $54 

PS2 9.5 04-QS $50 

PS2 10 03.05 $50 

XBOX 9.75 03-QS $49 

XBOX 9.5 04-0S $50 

Souu:Gome .... 

PS2 8.5 02-0S $30 

TOP 10 GI 
PS2 7.5 03-05 $40 Rank Tille L. Mo. System 

Fin Emblem: The Sacred Stonn N/A GBA 

1 Multi 
XBOX 9.5 04-0S $50 

N/A PSP 

N/A PC 

XBOX 5.75 04--05 $50 3 Xbox 

2 Xbox 

N/A Multi 
XBOX 7.5 04-0S $40 4 PS2 

PS2 9.25 02-05 $50 

PS2 8.5 02-05 $19 

PSP 8 03-05 $50 

GBA N/A 03-05 $29 TOP 10 PC 
Rank Title L.Mo. Price 

PSP 8.75 03-QS $40 
hlldVfan N/A $50 

W.-111 Of Warcrafl 2 $50 

TIie Sm 2: Ull"8nlty 1 $33 

PS2 8 03-0S $40 .._ 3: Rnanctloa llf Ewll N/A $34 

TIie Sim 2 3 $48 

Stratlllold 2 N/A $39 
PSP 7.75 03-QS $40 llllf-llfll 2 5 $52 

s-tdAdleabnPllbTrcoo■ N/A $15 

GBA N/A 03-05 $31 
TIie SI• llelu1 6 $20 

I Splllltlr Cell: CIIMI TI!Nry N/A $42 

• • 

PS2 9.25 03-05 $48 

~- # • . , ' 
XBOX 8.5 02-0S $30 , ~'t-> 

, , -r,4,:. •,. 

Bad On McnNit lhl5 Said 



PLAYSTATI0N 2 
/µ ~ 5 Unsq_Wor 
Alon Hominid 
Ape Escope: Pumped ,nd Primed 
Area 51 
Alali Anlho1ogy1 
Aleie< Iris: Eternal Mana 
ATV Offrood Fury 3 
BodyOtd _....... 2: 

1h<te Goes The Neighborhood 
Bod Boys: Miami Tokodown 
Bard's Tale. The 
Battle Assauk 3 

Featuring Gundam s..d 

Bloodv.111 Tel 
BloodRayne 2 
Brochers in Arms: Rood 1D HI 30 
Cal of Duty: Fflest Hour 
Capcomfigt,Ms-
Olampions: Re!um 1D Arms 
O)ld Fear 
O)ldWru, 

Constan11ne 
Oash 'n Bum 
Oash TWVISaMy 
Dead to Rights 2: Hell ID Pay 
De,th By Degrees 
<Deiil MayCty 3 

o.me·s;.,,,ke<lrc 
Dragon BaA Z Budokai 3 
Dragon Ball Z: Sagas 
Drive to Survive 
eyn.sty w,rriO<s 5 
Enthusia: P!Ofess,onal Raa1g 
ifSPN College Hoo!» 21'5 
.ESPN NBA.2KS 
EyeToy: AntiGrav 
AFAS<xr<,2005 
AFA Street 
F,ghtOub 
t ,gbc ,.._~ 

~:~ 
Fullmet.,IAlchem,st,nd 

theBrok,nArc<I 
G&way: Blad< Monday, The 
Get On 0, Mic 
Ghost in the Shel: 

Stand Alooe c:on'4)le< 
Ghost Realn 2 
Co<f <i_W,r 
Godzilla: s.,,. the E«th 

~
Rogue~ 

'Gii Auto: San Andreas 
C:,.,, Tunsroo 4 
Gretzky NHL 2005 
GroManser. Cene'abOnS 
Guilty Gear lsuka 
Gungrave: Overdose 
Haunting Ground 
Hol l'Aleel Sl\Jnl Trad< O>allense 
lnaedobles, The 
lnuyasha: The 

5eaet of the Cursed Masi< 
3 

Karaoke Revolution \blume 3 
Kessenlll 
Killzone 
King Antux 
King of F,ghlffl: M.umum lo'4)0(1 
l(uon 

LEGO Star wars 
LoisureSuitlaoy: 

M,gnauxn Laude 
Lemony Snick,(s A 

Series of Urioounate EYencs 

~~::~ 
MajorwgueBasebal2KS 
Meg,ManX8 
Me!cenaries 
~ Gear Solocf 3~Soal<e Eeter 
M&IS1ug4& 5 
~Club 3: DU8 Ediiioo 
MLB 2006 
Monster Hunter 
Musashi: Samurai Legend 
MVP BasebaQ 2005 
MX vs. ATV Unleashed 
Nano Breaker 
NARC 
NBA lM! 2005 
NBAS-V3 
NCAA March Madness 2005 
Need for Speed: Undeiground 2 
Neo Contra 
NFL Soeet 2 

N~";: = :The 

ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 
ObsaJre Jun-OS Re,,d,,ntEv,14 10 Mar-05 NCM March Madnoss 2005 8.25 Oec-04 

