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King Kong

Bullets Rule The West In Neversoft's Open World Epic.
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' l ANDY McNAMARA
EDITOR-IN-CHIEF

| 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. | 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 | don't
know, but | 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 blew 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 | wanted to be in the next generation
and how it was going to get me there.

On the other hand, Microsoft — which | feel showed
poorly at its press conference - failed to demonstrate the
360’s true value, which | found as | 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. | know | 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.

Andy >> andy@gameinformer.com

Handle: The Game Hombre Expertise: RPGs, Action/Platform,
Driving, First-Person Shooters Interests: Star Wars Episode Il!:
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 (Worst Theater Ever) Current Favorite

Games: Tony Hawk's American Wasteland, Gears Of War, Peter

Jackson'’s King Kong, X-Men Legends II: Rise Of Apocalypse, Spore, The
Elder Scrolls [V: Oblivion, The Legend Of Zelda: Twilight Princess, Black,

The Warriors
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Reiner >> reiner@gameinformer.com

Handle: The Raging Camer Expertise: RPCs, Fighting, Action/Platform, Strategy, Sports
Interests: The Visuals Of Next Ceneration Gaming (Killzone Makes The Mona Lisa Look
Like A Piece Of Crap), Any Comic Penned By Brian Michael Bendis (Ultimate Spider-
Man, Powers), Appleseed, Leeroy Jenkins Dislikes: Nintendo Devoting More Time To
Nintendogs Than The Revolution, Anyone Who Dislikes The Cubs Current Favorite
Games: Tony Hawk's American Wasteland, Peter Jackson's King Kong, Spore, The Legend
Of Zelda: Twilight Princess, Black, Madden NFL 06

Matt >> mart@gameinformer.com

Handle: The Onginal Gamer Expertise: First-Person Shooters, Action/Platform, Action/
Adventure, Action/Sports Interests: Dawson’s Creek Reruns (Makes E3 Worth Living

Revenge Of The Sith Somewhat Redeeming The Horrible Mess That Lucas Made Of The
Star Wars Prequels Dislikes: E3 Madness, Us Weekly's Extreme Diets Issue Current
Favorite Games: Spore, Black, 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/
Platform Interests: Revenge Of The Sith, Knstin Hersh's Strange Angels, Don't Believe
The Truth, The Great Hot Dog/Bun Peace Treaty (Finally They Come In The Same Num-
ber) Dislikes: Hipness, People Who Start Fights On Buses They Can't Finish Current
Favorite Games: Spore, Black, Gears Of War, PS3 Games | Haven't Played Yet, Xbox
360 Games | Haven't Played Yet, Gun, Brothers In Arms Earned In Blood

Lisa >> lisa@gameinformer.com

Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform,
Raang Interests: Latnne-Like Movie Theaters, Revenge Of The Sith (Super Crazy
Awesome), Beep Beep Playmates, The Next Gen Dislikes: DVDs Yet To Be Purchased
Current Favorite Games: 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, Black

Jeremy >> jeremy@gameinformer.com

Handle: Camezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform,
Fighting, Strategy/RPCs Interests: Next-Gen Gaming, DC's Countdown To Infinite Crisis,
West Coast Adventures Dislikes: The World's Worst Movie Theater, The Belief That
George Lucas Is A God And That Unbridled Adoration Is The Only Acceptable Response
To A Star Wars Mowie (Yeah, | Think Sith Is Just Decent And Not Great - Deal With It,
Suckers!) Current Favorite Games: Gears Of War, Peter Jackson's King Kong, Black, Full
Auto, Quake IV, Possession, Psychonauts, The Elder Scrolls IV: Oblivion, Spore

Adam >> adama@gameinformer.com

Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-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 Cheerleading Squad, Moving-Related Insanity, The Inadequacy Of My
GBA, Jeremy’s Hatred Of Revenge Of The Sith, My Defective DSL Current Favorite
Games: World Of Warcraft, Spore, FEAR, Rise Of Legends, Age Of Empires Ill, Black,
Tabula Rasa, Castlevania: Dawn Of Sorrow

JOB >> joe@gameinformer.com

Handle: The Real Amencan Gamer Expertise: RPGs, Adventure, Strategy, Platform,
Puzzie Interests: Crafting A Cow-Catcher To My Body For E3 (Gangway, Poindexters!),
Appleseed, The Incredible Shninking Game Boy (I'm Holding Out For GBA Suppository)
Dislikes: Final Fantasy VIl Remake Fake-Outs, Next-Genitals, Jeremy's Opinions, Guys
Who Want To Do It Proper To Rendered Tech Demos Current 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, First-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 Current Favorite Games: Spore, Jade Empire, God Of War, Incredible Hulk:
Ultimate Destruction, The Legend Of Zelda: Twilight Princess, Midnight Club 3: DUB
Edition, Amplitude

_ UNLIMITED ENABLED

GAME INFORMER UNLIMITED

When you see this logo on a game preview, review, or feature, you can learn more
about it by heading to www.gameinformer.com and clicking on the Unlimited logo.

