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Visit www.esrb.org 
for updated rating 

"""'"""=-1 infonnation. 

• 
•~ shooter unlike any yo~Ye seen before!" - Electronic Gaming Monthly 

"One of our most anticipated titles of 2005." - Official XBOX Magazine 

You've got no past. 

Tbls here's a dlff'rent kinda shooter. 
Swtteh back 'n forth 'tween nrst 

n' third person dependln' on 
If yer gunnln' or brawlln'. 

0 llllll4 0ddllartd lmabllams. Inc. All Rights Reserled. Dltdwlllll 
raglsllnd lrldemar1cs of Oddwoc1d Inhabitants in the US 
n1•01111111ge Eve,ytt,ing• are trademarks or registered 

nt lhe Xbox Logos a-e either registered 
Ols ndenwkl are the property of their 

Shoot Ilvln' ammo like Fuzzles, 
Boombats and Sting Bees at yer enemies, 

each with a pow'rful world of hnrt. 

Ile Oddwlx1d Logo are tradernan<s or 
EA. EA GAMES, the EA GAMES logo, 

U.S.dorotl1ercounllies. Microsoft. 
Ile U.S. lrldlor other countries. 



Welcome, friend. Heard yer that bounty hWJter with the 
mysterious past. Ya hit town ta collect bounties, .111&1'• moolah and 

free the land from tyranny. Better keep t.aai ,louble-bari'el1d creature 
crossbow loaded••~• gotta blast yerithrough a pack of 
outlaws 'n filthy minions if yer gonna up around here. 

I O Hitch up yer boots, Stranger, its time ta e name fer yer self. 

Git on over ta eagames.com. Yer hunt begins January ll8Ul. 
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ADVENTURE 
IS IN THE CARDS 

KINGDOM HEARTS"' 
CHAIN OF MEMORIES 

delivers an entirely new adventure 
and sets the stage for 

KINGDOM HEARTS 11. 
Sora, Donald and Goofy travel 
through many vast and colorful 

worlds in search of their 
missing companions. 

• Encounter over 100 of your favorite 
Disney and FINAL FANTASY"' 

friends and foes. 

• Collect mysterious cards that 
open doors to new adventures, 

unlock powerful abilities, and call 
familiar friends to your side. 

• Experience big, bold graphics and 
high-quality animation. 

Sl;JUARE ENIXN 
www.square•enix.com 

Published by Square Enix, Inc. 
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WRESTLEMANIA 21 
s-see wresllil& as a nidle adivity with stranselY bulky, 
swuty -. Wllile they may be comet on SOIIM! fronts, the 
maN1tM style of wres11i1a should appeal to al-i all fighting 
c- r.s. ad Wmllemania 21 is hoping to brine in the whole 
pn111 -1d with its Xbo1 offering. 
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The all-new midsize Nissan Frontier. With 265 hp, it's the most powerful midsize truck. But what would 

you add? Go on line and choose different paint jobs, aftermarket parts and accessories to create your ultimate Frontier. 

Available winter 2004. Aftermarket wheels, tires and driving lights are shown. Call 800·NISSAN3 or visit NissanUSA.com. Nissan, the Nissan Brand Symbol, "SHIFT_" taghne 
and Nissan model names are Nissan trademarks. Tread lightly!' Please. Always wear your seat belt, and please don't dnnk and drive. Cl2004 Nissan North Amenca, Inc. 

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

SMELL THE 
GLOVE ... ERRR, 
MONEY 

Hollywood is an amazing entity. Though according 
to the always outspoken Cliff Bleszinski, the video 
game industiy should never give credence to the 
Hollywood model by referencing it or even recogniz
ing it I tend to agree with him, but you can't ignore 
its influence on video games, and that the marriage 
of the two industries is inevitable. 

Hollywood has a big interest in video games. I 
come across it all the time, and I don't just mean 
games based on movies. Most of the major motion 
picture companies now have executives in place 
whose sole job is to work with our industiy. Even 
the talent is interested. 

In some cases, like with Vin Diesel, the interest is 
genuine. This is a guy that really likes video games 
and wants to be a part of them (much like our cover 
boy this month, Snoop Dogg). But there are far too 
many people and companies that are only here 
because they can smell the money like sharks in 
blood-infested waters. There are Hollywood agents 
out there right now working their tails off trying to 
squeeze as much cash as they possibly can out of 
the video game industiy, simply because they know 
the money is out there. 