9 Oec-04 
8 Oec-04 

5.5 Jar>-05 
8.5 May-OS 
8.5 Jan-OS 
8.25 Jun-05 

7 Jan-OS 

5.75 Jat>-05 
5 Oec-04 

8.25 Oec-04 

Jan-OS 

5 NoY-04 
8 NoY-04 

8.5 Apr-05 
8.5 Jan-05 
6 Oec-04 
8 Mar-05 

6.75 May-05 
8.25 Jun-OS 
6.5 Apr-05 
7 Oec-04 
6 NoY-04 
5 Jun-OS 

5.5 Mar-05 

9 Mar-05 
5 Jan-05 
5 Jun-OS 
7 May-OS 
7 May-OS 
8 Jun-05 
9 Oec-04 
9 NoY-04 
7 Oec-04 

7.75 NoY-04 
6.5 Apr-OS 
5.5 Jan-OS 

9.lS Mor-05 

7.75 Oec-04 

4.75 Feb-05 
7 Feb-05 
5 Oec-04 

7.25 Oec-04 

l'lnbal Hal of Fame: 
The GoClleb Coleaion 6.75 Feb-05 

Playboy: The Mansion 6.5 Ap<-05 
-~:OroT!ulder 6 Oec-04 

- Cooael, Jungle 2.75 Jun-05 
ei-d"-rsia:W..Ov.t!:w> 9.25 Jan-OS 
Pl0jea Snowb1ind 8.25 Apr-05 
Punisher, The 7.5 Feb-05 
Roiliet and Clank: Up Yot.u\lS<NI 10 NoY-04 
Red Nif1o: End of Honor 3.75 Ap<-05 
Resident E,i Oudxeak fie • 2 7.5 Ap<-05 
Rise of the Kasm 7 May-05 
Rod<y:Legends 6.5 Oec-04 
Rumble Roses 1.15 Jan-OS 
Samurai WarriO<s X!reme t,ger,ds 6.75 Jan-OS 
Ses• O.ssics Colleaion 6.5 Ap<-05 
Ses• Superstars 8 Oec-04 
Shadow of Rome 8.5 Feb-OS 
Shaman King: - of Sp,rit 6.5 Jan-OS 
Shari< Tole 6.5 Oec-04 
Shining Tears 7.75 Mar-OS 

Shi~~I~: Ap<-05 
Shin ~ami Tense: Noctume 7.5 NoY-04 
Sonic Meg• Collecnon Plus 7.5 Oec-04 
~ eel: Chaos Thea,y 9.25 May-OS 
Spongebob Squ,r,p,nts: The Movie 6 Oec-04 
Spyro: A Hero's Toi 6.5 NoY-04 
Stell, Deus: The G4te of Etomily 7.5 May-05 
Stolen 6.5 JU>-05 
s.ikodenW 8.5 Feb-05 
Super Monl<ey Bal Deue 8 Ap<-05 
Toil:oDn.mMasler 1.15 Oec-04 
Tok 2: The Slaff of o...rns 7.25 NoY-04 -- 7.5 NoY-04 -.-..... 

T"11es 2: Battle News 6 NoY-04 
TeldcenS 8.75 Ap<-05 
Tenchu:Fata!Shadcws 7 Mar-05 
TOSI Drivo: Eve of Destrudion 7.75 Oa-04 
Tiger Woods PGA Toor 2005 8.5 Oa-04 
Tome Crisis: Crisis Zone 6.75 NoY-04 
T~F<Aut<Pw>lect 9 Ap<-05 
lOCARaa!Drive<: 

U~mate Racing Simulato< 7.5 NoY-04 
!Tony Hawk's Undei,.ound 2 9.75 -Ty the Ta,m,man 

Tiger 2: Bush Rescue 6.75 NoY-04 
Under the Skin 5 Oa-04 
Urbz: Sims in the Oty, The 1.15 Oec-04 
'ktcoog: Purple Haz• 5 Oec-04 
~1Joo2 9 Oec-04 
l,lnu,~ 5.5 Jan-OS 
Wonning Eleven 8 8.75 Mar-05 
Wolld TO<X 5ocr<, 2006 6 Ap<-05 
Womls: Fons Under Siege 5.75 Ap<-05 
WWE SrnoddoM,! Vs. RAW 8.5 Oec-04 
-i..a,,,ids 9 -x.nosag, Epsodo 11: 

Jensets"'" G" und 80so 1.15 Mar-05 
Ys: TheMofNapisht,n 7.5 Mar-05 
Yu-O-Oh! C,psue - Coisaxn 6 Jan-OS 
ll, ll, H4kusho: Dork - 3.25 Oec-04 
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Scale, 4.5 Feb-05 
SharkTale 6.5 Oec-OI 
5pons<bob Squ,-The _,. 6 Oec-04 
Spyro: A Hero's Toi 6.5 NoY-04 
Star Foo< Assault 7 Ap<-05 
StreetRoang~ 6.75 Oa-04 
Tok 2: The Slaff of 0,....,. 7.25 -r-,.MUlarCNW'jO 

T"11es 2: Battle News 6 NoY-04 
r.rm.-3: RedenpCIOn 8 Oa-04 
Tiger Woods PGA Toor 2005 8.5 Oa-OI 
T~-~ 9 ,\pr-05 
~ Ha..t's lJndegr1)IO! 2 9.75 -TytheTasmanion 

Tiger 2: Bosh Rescue 6.75 NoY-04 
Urbz: Sims in the City, The 1.15 Oec-04 
V..W.lul Joo 2 9 Oec-04 
l,lnu.,~ 5.5 Jar>-05 
WWE Day of Rodonrc 8.25 Oa-04 
X~l~ 9 NQ!;-04 

X80X 
Area 51 8.5 May-05 
An"f Mon: Sarge's Wo, 5 Oa-04 
AlanAnchologyi 8.5 Jan-OS 
Bodyord Y.,estling 2: 

1h<te Goes The~ 5.75 Jan-OS 
BodBoys:M.lmTokodown 5 Oec-OI 
Bard's Tale. The 8.25 Oec-OI 
Blinx2: MastersofTmo!&Space 7 Jan-OS 
BloodAayno 2 8 NoY-04 
Brochers n Arms: Rood 10 HI 30 8.5 May-05 
8"l)OUl3:- 9.25 Oa-04 
Cal>N's Deer Htn 2005 4 Oa-OI 
Cal of Duly: - Hour 8.5 Jan-OS 
O,...,E.rloroer 2 Mar-05 
ClosoCDrrbot:Fir>t101iglll 6 May-OS 
O)ld Fear 6.75 May-OS 
Colin Md!ao Roly 2005 8.25 Oa-04 
Con-bot • Task Fola! 121 • Jun-05 
ConftlC%:'ktnam 7 Oa-OI 
Coostanbno 6.5 Ap<-05 
Crash 'n &m 7 Oec-04 
Oash-..nriy 6 NoY-04 

°"' s.nry,ku 1.11: 