There are tons of other bonuses there (induding movies, interviews, and screenshots)
exclusively for Game Informer subscribers, so even if a game you like doesn't have the
logo in the magazine, there is a good chance you can still learn more online.
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~long furry tail.
- - Heavily.armed. . P .
. Smells like a strip club. " _

SO Back with a raging hangover, Conker is
kel - drinking, smoking, and chasing more hot,
Mature Humor furry tail than ever. Well, when he’s not

Sexual Themes : : :
Strong Language blowing the stuffing out of Tediz. Take your

Use of Drugs deviant skills online to Xbox Live® or you

Use of Alcohol

‘can always just play with yourself.
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Candid Photos From The Seedy Underbelly
Of The Video Game Industry

1 Comic book mastermind Brian Michael
Bendis [Ultimate Spider-Man, Powers]
gives Gl Spy the thumbs up 2 Neversoft's
Joel Jewett encourages Kato to give the
next Tony Hawk game a fair and accurate
review 3 Gl Online’s Chris Cook, Mega Man
creator Keiji Inafune, Gl's Matt Helgeson,
Capcom’s Ben Judd, and Gl Online’s Billy
Berghammer are ready to party! 4 PSM'’s
Kaiser Hwang, Ubisoft's Carol Quito, and
Lisa hang with the “talent” at the Playboy
Mansion in Los Angeles. Sadly, there was
no Fred Durst sighting that evening. Sigh

5 Legendary director Steven Spielberg was
on-hand at E3 to check out the latest in
video games. Could this be a sign of a
Spielberg video game project in the future?
6 Billy and the one-and-only CliffyB talk
Gears of War in the bowels of the Microsoft
booth 7 The Wayans brothers (Keenan,
Shawn, and Marlon) were on the scene
with Bonus Mobile Entertainment’s (left

to right) Jonathan Fink, Al Lowenheim,
William Volk, and Sherri Cuono to promote
their new mobile/trading card game, The
Dozens 8 NCsoft's booth rocked to the
sounds of Mutaytor, who extol the virtues
of pyrotechnics, bongo drums, and bond-
age wear! |
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|, GAMER

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

Seth Brenes

via aol.com

s 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
quiz. For every time you
answer “yes,” give yourself
one point.

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 onscreen?

3. Is there a better fish simulator than Odell
Lake?

4. Have you ever named any of your characters
after reality television personalities?

5. Could Super Bomberman work as a movie
starring Jude Law?

If you scored between one and five 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 quiz, we make the rules.

CONTROL FREAK

When | 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. | was anticipating the third installment, but as
soon as | got it, the first two enemies killed me immedi-
ately because | 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

G I The Readers Strike Back

= 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’t. 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 GALAXY OF HURT

Mark your calendars: April
26, 2005 will be remem-
bered as the day Star Wars
Calaxies 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

D e g g T

| found Winkles! He's on page 241!

o e

= 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 service, and you are paying to use it. 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 it. You dont 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 Azeroth 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 | have no clue as to which one |
should get. Right now | have an Xbox and GameCube, and
| 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 yet. 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

Matthew Inverso & = ;
E1L|"'..|'ingr N ]

After countless hours of searching through every Game
Informer | own, my friend and | have finally found
Winkles the magical leprechaun! We'd like our tickets to
Bellvue, please.
WELR
via yahoo.com

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, clearly 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 adult diapers.

» One of these two individuals is lying. Can you guess which

# Now you m why we Itup Winkles hidden

Send your comments to Game Informer. Snail Mail: Game Informer Magazine  Atin: Dear GI ® 724 North First St., 4th Floor ® Minneapolis, MN 55401 Email: deargi@gameinformer.com
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Online play requires Internet Connection, Network Adaptor (for PlayStation 2) and Memory Card (8MB) (for PlayStation 2) (each sold separately).
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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 it's a pyramid scheme.
Those always seem to work out well for everybody JULY

involved. WINNER!
FAMILY MATTERS
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In the the calendar in issue 145, you claim that Joe GARCIA 0 (ol 'J*'“J-t?”*ﬂfé';'-‘é--'

Estevez is the younger brother of Emilio Estevez. Being Spartans: For -, A ‘”t it 'i._;_.—_i.,l':jf‘ . __ G
a huge Mystery Science Theater 3000 fan, | can say AR | : \ if E B4
with certainty that while Emilio Estevez is the younger ik Xl F N ‘*% g |
brother of Charlie Sheen, Joe Estevez is the older brother needs more than '

of actor Martin Sheen (and uncle to Emilio and Charlie). a plumber’s crack

Never ChE“EI'IgE a diehard MST3K fan on who's who In and some [I'IE:]D'

Hollywood. ass daffodils

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 straight. With all of the
shared genetics going on in that family, some sort

ime- ing-with- i Send to: Enter the Game Informer Envelope Art Contest. All you need to do is draw,
OF Jae _travelfmatmg . Sue-SETe Pln.t s the Game Informer paint, scratch, spit, or carve the bi:t dam envelope art you can think of
only rational explanation. As far as the who’s who Envelope Art Contest and send it to us. Please include your name, phone number, and return
in Hollywood part, if we ever have questions about 724 1st St. N, 4th Floor address on the back of the envelope. If you're the monthly winner, we'l
the lesser Estevi, Joe Don Baker, or who's directing Mpls, MN 55401 feature your work in Gl and you'll receive a video game prize from the

a The Pumaman sequel, we’ll let you know. Game Informer vault

CODES AND COPING --

There are rumors of a hidden character in Mario Kart 64 Eﬂ #: L
by the name of Marty. It's been said that in the Bowser's - 1 -
castle level, if you drive around the statue of Bowser three thel !
times, turn around and do the course backwards, then ctREC 1:.5‘* |
circle the statue three times again, you get this elusive PL — ol |
character. Or do you? | need you guys to help confirm this i e ﬂ '