The good news is, gamers are a hardy lot and 
have an amazingly keen sense for smelling and pick
ing out those that are, for lack of a better term, full 
of bull. 

Actors and movie companies that are just going 
through the motions to rake in a little more cash 
will find that gamers aren't as easily fooled as many 
would have you think. 

Those that learn and adapt will take the good 
from both industries and propel video games and 
Hollywood forward, and take us all along with them 
for the ride. This month, our cover story is about one 
of these rare instances where the combination offers 
gamers and movie fans something you can't always 
get A game - in all its interactive glory - combined 
with the storytelling know-how of Oscar-nominated 
director John Singleton. 

Let's just make sure we don't forget the unsung 
heroes of this industiy in the process. In case you 
aren't making the connection, those heroes are the 
overworked and under-appreciated game develop
ers who are the lifeblood that makes gaming pos
sible in the first place. 

if 
Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, ActioryPlatform, 
Driving, Fi151-l'ffion Shooter5 lntffeS!s: Owning Punks On Halo 2 
Multi'player, Freaks 8 Geel:s, The Lord Of The Rings: The Return Of 
The King Special Extended DVD Edition Dislikes: Punks On Halo 2 
Multiplayer, The Vikings' Defense (Or LxJc Thereof), Colds That Never 
Seem To Go AW<fl Current Favorite Games: Halo 2, Ratchet & Clank: 
Up Your Arsenal, Metal Gear Solid 3: Snake Eater, Metroid Prime 2: 
Echoes, MechAssault 2: Lone Wo~ 

10 GAME INFORMER 

Reiner>> relner@gameinformer.com 
Handle: The Raging Gamer Expemse: RPG~ Fighting, ActioryP1atform, Strategy, Sports 
Interests: Substituting Halo 2 For Sleep (Shut-Eye Is For SuckasV, Star Wars: Revenge 
Of The Sith (My Pants Feel Funny), House Of f¥ng Daggers, The Return 01 Underoos 
(Horrayt I Never Have To Be An Adult!), Orion Pax Dislikes: Sniper5 In Halo 2 (Shoot Me 
Again And ... Well. .. You'll Be Sorry!j, The Gaming Lull After The Holidays (Where's My 
Halo 3?!) Current Favorite Games: Halo 2, Grand Theft Auto: San Andreas, Star Wars 
Knights or The Old Republic II: The Sith Lords, Call Of Duty: Finest Hour 

Matt >> matt@oamelnformer.com 
Handle: The Original Gamer Expemse: Fi151·Per5on Shoot~ Actiorv'Platform, Action/ 
Adventure, ActiofVSports Interests: Com~ On Fire's Blue Cathedral, 'What's Love 

I Got To Do Wrth 1tr By Tina Turner (Middle-Aged Mercenary Sex Anthem Ahoy!), The 
Reopening Of Fi151 Avenue, Dr. Pepper Dislikes: Putting My Video Game Hook-Ups And 
Controllers In A "Safe Place" Then Forgetting Where That Is, Mice, The Oosing or First 
Avenue Cumnt Favorite Games: Halo 2, Grand Theft Auto: San Andreas, Super Mario 

- - - --• 64 DS, It's Mr. Pants 

Kato>> kato@gamelnformer.com 
Handle: The Game Katana Expertise: Sports, Raong, Action/Adventure, Action/ 
Platform lntffeS!s: Suedeheads And The Style Council, The Life Aquatic With Steve 
Zlssou, Casino, That All My Limbs And Digits Are Where They Ne Supposed To Be, 
Ron Artest's Brand Of Vigilante Justice Dislikes: That I Don't Have The Balls For A Life 
or Cnme, Wanting To Oean My Entire House N. 3:00 AM Like A Manic DepresS1Ve 
Current Favorite Games: Metal Gear Solid 3: Snake Eater, God or War, The Lord Of 
The Rings: The Battle For Middle-Earth 

Lisa >> lisa@gameinformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: The lnaedibles, Timing How Long It Takes For Someone To Draw 
Something Crass On The DS Chat (About 3.7 Seconds, On Average), Sourdough Bread 
Dislikes: Puke On TV, Some Features or Knockoff DVRs (HDTV Is Rocking My World, 