- Miitart Toax:s 
8 Mar-05 

Dara Dara Rl!ldt,m Utramix 2 7.75 Oec-OI 
Dead0tAli,,ollb-.- 9 Oec-04 

NoodforSpoed:~2 8 O.C-04 
NflS-2 7.5 Fel>05 
Ob,an 6 Jun-05 
Oddwortd s:r:or.rs v..d! 9 Fel>05 
Oqr2: 1rmlOllOIW"""5 7 Oa-OI 
O..S.WGolf2 7.5 Cla-OI 
OIARu,2 6.5 Oec-04 
Panah 8.5 Jun-05 
PharonDust 7 Mar-05 
l'lnbal Hal of Fame: 

The Goalid> u,leaicr, 6.75 Fel>05 
Playboy: The Monsoon 6.5 Ap<-05 
-Conaoteb,st,, 2.75 Jun-05 l'llruof __ _, 

9.25 Jan-05 
f'mtoaSnooA,lind 8.25 Ap<-05 
l'>-jdlonouts 8.75 May-OS 
P\nshor, The 7.5 Feb-05 
Pun! Plnbal 5.75 Oa-04 
Ra.ze's Hel 6 Jun-05 
Red Ninio: End of Honor 3.75 Ap<-05 
Red Sta,; The 7.5 Oa-04 
Robotoch: lnvaslon 6.5 Oa-04 
Rod<y: t,ger,ds 6.5 Oec-04 
Sco1e- 4.5 Feb-05 
Saapl,nd 6.5 Ap<-05 
Shark Tole 6.5 Oec-04 
She1Shod<Nam '67 6 Oa-04 
Sin'ls 2, The 8.75 -Sonoc Meg, u,leaicr, Pu 7.5 Oec-04 
~-Street 6.25 Jun-05 
Splru,c,,lO\IOs 9.D ~-05 
~Squar_,is:The- 6 Oec-04 
Spyro: A Hero's Toi 6.5 NoY-04 
StorW...: Battlefn:n 8 Cla-OI 

¾W:.~ t~L,ods 9..25 &b-05 
Star Wars: R,pJ,ic Conmardo 8.25 Mar-05 
SOI lJe 5.5 Aj><-05 _, 

6.5 Jun-05 
-~s,,>dicate 6.75 Oa-OI 
Super _..., Bal Deluoo 8 Ap-05 
SVC O\IOs: SNK ,s. Capcom 6.5 NoY-04 

~" 6.25 NoY-04 
Tok 2: The Staff of 0,....,. 7.25 -_,. ....... ""'II 

T"""'52: BattleNews 6 -T..,,,.,..,,3:Rodotnpoon 8 Oa-04 
Test Drivo: Eve of Destruaion 7.75 Oa-04 
Tiger Woods PGA Toor 2005 8.5 Oa-04 
T....si,i,tte,sf\Jl\J<oPerfoe1 ·9 Ap<-05 
'Tony Hawk's Undea,ound 2 9.75 -Top Gear RPM Turw,g 5 Ap-05 
looc-...CPIMlk 6 Mar-05 
Tron2.0KilerApp 7 Jan-OS 

T'tr::~ResaJe 6.75 NoY-04 
U..Bust..-- Oec-04 

~~2 .i.25 Ap<-05 
Urbz: Sin'ls n the City, The 7.75 O.C-04 
..,,..,,..,Ptrpl,H4ze 5 Oec-OI 
v.rcs of W¥ 6.5 -~-8 8.75 --05 
Womls: Fons Under Siege 5.75 Aj><-05 
wwe:.-.......21 5.75 Jun-05 