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-

iy A

ries and elaborate hoaxes - like Marty - to give oth- :
ers a sense of false hope. If you are having trouble 4 ad IR
spotting these phony procedures, here’s a handy B A<} J ..
little poem you can recite (taken from Bonk’s Book | R — p—mn Ty ————— NP ——
of Gaming Nursery Rhymes): KELLY SZPUNAR JOSHUA HOOPER SHARECE OVERMYER
“Go kupo yourself, Rayne and Dante give up fighting evil “Lloyd, will you go to the prom with me?”
A young gamer named Alfred Ames sucka!” to become Gorillaz roadies

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 Alfred 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,
Alfred prepared the final leap,

and with that culminating jump...

He proved himself a total chump.

(= )
it R

SO )

JONATHAN REYNOLDS

| CORRECTIONS RGP E I 7 g 0 T
Our list of upcoming Nintendo titles on page 28 of last issue includes -l *ﬁ e

titles scheduled to release in 2005 as well as 2006. On an unrelated note,

VIRGINA JAMES

Keiji Inafune — not Kenji — is one of the creators of Onimusha, so update _
your rolodex accordingly. Lastly, back in Issue 145, we mistakenly printed Not every hidden item can be power Residents of the Cuddlebug homestead were shocked,
Archer Maclean’s first name as Arthur. Sorry, Archer — that Arthur punk bombs and missile expansions appalled, and delicious

meant nothing to us.
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BUT LOSE JUST ONCE AND YOU LOSE EVERYTHING.

BUILD YOUR CAR.

You build your car by winning. Putting your cash back in and using trillions of different
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BUILD YOUR CREW. PUT IT ALL ON THE LINE.

herformance

and design combos. Then you build a crew of support cars, guys to watch your back. And if you've

got the guts to risk everything you've built, you race online for the ultimate prize: the other guyfs.;ride._
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< Gamespy.
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www.juiced-racing.com
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INTRODUCING... THE

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 year'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 unit, but it 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 NVIDIA's

RSX GPU (which is capable of 1080p
nigh-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

PLAYSTATIO

Breaking News, Views, And Technology From
The Cutting Edge Of Gaming

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

18 GAME INFORMER . S——

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 upmmlﬂg console. Tecmo's
Tomonobu Itagaki 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
al  said, “I'm not going
to make any state-
ments on it until |
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
Spfder-Mﬂn logo.

B Sony says that
both the PS3 unit
and controller
are prototypes at
this time




PLAYSTATION 3 SPECS

« CPU: Cell Processor

« | 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 XDR Main RAM at 3.2GHz
* 256 MB GDDR3 VRAM at 700MHz

System Bandwidth

* 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" HDD

/0

+ USB: Front x 4, Rear x 2 (USB 2.0)
» Memory Stick standard/Duo, PRO
» SD standard/mini

« CompactFlash (Type |, II)

Communication

* Ethernet (10BASE-T, 100BASE-TX,
1000BASE-T) x 3 (input x 1 +
output x 2)

« Wi-Fi [EEE 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: 4801, 480p, 720p,
1080i, 1080p

« HDMI: HDMI out x 2

« Analog: AV multi out

* Digital audio: Digital out (Optical)

Disc Media

* Blu-ray Disc: PlayStation 3 BD-
ROM, BD-Video, BD-ROM, BD-R,
BD-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,
SACD, SACD Hybrid (CD layer),
SACD HD, DualDisc (audio side),
DualDisc (DVD side)
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THE INS

AND OUTS
W e Mo3

Sony is giving gamers a lot of options with their PS3s. Thankfully,
it will support a memory storage device besides Sony’s propriety
Memory Stick. SD and Flash memory are supported and can be
accessed by lifting a hatch next to the PS3’s front disc loader.

The rear of the machine houses three Ethernet ports (one
input and two outputs), including the 1000Base-T Gigabyte port.
The system'’s two USB 2.0 slots also reside here (with four USB
ports up front to recharge the wireless controllers), as does the
usual AV multi out and digital optical out. On the left side of the
PS3 is the 2.5” Hard Drive slot, although the actual storage size
of the drive itself has not been announced.

Perhaps the most interesting output aspect of the system is
the fact that it has two HDMI outs. This allows you to hook up
two high-definition monitors. Developers wishing to use this
feature could let players expand the game screen across two
HD TVs into a 32:9 aspect ratio, or they could make use of the
second screen to display extra game info. Furthermore, Sony says
that an extra HD monitor would enable simultaneous functions
such as video conferencing or web surfing during gameplay.