, Though), Eminern's Encore Current Favorite Games: Prince or Pffiia: Warrior Within, 
Halo 2, Star War.; Knights or The Old Republic II: The Sith Lords, Resident Evil 4, Metroid 

- ~ -u Prime 2: Echoes 

Jerem >> 'erem ameinformer.com 
Handle: Gamezilla Expertise: Fi151-Person Shooter5, Survival Horror, Action/Platform, 
Fighting, Strategy/RPGs lntffeS!s: Games That Let Me Eat The Brains or My Foes 
(Finally!), Coupling Season Four On DVD, Seed Of Chucky (A Family Drama With Killer 
Dolls!Q Dislikes: The Fact That All Movies Nen't As Good As The lnaedibles, Dreaming 
About Playing Halo 2 (Please, Let Me Out Of Your Grasp!), The Amount Of Money I Spend 
On ComlCS, DVD Overload Cumnt Favorite Games: Halo 2, Def Jam: Fight For NY, 

~ WN£ Wrestlemania 21, Sid Meier's Pirates!, Astro Boy: The Omega Factor 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi151-Person Shooter5, Fighting 
Interests: Red vs. Blue (Why Didn't I Know About This Sooner?), Long-Awaited Games 
Being Released, Halloween In Madison, Meat & Cheese Fest 2004 (Tums Out Some 
Good Stuff Does Come From W1SConsin) Dislikes: Hockey Withdrawal, Trying To Put 
Together A Baseball Team On $54 Million, Fans Who Think They're Entitled To Abuse 
Players Current Favorite Games: Halo 2, The Lord or The Rings: The Battle For 
Middle-Earth, Medal or Honor: Pacific Assault, World of Warcraft, Guild Wars 

Joe>> ;oe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platform, 
Puule lntffeSls: The /naedibles, Becoming A Demon Barber In London, Thunderwear, 
Spiced Apple Brew (Pour That Down Your Holiday Hole!), Punchin' Lumberjacks For Fun 
Dislikes: Movies That Ne Not Entitled 'Toe lncredibles", Games That Are Entitled 'Toe 
lnaedibles," Saw (Use Your Shirt To Reach The Phone, Dummy!), All Nogs (Egg And 
Otherwise) Current Favorite Games: Metal Gear Solid 3: Snake Eater, Devil May Cry 3, 
God of War, Kingdom Hearts, It's Mr. Pants 

Miller >> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, Fi151-Person Shooter5 Interests: Halo 2 As A Near Religious Experience, Caramel 
Apple Empa~ The tnaedibles Movie, Snowmobiling Season Dislikes: Getting Kicked 
In The Face, Watching My Coworker5 Eat Scorpions, Reality TV Taking Over The World (I 
Will Fight You To My Last Breath, VillainQ, My Time Away From Halo 2 Current Favorite 
Games: Halo 2, Grand Theft Auto: San Andreas, Metroid Prime 2: Echoes, Immortal Cities: 
Children Of The Nile, The Incredible Hulk. World or Warcraft, Dead Or Alive Ultimate 
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BEFORE 

Become a swashbuckling buccaneer with Sid 

Meier's Pirates! The Hall of Fame PC game 

sails into the 21st century with loads of new 

features and eye-scorching 30 graphics. 

Raid enemy ships, pillage colonial outposts, 

• 

• I 

Violence 
Suggestive Themes 
Alcohol References 

AFTER 

let loose thundering barrages of cannon fire. 

But remember, the rest of your life depends 

on your every decision. You might retire a 

wealthy privateer. Then again, you might end 

up in Davey Jones' locker. Shiver me timbers. 

01004 Atari Interactive, Inc. All Rights Resecved. All trademarks are the property of their respechve owners. Manufactured and marbled by Alan. New York. N'( Sid Meiefs Pirates' C,1004 firws Games. Inc. All R1&hts Resecved. 
Pirat6'!0 is a U.S. registered trademar1t firax,s Games is a trademarf< of f,rax,s Games, Inc. 0 1004, All Tech~ Inc. All and the All logo 1<1 trademarf<s Mid/or r"IJstered tradtmarf<s of All TechnoloeJes Inc. 