6.5 Feb-Os 
10 -05 
6 Oec-04 

6.75 Jan-OS 
10 Oec-04 

9.25 Mar-OS 
6.5 Jan-OS 
7.5 Jan-OS 

6.75 Oec-04 
4.25 NoY-04 
4.75 May-OS 
6.75 Feb-OS 
6.5 Jan-OS 

4.25 Jan-OS 
9.2S l'jov-04 
8.25 NoY-04 
1.15 Mar-OS 
7.5 Oec-04 
7.25 NoY-04 
6.5 NoY-04 
6 NoY-04 

7.5 May-05 

7.5 NoY-04 

6.25 Jan-05 

8.5 Oec-04 
8.5 Mar-05 

8.25 Jan-OS 
7.5 Feb-05 
9,.5 loo-05 
8 Jun-OS 

9.5 May-05 
8.25 Apr-05 

5 NoY-04 
8.25 Mar-OS 
8.5 Mar-05 
8 Ap<-05 
5 Mar-05 

4.5 May-OS 
8.25 NoY-04 

9 Mo,-05 
8.25 Oec-04 

8 Oec-04 
7.75 NoY-04 
7.5 Feb-OS 

Alon Hominid Oec-04 
Bod Boys: Miami - Oec-04 

~~~ Oc:ean 8.75 Oec-04 
Cal of Duly: Finest Hour 8.5 Jan-OS 
Def Jam: fig!, for NY 8.75 Oa-04 
Dookey Kong Jungle Boat 7.5 Ap<-05 
Donkey Kong, 7 NoY-04 
Dr•gon Bal Z: Sagas 5 Jun-OS 
AFA 5ocr<, 2005 1.15 NoY-04 
FlFA Street 6.5 Ap<-05 
r,at,t Nisf,c Round 2 9.25 Mar-05 
GoidonEye: Roguo Asent 6.75 Jan-OS 
lnaedibles, The 6.5 Jan-OS 
King Arthur 7.25 NoY-04 
Lomony Sndds A 

Series of Unlorn.nate Events 6.25 Jan-OS 

~~::~ 8.5 Dec-0< 
Mario Party 6 6.25 Feb-OS 
Mario Power Tennis 8.5 Jan-OS 
Meg,ManXeo.M\Ond"'5sioo 6 Oa-04 
Me<rood Pm>< 2: Echoos 9.5 Jan-05 
~-T-2 9 Oa-04 --~ 8.5 Apr-05 
MVP Basebal 2005 8.5 Mar-05 
NBA I.Ne 2005 8.25 NoY-04 
NBA.Street V3 9 Mar-05 
Need for Speed: Undorgrou,d 2 8 Oec-OI 
NflStreet 2 7.5 Feb-05 

p;: ~YeN Door 6.75 NoY-04 

- Rorigers: Oro -
6 Oec-04 

.POOc<riPersoa:Wamor\Wlwl 9.25 .w,-05 

Dead 1D Rights 2: Hel 1D Pay 5 
Def Jam: 1iglll for NY 8.15 Oa-04 
Doom3 9.25 Ap<-05 
Dragon Bal Z: Sagos 5 Jun-05 
OrivotoS<M,e 7 May-05 
DukosofH4mrd: 

Re!um of the Genoral i... 6 Oa-04 
ESPN Co!ege Hoops 2KS 9 Oec-OI 
ESPN NBA 2K5 9 ..,.-0, 

Fable 9.5 Oa-04 
Fatal Ffame II; Oinscn 

8"l1erj!y Dwoaat's Cul 9.25 Oec-Q!I 
AFA 5ocr<, 2005 1.15 NoY-04 
FlFA Street 6.5 Ap<-05 
F,ghtOub 5.5 Jan-OS 
,lld,t.Roond2 9.25 Mar-OS 
Rlru Motorspon 8.5 Jun-OS 
G4lleon 4.25 Oa-04 
Ghost Realn 2 8 Jan-OS 
Godnlla: S.,,. the Earth 6 Oec-04 
GoldonEye: Rogue .. 6.75 Jan-OS 
Gungriffon: AIIM,d Sim! 6 Feb-05 

;;:,i~The 
3 Oa-OI 
10 Oec-OI 

Hotv.t.e.l S<lnTrad<~ 6.75 Feb-05 
lnaedblos,The 6.5 Jan-OS 
lronl'hoonx • Jun-05 -~ 9.5 May-05 
Karaok,R,wkJIJOn 7.75 O.C-OI 
iar.- 7.25 NoY-04 
~Under,~: 
The Crus,d,.s 7.75 NoY-04 

LEGOStorW... 7.5 May-OS 
LesoreSutlaoy: 

Magna eu-n Laude 7.5 NoY-04 
Lemony Snoe<'s A 

Sones of Unfonuno1e EYencs 6.25 Jan-OS 
Major L61gue Basebal 2KS 8.5 Mar-05 
~ 2: Lone Wo( 9.25 Fel>-05 
Mon of Volo! 7.75 -Me!cenaries 7.5 Feb-05 
Mola1Slug4&5 8 Jun-05 
Mldn!siit Oub 3: DUB Edibon 9.5 May-05 
Modway Arcodo Treasures 2 9 Oa-04 
Mottai ~ 9.5 Oa-04 
MX ,s. ATV Unleashod 8 Ap<-05 
MVP Basebal 2005 8.5 Mar-05 
MystW: ReYelabon 4.5 Jun-05 
NAAC ◄.5 May-05 

X-M<nu:a,,,ds 9 Noo-04 
v..- 7 Oa-OI 

NJofWar - On<tAalorl 8.25 Aj><-05 
Arml<sofEJll80 8 Oec-04 
Alos&Am 7.75 Jan-OS 
Cal of Duly: u,,..d OffensNe 8.75 NoY-04 
Clvts Sawie(s L.oaxrocu>n 7 NoY-04 
Ovorns of Ridifd Esa,pel'torn 

&..t,e, Bill' OeYelope(s C...lbe 9..25 Jan-05 
Codename: Panzers 7.75 Oec-04 
Con-bot • Task Fola! 121 4 Jun-05 
Doom3 9 Oa-04 
Doom :I; ~ of E,iil 9 Jun-05 
~-11 7.5 May-OS 
Evef()rostll 8.5 Fel>05 
EYllc..r- 8.5 NoY-04 

- Fo!a, '5. The llwd Rech 8.25 Apr-05 
Half.tJe 2 9.5 O.C-OI 
1rmlOllOI OO.S. o-t.n of the ,a. 8 Jan-OS 
Jon Operations: EsaiatJon 8 Jan-OS 
Kohana: l(ir.,sofWo, 8 Oa-04 

~~~MrddlMri. The 8.5 Jan-05 
Malnl Onlin,, The 7.5 Jun-05 

Medal of Honor: --
8.5 Jan-05 

Mystf'I:- 8 NoY-04 

News: The Jupiter - 8.25 --05 
Pariiler.BattleO..ofHel 8 Jan-OS 
Panah 8.5 Jun-05 
Playboy: The Monsoon 6.5 Ap<-05 
---The -

NoY-04 NBA I.Ne 2005 8.25 NoY-04 
NBA StreetV3 9 Mir-05 

~ fya,cr, 3 8.15 --- 7.75 
Saapl,nd 6 
SidMeel's~ 8.5 
SoTIS2~The 9 
~ Cel: a-11- 9.75 
StarW..SGalmos: 

Ax'1).,Ltghtspeed 8 
5"onghold 2 6.75 
5W',T4 8.25 _....._.,. 

8.5 
~The 

Mosquorado - - 7.5 
~-Dow<! of W., 9,2.5 
WI of Steel 2.5 
Vbldof 9,.5 

GAME BOY AOVANCE 

- GuaRi.,n Horoe 
7 

Bar-.,Pilot 7 
Boba 2: Solar Boy °""80 6.25 
Donkey """8 Co<.noy 2 8.5 
Dragon Bal Z: Buis Fury 4.5 
Fear Foaoc Unleashod 3 
ma!F-1& O-,ol,5ocjs 9 
F-Zeo: GP Legend 6.5 

Grand Then,_, - 7.5 
l's Mc. Pants 8 

~ -ofMo<nones 7.75 

ICirl,r and the """"" Minor 
Klonoo2: er..... 