For those lucky enough to have two HD monitors,
you can play enabled games in a 32:9 aspect ratio.
Otherwise, those with just one HD TV can take advan-
tage of an extended gameplay screen and more

By opening the hatch
next to the PS3’s disc
loader, you can access its
memory slots. The unit
supports non-proprietary
SD and Flash memory
cards, as well as Sony’s
Memory Sticks

GAME INFORMER 19
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VISION GT

with a new Gran Turismo, we're glad they're
the PS3. The 90-second clip was impressive,
always look good on new consoles.

was when Sony merged footage

two aren't going to be featured in a game!

M Given how long it takes for developer Polyphony Digital to come out

but let’s face it: Car games
a more i
from Vision GT's Times Square track

with an actual movie clip from Spider-Man 2. No, it was just a demo. The

a head start with

moment

_ FOLYPFRUINTY |
i NI SRt TS 1 A |

FANTASY
Vil DEMO

# Although Square Enix
did not show any PS3

games, it did present
a teasing what-if. The

company ran the opening

e o

layStation 3's fancy spec numbers
mean something to gamers — they
represent the possibility for graphics
like we've never seen before. NVIDIA
has provided the system with the RSX
graphics processor. The chip contains
300 million transistors on its 90 nanometer surface.
According to NVIDIA, 300 million represents the number
you'd get if you added up all the transistors on the GPUs
and CPUs of the PlayStation 2, Xbox, and GameCube
combined. The RSX is more powerful than two GeForce
6800 Ultras combined, and uses its power for shading
that allows for texture maps, normal maps, bump maps,

20 GAME INFORMER

and much more to be calculated per pixel.

NVIDIA co-founder, president, and CEO Jen-Hsun
Huang ran through a number of impressive demonstra-
tions showing the use of the system’s shaders, and Epic
Games CEO and co-founder Tim Sweeney announced
the company’s support of the system with a real-time
demo of the Unreal Engine 3 on the PS3. Sweeney
said that they used per pixel lighting and shadowing
with shaders that were 200 times more complex than
the previous generation. Saying the demo only took
two months to produce, he vouched for how easy the
platform is to develop for. “This was so fast because we
have a lot of experience with PC development and a lot

of knowledge was immediately applicable to PS3, which
has a very nice development pipeline. It was easy to
write for”

Another demonstration not only showed the con-
sole’s power, but its ability to use existing movie assets
to create a more realistic game experience. Using bor-
rowed computer graphics data from Spider-Man 2, a
face model was created for Doctor Octopus actor Alfred
Molina (shown above). The system’s shaders were able
to react to real-time light sources to create different
hues on the virtual Molina’s skin, including transparent
skin effects for the tips of his ears when the light shone
from behind them.
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NEW KILLZONE PROJECT ’- e
® The Killzone demo from developer Guerrilla Games for the 4
PlayStation 3 was so good that people assumed it had to be prerendered. I/ £ <
We can't confirm or deny that, but we can say that it was probably the S 1;'* ;
| most visually impressive demo of the show. There were particle effects
everywhere as vehicles blew up and frantic action as flamethrowers
. torched all those around. Perhaps the most notable aspect of the demo sl
.| apart from its straight detail was how smooth it all ran, p i "
- e N 4

DEMONSTRATIONS

"POWER

M Epic Games' PlayStation 3 demo of its
Unreal Engine 3 was remarkable not only for
its smooth, eye-opening action, but for the
fact that it was all in real-time
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AN INTERVIEW

WITH SONY'S
HAZ HIRAI
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Game Irxformer sat down
with president and CEO of
Sony Computer Entertainment
America, Kaz Hirai

Sony says the PS3 will come out in
spring 2006. Does that mean a simulta-
neous worldiwide launch at that time?
WWe've not yet determined which termitory or
temtones we want to launch in just yet — [who
comes] first, [\who comes] second, or the vari-
ety of combimnations | guess you can do.

Will the Xbox 360 siphon away people
from Sony wwho don’t want to wait for
the PS3?

I'm not too concemed in them getting a
“headstart,” if you will. Interestingly enough,
we've never been first in any generation. So
it’s kind of in keeping with tradition, | guess. Us

22 GAME INFORMER

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 exclusive for what-
ever that period may be. | 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 determine
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
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M Although this first-person shooter is a departure from Isomniac’'s
recent platforming titles, onlookers were excited with what they saw.
The movie of the game starts out like any other next-gen military
title, complete with numerous troops on screen, chaotic cries from
squad members, and impressive smoke and particle effects. When
you realize, however, that the enemies you are fighting include giant,
mutated spiders and humanoid beings with mouthfuls of fangs, the

l game takes on a whole new meaning.

-

il

largest group of users, especially when you
look at the U.S. market. Having said that, we
have a unique challenge with the PlayStation
3 In that, yes, we want to provide an online
structure for the PS3 users. But at the same
time, we have this huge base of PS2 online
users that we don't want to shut out. In addi-
tion to that, 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-conditioning in your car. It used to be
nice to have back in the ‘60s when | was
growing up, but | 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 content, whether it's games,
videos, it doesn't really matter. | 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
| 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...| wouldn't
rule it out completely. | 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! | 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-capable monitors, and that will continue
to grow. | think that with HD-output, at least
the resolution is there to really, clearly 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 great, 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 garner that kind
of devotion?

| 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.




t last year's E3, Sony's chief technical officer Masa Chitani 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, Chitani took the stage with more concrete, applicable details. Sony sees the PlayStation 3 not

T H E 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 wiill
_ p S 3 have greater capabilities when hooked up to a broadband connection.