1.15 

0-C,Tclunamorc 8.25 

~
ofli!da 

""'51).'-1bo 9.5 
I.Old of the Arcs: 

The llwd ~ The 8 
Mano Pinball Land 7.5 
Mq,ManZ..03 6.75 
-St,g- 7 
Nood b Spoed: Undeii,ound 2 3.5 --- 7 
Pdhnon Fire RedJloal c...n 8 
- R.qffl: Dn, Tlulde, 3.5 
~Gears- 8 

~~7r;. Fo!a, 6 

Super An"f - 6 - 5.15 
Tron 2.0: Kiler App 6.5 
TythelasmanoanTiger2: 

Bosh ResaJe 6 
Urbz: SoTIS n the City, The 7.5 -... - 1.15 
WWE5<nM>rSones 7.5 

HINTEIID0 OS 
Alan Re!ro ClasslCS 8 
Fed the ... J:rf1X 8.5 
Maddo,nNR2005 6.5 
Mr. llrilor: Dril Sprils 7 
Pac-Pix 7.75 
Pdhnon Dash 5.5 
Folarun 8.25 
R.,y,n.w,OS 6 
Rdg,!Raa!rOS 7 
Spde--Man 2 6 
Spire 6 
Super Mano 6◄ OS 8.5 
Tiger Woods PGA Toor • 
Urbz: Sin'ls in the City, The 8 
__ , 

8.25 
Yasho Touch & Go 7.5 
ZooK«i>er 7 

Ape Escape: On the Looso 6.5 
Anne- Madean's Mffluy 6.75 
I/JV Offrood Fury: Blalln' Traols 6.5 
-Owonodl,: 
TheO\IOs-

OynastyWamOts 6 
Rff,So=r 8.25 
Gfflzky NHl 6 

- 9 Meal Gear Aod 8.25 
M~ 8 
NBA 6.25 
NoodbSpoed:~- 8 
Nfl Street 2: Unleashod 7 
Rengolw: The - of Plogotoly 5 
Rdg,!Raa!r 7.5 
SmartBon-b 6 
Sp;do,-Man 2 7.25 
Tiger Woods PGA - 8 
loar Hooi's ~ 2 Remo< 9.25 
- Meal: Head-On 8.75 

~~the- 7.75 

~- 8.75 
v.btdToorSo=r 6.25 

Oec-OI 
NoY-04 
Oec-OI 
Jan-05 
Ap-05 
Ap-05 

Jan-OS 
Jun-05 

May-OS 
Oec-OI 

Jan-05 
NoY-04 
Mar-05 

Oec-OI 
Jan-OS 
Oec-04 
Jan-OS 
Oa-04 
Feb-OS 
.Jao-05 
NoY-04 
Jan-05 
Jan-05 

Jan-OS 
Oa-04 

Mar-05 

f<b-05 

Feb-05 
Oa-OI 
Oa-OI 
Oec-OI 
Feb-05 

May-OS 
Oa-OI 
Oec-04 
Mar-05 

Oa-04 
Ap<-05 
Oa-04 
NoY-04 

Oec-04 
NoY-04 
May-05 
Jan-05 

May-OS 
Jan-OS 
Jan-OS 
Jan-OS 
Jun-05 

May-OS 
Jun-05 

May-OS 
Jan-OS 
Jan-OS 
Jan-05 
Jan-OS 
Feb-05 
Feb-05 
Ap<-05 

May-05 
Apr-05 

Jun-05 
May-05 
Jun-05 

May-05 

May-OS 
May-OS 
May-OS 
~ 
May-OS 
Jun-05 
May-05 
May-OS 
May-OS 
Jun-05 
May-05 
Jun-OS 
May-OS 
May-05 
~-OS 
May-05 

May-05 
May-05 
May-05 
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Atttlltloa All CIINtenl 
Cheat codes, by their l-t'fY nature, ore in many 
coses 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 bode 
up your sove before using any codes. 

On a lighter note, you con send your codes to 
secretoccess@gomeinformercom for a chance to 
be featured here and win a l-t'fY special prize! 

MULTI-SYSTEM 

Midnight Club 3: DUB Edition 
> PLAmATION 2. XBOX 

Check out the ·options· menu and then go into 
•cheat Codes" to enter your code of choice. Make 
sure you use lower case on most of the codes -
only one starts with a capital letter. 

Add s I To career Money 
AGRO Special Move 
All Cities In Arcade Mode 
Bunny Ears 
Chrome Held 
Faster Pedestrians 
Flaming Held 
No Damage 
Pumpkin Held 

kubmir 
dfens 

roadtrip 
getheadl 

haveyouseenthisboy 
urbansprawt 

uythisathome 
ontheroad 
getheadk 

Roar Special Move (note the capital R) Rjnr 
5-man lleld getheadm 
Yellow Smile Head getheadj 
Zone Special Move allin 

·c, Droid' 
(location unkncMn - lost seen proaicing his light­

sober skills to deal with those meddling Jed,) 

Robotech lnuslon 
> PLAYSTATION 2, XBOX 

Go into •options•, select •Extras• and type in the 
codes there. Make sure to use upper case letters. 

Single Player All Lewis Unlomd RECLAMATION 
Single Player lnvlndblllty SUPERCYC 
Single Player One Hit Kills DUSTYAYRES 
Single Player Unlimited Ammo TRGRHPY 
Unlock Lancer's Multiplayer Skin YLLWFLLW 
Unlock Rand's Multlplayer Skin KIDGLOVES 
Unlock Rook's Multiplayer Skin BLUEANGLS 
Unlock Scott's Multlplayer Skin LTNTCMDR 

PLAYSTATION 2 
GoldenEye: Rogge Agent 
None of the following give any indication that 
they've been activated, but trust us, they work. 

Full Eye Power - Pause the game during 
gameplay and enter ll, Rl, ll, L2 (x2), R2, Rl, L2 
Full Health and Armor Restored - Pause the 
game during gameplay and enter R 1 (x2), R2, L2, 
R2, Rl, ll, R2 
Unlock All Eye Powers - Pause the game during 
gameplay and enter L 1 (x2), R2 (x2), Rl, R2, L 1, L2 
Unlock All Single and Multlplayer Levels -
From the main menu, go into •Extras•, then enter 
Down, Righi Down, Righi Up, Down, Up, Left 

XBOX 

All Clothes Kits - At the main menu, hold down 
L and Y, then enter Right (x2), Left, Up (ll3), Down, 
Let You won't hear any confirmation noise, but 
when you create a player you'll have the full 
selection of outfits. 
Mini Players - Pause the action mid-game. Hold 
down Land Y, then enter Up, Left, Down (x2), 
Righi Down, Up, Left 
Normal Site Playen - To return players to 
regular size, pause the action mid-game. Hold 
down L and Y, then enter Right (x2), Up, Down 
(x2), Left, Righi Left 

Twisted Metal: Hod-On 
Input the following codes during gameplay, without 
pausing. 