For example, with an HD IP-based camera (meaning that it has its own Intemet address), you could stage a sock
puppet play for friends in HD as you sit on your couch with a PS3. 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- G
puting. Kutaragi described a situation where you'd put | Cor ted PSP
a DVD file into an online storage server, which would
then draw upon your Cell processor and others (when ~e :

, a0 . . . Cor or thru USB
not in use) to “upgrade” the file from standard to high- L gt
definition video. Frankly, we're a little unclear about the B
details of the process, but Kutaragi says that it's a prior- jpecial Controlier
ity. “This Cell Storage is something that we definitely A
intend to launch! e

NETWORK

DEVIL MAY
CRY 4

M The trailer for Capcom’s
Devil May Cry was very
brief, but it did highlight
some dynamic cloth
movement that will suit
Dante’s flowing combat
style perfectly.

HEAVENLY SWORD

® The video clip of this Sony Europe-developed
title showed a heroine mowing through groups of
enemies with her swords as well as a cannon. The
game was jokingly dubbed “Goddess of War” due
to its surface similarity to Sony’s PS2 game God

B Fifth Phantom
. Saga - Sega

FIGHT NIGHT ROUND 3
[WORKING TITLE]

M During the presentation, Fight Night Round 3 producer Kudo
Tsunoda came and demonstrated the game in real-time. The
detail of the PS3's graphics enabled viewers to see the emotions
of the fighters play out on their faces, giving constant clues as to
their physical and mental states as the fight wore on.
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® Getaway 3 (working title) - Sony
mr Entertainment Europe
Studio

B Tekken (working
title) - Namco
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MOTORSTORM

M This presentation of Evolution Studios’ (WRC: World Rally Champion-
ship) upcoming product literally got people’s hearts racing. it featured
a cross-country all-terrain race between rally cars, buggies, and
motorcycles. It was remarkable for its speed, spectacular crashes, and
very realistic dirt and mud splatter effects. Watching from the driver’s
cockpit view, we watched as mud shot up onto the windshield, only to
be smeared and spread out by the ineffective windshield wipers.
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WARHAWK

M The original Warhawk debuted with the PlayStation, but

this Incognito-developed title is quite 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 combat.
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o go along with the
digital photo transfer
and video conferenc-
ing capabilities of the
PS3, one of the many devices you
can hook up to the system is the
EyeToy. A surprising press confer-
ence highlight was a demonstra-
tion by EyeToy creator Richard
Marks. Using the camera periph-
eral and two cups, Marks showed
the audience how PlayStation 3
players can now have 3D interac-
tion with things onscreen. Taking
his cups, Marks scooped up two
cupfuls of water from

a tub. The water
sloshed and spilled

as he tossed the

liquid back and forth
between the pair of
cups. Although Marks
used a standard
EyeToy for his demon-
stration, a new-style
unit was seen with
the PS3. It is not
known when or if this
new design of the
EyeToy will come out.

Later on, Sony
showed oft a PS3
EyeToy game in development
called Eyedentify. Here you com-
mand two deadly secret agents
by giving them voice commands.
This game mechanic has been
done before to horrible results, so
we'll have to wait and see how
effective Eyedentify actually is
when we get our hands on it.

Meanwhile on the PS2, the
camera peripheral is pushing for-
ward with some new games such
as EyeToy Play 2, EyeToy Kinetic
(an exercise program), and
EyeToy Chat (which allows you to
video, voice, and text chat on a
broadband connection).
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Combine Scorch, Stretch, Stealth and Strike
powers against Dr. Doom and other classic villains

Play as each member of the Fantastic Four in
the ultimate team-based action-adventure game!
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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 spedial that aired the
week prior to the show. In addition, several
planned or un-planned information leaks
(depending on who you ask) meant that the
system's technical spedifications were already
available on Intemet message boards the
world over.
For this reason, Microsoft's briefing
eschewed 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

KICKS OFF THE
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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 crowd that was
sitting behind the presenters onstage, a group
of suspidiously good-looking, demographically
balanced 20-somethings that were either
extremely enthusiastic about Xbox, on mood-
altering chemicals, paid to be there, or all of
the above.

Touting the company's success with the
Xbox, Bach pointed to the over 20 million
owners and two million Xbox Live subscrb-
ers that Microsoft has gamered in a little over
four years in the business. Though it still lags
well behind
market leader
Sony, it's obvious
that Microsoft is
bringing some
serous momen-
tum Into the
next-generation
battle. Bach also
stressed that
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Microsoft is not abandoning the original Xbox,
stating, “In 2006, we'll continue 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. Growth 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 Amernca,
Europe, and
Japan. That's
nght — Xbox
360 will hit the
stores this year

B Football! Everyone
likes football

as the industry’s first three-region console
launch,” he announced. Following that was a
video of Tecmo's Dead or Alive 4, exclusive
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
TheStreet.com in an interview that the Xbox
360 would be “in 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.
) 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 chat,
and the extensive stat-tracking and matching
services made possible by new online user
dentities called “Gamer Cards.’ [For more,
see issue #146, page 19]. With a Media
Center PC, you'll also be able to stream live




B The Godfather

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

All in all, it was impressive. As successful as
Xbox Live has been, these new features and
services will likely mean that Microsoft con-
tinues its role as the leader in online 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 gamers through the Xbox 360's
online and media functions. 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), VelocityGirl
(a female user who enjoys the community
functions and Marketplace), and Beatbuilder
(a gadget enthusiast who uses his 360 as a
iving-room media center). While it did illus-
trate the versatility of the system, it came off
as youth marketing gone awry, and (especally
in the case of VelocityGirl) somewhat conde-
scending and overly stereotypical.

Following was a brief but amusing video

,f‘_
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featunng Microsoft head honchos Bill Gates
and (a highly caffeinated) Steve Ballmer
arguing whether it was the system'’s technical
specs or outstanding games and services that
made Xbox 360 great. Silly? Sure, but it's nice
to see two multi-billionaires who aren't afraid
to poke a little fun at themselves.

Bringing the conference into the home
stretch was marketing guru Peter Moore, who
brought us what we were waiting for: the
games. First off was a new title by one of the
biggest names in Japanese development his-
tory, Hironobu Sakaguchi, the creator of Final
Fantasy. The crowd was treated to a video
showing dlips from the legend's new title, Lost
Odyssey (see page 43), which looks to be
very much in the vein of his past works.

Interestingly, Moore revealed that every
Xbox 360 game would have to include
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 proclaim “the age
of the jaggies is over.’

~

B Square Enix showed off a tech
gl demo it had created using the
Xbox 360 dev kit
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Following this announcement, Moore
led the audience through a flurry of foot-
age from some impressive 360 products
in development including Project Gotham
Racing 3, Ghost Recon 3, NBA 2K6, 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
great, there were some promising titles
shown only in brief clips, including Sega's
Condemned: Criminal Onigins 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 obligatory appearance by
an EA executive, In this case EA Studios head
Don Mattnick. After some awkward repartee
between Mattrick, Moore, and spedal guest
Raiders offensive tackle Robert Gallery, Mattrick
pledged the company’s support for the con-
sole with six launch titles: Need for Speed:

¥ Kameo: Elements of Power

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!’ Bringing 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 online multiplayer RPG Final
Fantasy XI, which will allow Live users to play
with people from Square’s intemal 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 self-consciously “hip” at times, no one
could argue that Microsoft has come a long
way in a little over 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

One of the novel features
of the Xbox 360 is that it
allows for gamers to customize

their machines with a wide
selection of faceplates (or
“faces” as Microsoft is calling
them), similar to the ones that
have been so popular for cell
phones. If the frenzy kicked off
after Microsoft gave out a special
edition E3 faceplate after their press
conference is any indication, demand
for these accessories looks to be very
high. Quickly after the show, E3 faceplates
were fetching more than $150 on eBay, as
scalpers moved in to make a quick buck.
Here's a few of the initial faceplate models
released by Microsoft, including the infamous
E3 edition.

......
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AN

INTERVIEW

WITH MICROSOFT'S
SHANE KIM

Game Informer sat down
with Shane Kim, the general
manager of Microsoft Game
Studios, to get his thoughts
on Xbox 360.

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?

| 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

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
surpnising to us. | 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 Saint's Row and
Quake 4 shown?

| 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 closed doors
here. | 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 away from the development
cyde. 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 concern 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?

| think we can do great in Japan. One of the
lessons we leamed 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 create 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 with
Xbox going into the next generation. | don't
know that that was necessarily true going
into Dreamcast. 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 lifecycle of Xbox 360.

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. | 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-9s
right now.

As 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, | don't think Blu-ray is the answer to
that. From a platform standpoint, 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. | would be concerned as a pub-
lisher as to what the costs on a Blu-ray disc
are going to be for me. | don't know what that
number’s going to be, but I've heard some
pretty big numbers. That would concerm me
tremendously. That's why we're sticking with
the format that we've got.
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connect E3 05 NINTENDO

NINTENDO
REVEALS

REVOLUTION

SURPRISE NEW

GAME BOY HARDWARE

® Nintendo president Satoru
Iwata shows off a prototype of
the Revolution console

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, “As Nintendo presi-
dent, I'm also all about asking questions.
So, Reggie, | have a question for you. Who's
your daddy?”