Infinite Ammo - Enter l:,. (x2), Down (x2), then 
L and R together 
Infinite Weapons - Hold L and R. then enter l:,. 
(x2), Down (x2) 
Invulnerable - Enter Righi Left, Down, Up, then 
L and R together 
Killer Weapons - Enter X (x2), Up (x2), then L 
and R together 
Mega Guns - Hold L and R. then enter X , A 
X , t:,. 

Recharge Health - Hold L and R. then enter A 
x. □.o 

secret access 
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..... Where The Past Comes Ahve 

ISTORY 

NDH 
GAMIN 

T 
hanks to the excitement generated by the 
Nintendo DS and Sony's PSP, handheld gaming 
has become one of the most excitedly debated 
and fervently covered aspects of the video 
game industry. While these two systems have 
garnered huge amounts of media attention, 

portable game systems have historically been treated like 
an afterthought compared to their console brethren. But 
that doesn't mean that many companies haven't tried their 
hand at breaking into the world of handheld 
gaming. Until recently, 

The Atari Lynx 
was redesiped 
(rlpt) to address 
many of the prob­
lems of the orislnal 
unit(below) 
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there has been only one name in portable gaming: Game 
Boy. Nintendo's pocket system has dominated mobile gam­
ing since its U.S. release in 1989, and many have tried to 
take its place. While several were superior to the Game Boy 
in many ways, none achieved the same levels of success 
as Nintendo's portable juggernaut 

Preceeding the Game Boy by many years, the first hand­
held system was Milton Bradley's Microvision, released in 
1979. Featuring a small LCD screen capable of rudimentary 

block graphics, the system's games were car-
tridges that added an overlay to the screen 

to add context, similar to the Vectrex home system that 
would launch two years later (both units were designed by 
the same man, Jay Smith). Despite pioneering handheld 
gaming, the Microvision was delicate, prone to technical 
problems, and had only a small selection of games. The 
system died a quiet death by 1982. 

The next evolution in handheld gaming came from the 
individual who would go on to create the Game Boy -
Gunpei Yokoi, the man behind of some of Nintendo's earli­
est video games. Yokoi created the Game & Watch series, 
a collection of small handhelds with a LCD screen. Each 

Nintendo's 
C.me&Watch 
series was 
not only the 
company's 
lint foray Into 
handheld gaming, 
but also laid 
the ground-
work for the 
original Nintendo 
Entertainment 
System. The four 
directional keys 
would eventually 
evolve into the 
d-pad of the NES 
controller 
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Shown here are some of the different designs relNSed for the 
Neo Geo Pocket Color. the various releases are an obvious nod to 
the success Nintendo had with releasing the Game Boy in different 
colors. However. the ploy wasn't as successful for the NGPC. and 
the system failed to find much of a market in the U.S. 

The Milton Bradley Miaovision wu the first-fter handhold 
pming system. with plastic overlays that snapped onto the unit. 
Due to Yllrious ted,nical issues with the Microvision. it failed to 
develop a larse following and wu quiddy f(HJOtten 

Game & Watch played a dedicated game, such as simple much better than the Game Boy and featured a decent 
titles like Parachute and Fire Attack. But as the series contin- roster of games. Unfortunately, the unit required 6 AA 
ued the games became more complicated, and some (such batteries, which would only power the unit for roughly six 
as Donkey Kong and Mario Bros.) even had two screens and hours. The Game Boy, on the other hand, could be played 
a surprisingly similar design to the Nintendo OS. for 35 hours on 4 AA batteries. 

The Game & Watch titles laid the groundwork for Sega offered several different chargers to keep the unit 
Nintendo's later handheld success, and even its console from eating through batteries so quickly, but these all 
design (the directional buttons on the Game & Watch added to the unit's already-impressive size or tethered the 
units are considered a precursor to the d-pad first seen on player to a power outlet While the Game Gear sold well 
the Nintendo Entertainment System). The original Game initially, the unit's shortcomings kept it from becoming a 
Boy launched in 1989, and the evolution of the system phenomenon like the Game Boy. By the mid-'905, Sega 
could fill up several pages on its own. But another portable had also released the Sega 32.X, Sega CD, and the Sega 
system released that same year, and had a much differ- Saturn, and the Game Gear got somewhat lost in the shuf-
ent fate. The Atari Lynx was the world's first color portable fle. The company had several products to spend advertising 
gaming system, and was far more advanced than the money on, and the consumer had several Sega products to 
Game Boy in nearly every way, but it also featured many choose from, which didn't help the Game Gear stand out 
drawbacks. in an increasingly crowded market 

The Lynx was developed by the small game developer The final color handheld released in the early 1990s was 
Epyx and was originally referred to as the •Handy.• Atari the TurboGrafx-16 TurboExpress. The TurboExpress was far 
bought the Handy in 1987 from the struggling company and away the most powerful handheld on the market and 
and, for some reason, held off on releasing it until 1989. had a feature that none of its competitors could boast It 
Although Atari could have beat the Game Boy to played the same games as the TurboGrafx- 16 
the market it instead launched around the same home console. However, it had several strikes 
time for a much higher price (nearly $200). against it right off the bat At $300 dollars, 
Although the Lynx featured both a 16-bit and it was easily the most expensive handheld, 
8-bit processor, could be flipped to play right or ~==::::::::( and it didn't indude a game like all the oth-
left-handed, and was designed with multiplayer ers. Third-party support was incredibly weak, 
support in mind, technical shortcomings hurt the and although it could play TurboGrafx-16 
Lynx. As a cost-saving device, the gray unit was games, the console was a distant third behind 
cast in clear plastic and painted, as it was cheap- Nintendo and Sega. Finally, the TurboExpress 
er than using gray plastic. Paint had a tendency !...•""""al!!~~ was available in far fewer stores than its 
to rub off of the expensive unit competitors, and as a result, the TurboExpress 