Aiter the brief comedy routine, it was
Reggie's turn 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

“unique position” in the game industry, as
both the number two game publisher and
the number two system manufacturer in
the world. Citing the company's strength

in the handheld market, he shrugged off
Sony’s PSP, stating, “The sell-through for DS
stands at 5 million, or more than twice the
level for the PSP. Now, | know what some
of you are thinking, ‘Well, the PSP hasn't

Ko

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

The Revolution will play proprietary
Nintendo DVD-sized discs as well as
GameCube discs. DVD movie playback
is planned but will probably require a
firmware update or hardware accessory

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. "We
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
‘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
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B New York D)
Dave Holland
performed a song
he composed using
Electroplankton
sound samples

Electroplankton

(shown actual size)

A CLOSER
LOOK AT
MICRO

The Game Boy Micro is

far and away the smallest
cartridge-based game
system ever created. At just
4 inches wide, 2 inches tall,
and an amazing 0.7 inches
thick, it's a pretty impressive
feat of engineering. Size-
wise, it's just a little larger
than Apple’s hugely popular
iPod Mini, and at 2.8 ounces
it actually weighs a bit less.
The design, although fairly
simple, is clean and modem,
and the custom faceplates
will allow for a wide variety
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IPod Mini
dimensions
(on side) - 3.6
inches wide
: (the long way)
\ | and 2 inches

it tall. The GBA
Micro dimen-
sions - 4
inches wide, 2
inches tall

of looks. Boasting identical
processing power to the y
GBA SP, the hardware does
offer a better (if smaller)
screen and a couple of
cool additions: adjustable
brightness and a standard
headphone jack

.
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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

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 Micro, 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 unit, but we do have some con-
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Pokémon XD: Gale of Darkness

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. lwata said, “Now
you say you want
a Revolution!” The
compact, black system
(although only a proto-
type, the final version
will be even smaller)
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. lwata did say that
the unit would have
512 MB of onboard
flash memory, an SD
card slot, and wireless
controllers (although a
picture revealed ports
for GameCube memory
cards and controllers as
well). The unit will use
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proprietary, DVD sized discs, but will also
play smaller GameCube discs. DVD movie
playback is planned as wvell, but will likely
not be available out-of-the-box. As of yet, a
la unch schedule and
pricing data has not
been revealed.
Probably the most
exciting news of the
entire conference was
Nintendo’s online
plans for Revolution.
Wi-Fi network play
simmilar to that of the
DS is planned, and
a networked Super
Smash Brothers title will be available for
launch. Iwata revealed that the company is
‘redefining the term ‘backwards compat-
ibility™ through its “wvirtual console” This
service would alloww gamers to download
and play almost every title in Nintendo's
back catalog, induding INES, SNES, and N64
titles. Not surprisingly, this announcement
energized the crowd, who were salivating at
the prospect of having wuniversal access to
what is no doubt the greatest 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 Pincess and a very under-
whelming Battalion Wars. Closing things
off, Fils-Aime stated, “Beyond this year, a
revolution awaits.” VWith so many questions
left unanswered regarding Nintendo's new
console, we can't wait to see what the rest
of 2005 brings for Nintendo fans.
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cComnnect E305 TOP TEN

SPORE

PUBLISHER: ELECTRONIC ARTS =

FORMAT: HL

Will Wright, creator of The Sims, showcased his newest brainchild
at E3, this time exploring evolution in all its complexity. You'll take
a single-celled organism and spend generations growing, altering,
and improving it, eventually establishing a civilization and even
expanding out to the stars. It's an incredibly complex idea that has
been refined into a marvelously simple interaction, making this a
title that should appeal to everyone. The massively ambitious scope
of this title amazed us, and has the potential to be one of the most

flexible and addictive games we've ever seen.

(& ARS OF WAR

FUBLISHER: MICROSOFT -
FO R PMAT: XBOX 360
Epi< Games harnesses the
full power of Microsoft's
neww Xbox 360 with this
intense, futuristic thrill ride
of &a shooter. Mankind is
nearly extinct as a deadly
threat from beneath the
pla n et threatens to finish
the job, and you stand as
a last desperate chance
against the dark tide.
Pushing the boundaries
of detail and cinematic
action in a game, this is the
Xbox 360 game everyone's
tall<ing about.
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THE LEGEND
OF ZELDA: TWwWi-
LIGHT PRINCESS

PUBLISHER: NINTENDO -
FORMAT: GAMELUBE

That most beloved of
gaming icons returns in an
adventure fit to do justice
to all the great games that
have come before it. The
new Zelda will be set in a
massive fantasy world and
boasts some surprising
new twists and dark turns,
even while staying true

to the formula and style
that has made the series
the definitive classic that
gamers love.

-
-
.I
[

'GAME INFORMER'S

PETER
JACKSON'S
KING KONG

PUBLISHER: UBISOFT »
FORMAT: XBOX 360,
PLAYSTATION 2, XBOX,
GAMECUBE, PC

The acclaimed director hand-
picked the development team
for this game adaptation,

and his attention seems to
have paid off. Awe-inspiring
visuals reveal a world of giant
dinosaurs and ever-present
danger. Constant action, fear,
and exotic locations await,
whether you're playing as
hero Jack Driscoll or switching
to become Kong himself!

5 BLACK

PUBLISHER: ELECTRONIC ARTS *« FORMAT: PLAYSTATION 2, XBOX

Offering blistering combat and some of the most frantic firefights ever put to screen, Black
is set to do to the shooting genre what Burnout did for racing games - making it more
exciting, action-packed, and incredibly intense. Giant explosions, whizzing bullets, and
insanely loud guns are the order of the day, and Black should deliver in spades.

6& CALL OF DUTY 2

PUBLISHER: ACTIVISION * FORMAT: XBOX 360, PC

Sequel to the universally lauded World War Il game, Call of Duty 2 follows up its own
unprecedented success with improved technology and a move over to the Xbox 360,

in addition to staying with its PC roots. Despite the glut of WWIl 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

PUBLISHER: BETHESDA SOFTWORKS + FORMAT: XBOX 360, PC

The Xbox 360 allows for some incredible advances in gameplay design, and Bethesda

is ready to 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
characters are living out their own lives, making 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

PUBLISHER: MICROSOFT » 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 sci-fi fantasy setting where magic and technology are caught
in an endless struggle.

9 F.E.A.R.

PUBLISHER: VIVEND!I UNIVERSAL * 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 blurs the line between
reality and illusion to create one of the spookiest experiences yet seen.

10 OKAMI

PUBLISHER: CAPCOM = FORMAT: PLAYSTATION 2

Once again, Clover Studios (the company behind Viewtiful Joe) is taking games in an
artistic new direction. Okami uses a backdrop of ancient Japanese watercolor paintings to
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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ONAKE SET FOR PS3

AND SO IS RAIDEN...

t wouldn't be E3 without a Metal Gear, and this year

Konami's Hideo Kojima kept excitement about

the seres 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

A

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.

KOJIMA®™S MGS4 for PS3.
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DATA FILE

More News You Can Use

SILICON KNIGHTS
GOES UNREAL

Mere months after hooking up with publisher
Sega, Eternal Darkness creator Silicon Knights is
once again making waves. The Canadian devel-
oper has signed up Epic Games' Unreal Engine 3
for all of its next-generation games.

DARKWATCH WATCH

Capcom will now be the publisher of High
Moon Studios’ Xbox and PlayStation 2 game
Darkwatch, which is due out this fall. The title
was formerly being handled by Sammy Studios.

SCARFACE SAYS HELLO
TO THE 360

Scarface: The World is Yours has been delayed
until an ambiguous date in 2006, and the title
will now come out for the Xbox 360 according to
Vivendi Universal. It was going to come out for
the Xbox, P52, and PC, but there is no word as to
whether Scarface will also jump to the PS3.

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-café agreements involving
Valve titles are void immediately. It is believed
that Valve wants to avoid physical distribution
altogether and sell its games solely through its
digital service, Steam.

® Half-Life 2

A.WAKE AND INSANE

Remedy, the people behind Max Payne, have a
new game cooking on Xbox 360, PS3, and PC.
Titled 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.
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_ THE SACRED STONES 3

>

Evil Lurks 1 e Jhadows

Centuries of peace are eclipsed by war as an age-old trust is betrayed.
Uncover the dark secrets that turned allies into enemies as you fight to free
your kingdom. Evolve your armies as you plot a master strategy in
Fire Emblem™ : The Sacred Stones.

www.fire-emblem.com

EVERYONE

Only for

Fire Emblem™: The Sacred Stones © 2004-2005 Nintendo/
GME BOYAMNGE INTELLIGENT SYSTEMS. ™ ® and the Game Boy Advance logo

Fantasy Violence

are trademarks of Nintendo. © 2005 Nintendo.
CONTENT RATED BY
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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 lacks 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 deatroy the Sacred Stones
are realized, endless devastation and suffering await the people of Magvel.

New Fealures

Fire Emblem™ : The Sacred Stones is true to the deep, yet intuitive, gameplay cherished by Fire
Emblem™ 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 Bethroen g
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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THE GOOD, THE BAD, THE UGLY

SA KAG u c H I s H I N E s ‘When You Want Your News Categorized With A Sarcastic Editorial Spin

0 N x B 0 x 3 6 0 ‘. j ! o M Final Fantasy Vi
: ' | e ‘  on PS5one

FINAL FANTASY CREATOR TO DELIVER
TWO RPGS

o . R 7 T, e eyt i a1

Final Fantasy X-2 producer Yoshinori Kitase expects that spin-off titles such as X-2 and Dirge of Cerberus
are being looked at for other installments in the Final Fantasy series. In particular, Final Fantasy V1 is being
considered to receive this special treatment.

# -
T

W BioWare's
Dragon Age
for PC

Atari and developer Reflections have already Jade Empire developer BioWare isn't saying much,
announced the next installment of Driver, which but it has acknowledged that it is working on not
15 set to come out for PS2, Xbox, and PC in March one, but two Xbox 360 titles - at least one of which
. . bl A 2006. Word is that Reflections wants to return to should appear in 2006. Despite the company’s close
SR W Lost Odyssey the series’ roots, and it acknowledges that Driv3r relationship with Microsoft, BioWare is also looking
e failed because it tried too hard to chase the suc- at both the PS3 and the Revolution. It's even con-
icrosoft made big news at E3 by announcing its partnership with Square Enix (see page 28 for Ui o i Crd (ASLAMO Bnchise. ;ﬂl:lﬁi E;;:ﬁ};‘:ﬂg:;gﬂ?mﬁﬁ?m
more), but that wasn't all that got RPG fans excited about the Xbox 360. Final Fantasy master- pedigree. BioWare is currently working on a PC title
mind Hironobu Sakaguchi was on hand to debut the first two creations of his studio Mistwalker. SRR R *-. called Dragon Age.

Blue Dragon (below) is being developed 