A new version of the Lynx was released in amounted to little more than a footnote in 
1991, featuring a more compact design, sleek CJCJ□ video game history. 
black look, and a lower price. However, the unit The TurboExpress was the first portable to 
was still dogged by technical problems, such play the same games as a console, but it 
as an unimpressive speaker system and power c:J was not the last In 1995, Sega again tried to 
plugs that would wiggle loose. By the time that make inroads into the portable gaming mar-
Lynx II (the unofficial nickname for the second ket with the Sega Nomad, which was essen-
version) launched, the Sega Game Gear and tially a handheld version of the Sega Genesis. 
TurboGrafx-16 TurboExpress had both launched, It played all the same games, and could even 
and the handheld wars grew fierce. Atari be hooked up to a television so that one player 
shifted its marketing focus to the Jaguar could play on the unit and another on the 
home console, and the Lynx was officially The Microvlsion unit. shown TV (a Genesis controller could be plugged 
dead by 1995. here with no came overlay into the Nomad for two-player games). But 

Sega's entry in the handheld wars fared attached by the time the Nomad was introduced, the 
much better than the Lynx. but was still eventually slain by Genesis (and thus its library of games) was on the way out 
Nintendo's flagship handheld. The Sega Game Gear was, The Nomad was incompatible with the Sega CD and the 
until the release of the Game Boy Color, the most popular Sega 32.X, and ate through batteries even faster than the 
color handheld in gaming history. Featuring the same pro- Game Gear. Again, power plugs were available, but those 
cessor as the Sega Master System, the Game Gear looked from previous Sega consoles wouldn't work with the unit 

"Without 
guys like me, 
you'd still be 
playing Pong." 

-Mark Hartlieb 
B.A. in Game Design 

Class of 2004 
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:• classic gi feature 

Despite Its low price and ability to connect to the internet. the C..me.com could not 
break the C.me Boy's vice grip on the handheld market The unit wu redesigned to make 
It sleeker and smaller (above left), but the changes did little to Improve the llger Electron­
ics portable'• market share 

Sec•'• Game Gear gave the C..me Boy Its 
touct,est competiton. but ultimately wu done 
In by Its hlper price and short 1,-.y life 

meaning Nomad owners would have to buy separate char- games was no match for the Game Boy Color and its ultra-
gers. Considering that the unit originally retailed for $180, popular Pok~mon titles. Today the system is a sought-after 
consumers were not in a hurry to go out and collectable, with boxed copies of many 
spend more money on the Nomad. __ ,....;._ games selling for over $100 online. 

The Nomad ultimately failed to find an Over the years since the Game Boy 
audience, and like all of the Game Boy's was launched, several portable gaming 
other challengers, it died a quick and quiet systems have tried and failed to usurp 
death. But that didn't stop the other com- its position. Some of them were so 
panies from trying to break Nintendo's unsuccessful that few gamers have even 
stranglehold on the portable gaming ---'-"-=-- - heard of them, such as the Supervision 
market. In 1997, Tiger Electronics (mak- from Watara Industries. Designed as 
ers of the popular Furby toy) released the n.e obsaire c..mepark GPll a low-cost alternative to the Game Boy, 
Game.com, a black and white portable with handheld never even saw reluse the Supervision cost only $50 and came 
a touch screen. The Game.com had some in the u.s. bundled with a game called Crystball. 
interesting features, such as two game slots, synthesized While over 60 games were eventually released (and priced 
speech, and the ability to access text-only webpages via between $8.95 and $14.95), the system never gained 
the Internet cartridge peripheral. Tiger originally released much notice in the United States. 
the Game.com for $70, and unveiled a smaller version of Other handhelds never even managed to get a U.S. 
the unit (with only one game slot) in release, such as the Wonderswan from Bandai and the 
1998 for only $50. Despite ports of = - - obscure GamePark GP32, which is 
hit games like Resident Evil 2 and testament to the power of the Game 
Sonic the Hedgehog, the Game.com Boy line. In some form, the Game 
faced stiff competition when Boy has dominated the handheld 
Nintendo finally released a color ver- gaming market since its launch. The 
sion of the Game Boy in 1998. The recent launches of the Nintendo DS 
Game.corn's online abilities were and Sony PSP will certainly have a 
simply no match for newly colorized huge affect on its position, but the 
Game Boy and its huge library of iiiiiiiiiiii Game Boy will likely still hold strong. 

games. The Sec• Nomad was Sec•'• final -.np1 But now that handheld gaming is com-
The Game Boy saw its last serious to compete in the handheld wars. Although ing to the forefront it is unlikely that other 

challenger in 1999 when the Neo it played sunclard Genesis titles. Nintendo's companies will refrain from attempting 
Geo Pocket Color released stateside. domination of the handheld market to unleash their own portables. Already 
A black and white version of the unit doomed the Nomad from the start lower-profile next-gen handhelds like the 
was available in Japan the year before, but did not make Gizmondo are priming to launch. Based on the history of 
it to the U.S. The Neo Geo Pocket Color featured a great handheld gaming systems, another round of brutal compe-
thumbstick and a nice screen, but the system's library of 32 tition could be quite dramatic and interesting indeed. 

Name Company Release (US) Original Cost (US) 

Microvision Milton Bradley 1979 100 
Game Boy Nintendo 1989 109 
Lynx Atari 1989 199 
TurboGrafx TurboExpress NEC 1990 300 

Lynx II Atari 1991 99 
Game Gear Sega 1991 150 
Nomad Sega 1995 180 
Game Boy Pocket Nintendo 1996 60 

Game.com Tiger Electronics 1997 70 
Neo Geo Pocket SNK 1998 (Japan Only) 68 

Game Boy Color Nintendo 1998 80 
Neo Geo Pocket Color SNK 1999 90 

Game Boy Advance Nintendo 2001 90 
Game Boy Advance SP Nintendo 2003 100 
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GREATEST GAME OF ALL TIMf 
lly J.11 l 1\llt," I ti. I, ill 

RISING ZAN: THE 
SAMURAI GUNMAN 
> FORMAT PSONE 
> PUBLISHER AGETEC 

•once upon a Orne, a blue eyed boy from the old west learned 
one of life's cruelest lessons - that evil was bigger than his 
gun." So opens Rising Zan: The Samurai Gunman, the grealest 
game of all time. 

What? You don't remember this gamel You don't recall its 
amazing graphics, unbelievable sound effects, insanely deep 
story, revoluti9nary controls, or tight gameplayl Good, then 
your memory is functioning correctly because Rising Zan had 
none of this. It looked sub-par at best. had repettttve audio, 
made no sense whatsoever, and could probably be beaten by a 
suckling pig In a few hours. Yet, what 11 lacked in all those areas 
it more than made up for in personality. 

The best of the East and West, Zan Is a gunman trained in the 
samurai arts who totes a katana in one hand and a six shooter 
in the other. Hts hobbies include killing straw monsters and 
gibberish-speaking ninjas while rescuing kidnapped cowboys in 
their underwear - and looking se'l:>f when he does it! You see, 
just killing things won't earn you the top rating of Super Ultra 
Sexy Hero. Oh no. You have to use special moves to keep Zan's 
sword growmg or else you won't be able to make the entire 
game move m fast motion. If you can't do that then there's no 
way you1I get to play sword baseball or get to ,am out on the 
controller after a boss battle simply for the joy of slaying them 
in an extra fancy fashion. All you'll ever get to do is see the 
greatest video game opening movie of all time set to the great­
est video game theme song of all time. I'm of course talking 
about that guaranteed to get stuck in your head tune, 'Johnny 
No More," sung in an eerie Bon Jovi gone solo style. 

Confused, but smiling? Then you're starting to feel the vibe of 
Rising Zan. Just for the sheer joy of seeing what the hell could 
pos51bly happen next. you will keep playing tt through to the 
end - and then you'll play it again with the hidden characters. 
It is pure stupid fun the entire way through. It ts the kind of tttle 
that video game snobs roll their eyes at but those of us with a 
sense of humor adore. It is the greatest game that ever was. 

THIS MONTH IN GAMING HISTORY 

On July 1st, 1983, video games made their first foray into the 
optical media era. Dragon's Lair was launched in arcades, and 
was the first commercial game to feature laser-disc technology. 
Though the gameplay itself was limited and sub-par, the fidelity 
with which Dragon's Lairs hand-drawn images were displayed 
was unprecedented at the time - leading to more than 32 mil­
lion dollars in revenues in its first eight months. It also paved 

the way for years of 
pundits saying that 
better graphics don't 
make a game great 
while consumers 
happily pour their 
money into the 
hottest-looking title 
around. 
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VIDEO GAME TRIVIA 
Saddle up, hombres. You have before you what is perhaps the most devi-

ous and mercilessly difficult trivia page ever forged in the fires of the Game 

Informer office. Every point you score here is worth, like, 20 normal points. So 
wrack your feeble brain, tally up your worth, and see what totally awesome 

thing you best compare to. 

1 Life Force (also known as 
Salamander) is a spin-off of 
what popular 2D shooter? 

A. Gradius 
B. R-Type 
C. Xevious 
D. Darius 

3 Which two Dreamcast titles 
were released as limited edi­
tions? 

A. Skies of Arcadia and Space 
Channel 5 

B. Seaman and Shenmue 
C. Shenmue and Sonic Adventure 
D. Power Stone and Dynamite 

Cop 

4 What was the codename for 
the Atari 2600? 

A. Dolphin 
B. Tom and Jerry 
C. Pam 
D. Stella 

5 The Virtual Boy's library 
wasn't exactly expansive or 
impressive - the system saw its 
last new game in March 1996, 
after only seven months on the 
market What was that game? 

A. 3D Tetris 
B. Nester's 

Funky 
Bowling 

C. Teleroboxer 
D. Waterworld 

6 Who is the first character you 
control in Curse: The Eye of Isis 
for Xbox, assuming you're one 
of the seven unfortunate people 
who played that game? 

7 What was the title for Out 
of this World's similarly-roto­
scoped sequel? 

A. Another World 
B. Flashback 
C. Heart of the Alien 
D. Flashdance 

8 This screenshot is taken from 
which anime-inspired RPG? 

OOh. 8 bOOkl Lel'S see The 
Jr:Ji or Se Ul. let's put thlS one 
back oo.vn. okey? 

A. Lunar: The Silver Star 
B. Magic Knight Rayearth 
C. Arc the Lad 
D. Ranma 1/ 2 

9 In 1981, a man died while 
playing Benerk, logging the 
first ever video game-related 
death. What was the cause? 

A. Heart attack 
B. Epileptic seizure 
C. Acute Dorkitis 
D. Dehydration 

10 Which of the following 
games was not released for 
the Texas Instruments Tl-99 
console? 

A. Hunt the Wumpus 
B. Joust 
C. Parsec 
D. Miner 2049er 
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BREAKDOWN 
90% of the sentences that come out of Billy's mouth 
contain the word •Nintendogs· 

10% of Nintendo stock will still be owned by Hiroshi 
Yamauchi after his retirement 

.01% of MMO players do not constantly whine about 
their classes being •nerfed" 

5 The number of consecutive months that Grand Theft 
Auto: San Andreas was among the top five best-selling 
games in the nation 

100% of Hideo Kojimas do not return our calls. C'mon, 
man! We'll hang out! 

* Trivia Score & Rank * 

0-1: 
1ldus' Pints 

4-5: 
11vowins Fnbals 

8-9: 
11le Coolcle Mines 
of Kulla Lumpur 

2-3: 
Tony Danu Dual-Wielding 

O,ilidop 

6-7: 
Airwoff 

10: 
Danh Vader is your father 

Video Game Trim Answffs: I. A 2. C 3. C4. D 5. A 6. B 7. C 8. 8 9. A 10. 8 



IT'S NOT ABOUT MAKING THE TEAM. 
IT'S ABOUT MAKING THE TEAM STRONGER. 
~ 