·=========· • S PY ... ... ' . . ' ~ 
•• • • •• C 

, ::: .. :: ... ::: ·, "· ;r Candid Photos From The Seedy Underbelly 
,. ••••••••••• • f .d d z .: .: :. ' 0 The V1 eo Game In ustry 

12 GAME INFORMER 





·====· GI •••• • • •• ••••••••• • ••••••• ••••••••• ••••• 
• : .: The Readers Strike Back 

PRIMAL INK 
One of my favorite video games is Primal for PS2, and 
I have decided to adorn myself with the same tattoo as 
the game's heroine Jen. Now, a friend of mine insists that 
SCEE Cambridge could sue me for copyright infringement 
I say no way. Could you help us to settle this dispute? 

I \ 

~ \ 

( 

V 

I -

~ 

Lindsay Cook 
Orlando, FL 

■ Since you're 
contemplating 
transforming 
yourseH into a 
walking adver
tisement for its 
product. Sony 
probably won't 
be too upset 
Just don't get 
all entrepre
neurial and 
start a small 

business in which you charge people admission 
to gaze at the (admittedly cool) symbol embla
zoned onto your back. Then you might have some 
trouble - especially if you also set up the obliga
tory gift shop selling • 1 Saw Lindsay's Copyright 
lnfringemenr and •cram it, SonyfW t-shirts. 
Otherwise, you should be okay. 

TALKIN' PURTY 
I've been a subscriber to Game Informer for quite a while 
now, and as a reader I've disagreed with some reviews 
and agreed with others. To disagree with your opinion is 
one thing, but I rarely take issue with the words you use 
to express that opinion. However, in your Rome: Total 
War review, I saw a classic example of what I like to call 
'pretentious word use," and that would be the usage of 
verisimilitude. 

I've studied Latin (which is where the word comes 
from), and I have a robust vocabulary, so I perfectly 
understood what you were trying to say. I can estimate, 
though, that only a small percentage of your readership 
even knows what verisimilitude means; it is an obscure 
word that has an easy substitute - truthfulness. It struck 
me as odd that you would use a word of this caliber; this 
isn't an intellectual magazine, it is a magazine that reviews 
video games. 

John Levine 
via e-mail 

■ You might be on to something, John! All of these 
years of having faith in our readers' intelligence feel 
like such a waste. It makes so much more sense 
to assume that all gamers are all intellectually 
vacant dullards frt only for single-syllable fare like 
•good,• •ugh,• and •lint• However, for you lucky 
readers who, like John, have a robust vocabulary 
and perfectly understand those big, scary words, we 
have a real treat this month. We managed to obtain 
special permission from the Federal Department 
of Pretentious Words to use both •moribund• and 
•puerile• in the same issue! Read on, you fortunate 
few literati, and tum your mind into an erudite 
cudgel with which to bash the overripe heads of 
linguistic plebeians. 

WHEN PHILIPS ATTACKS! 
In your November issue of GI [if 139] you mentioned 
something about Nintendo losing a court case to Philips 
over the Legend of Zelda franchise. Please explain this, and 
be serious. 

Lance Howard 
via msn.com 

■When it comes to Zelda, we're always serious -
except for the odd •boy in green tights• crack. In all 
honesty, the story behind the CD-i titles featuring 
Nintendo icons isn't as simple as a single court case. 
Nintendo and Philips had been working together to 
create compact disc-driven hardware that would be 
compatible with the SNES (a partnership that later 
drove Nintendo's former ally, Sony, to release a little 
machine we now call PlayStation). While their col
laboration was underway, Nintendo granted Philips 
permission to use Mario and Link in a limited num
ber of titles. However, when Nintendo abandoned 
the SNES disc-based project (and its partnership), 
Philips still retained the legal right to make those 
games. Of course, it lacked Nintendo's development 
prowess, and as a result Hotel Mario, Link: Faces 
of Evil, Zelda: The Wand of Gamelon, and Zelda's 
Adventure will forever be remembered as stains on 
Mario and Link's respective overalls and uncannily 
fashionable hosiery. 

TALES OF OVERSIGHT 
In your article about the Tokyo Game Show 2004 [if139] 
you wrote that Tales of Eternia is a new RPG coming out 
for the PSP. Isn't it just a remake of the PlayStation's Tales 
of Destiny 11? It sure looks like it from the screenshot 

Nicolle 
via e-mail 

■ You have indeed caught us in the throes of a filthy, 
detestable lie. Tales of Etemia is essentially the 
same game that American gamers got in Tales of 

■ Welcome to the online gaming business strategy. 
Before you go crying foul play, lef s do a little research. 
EverQuest, Final Fantasy XI, and Star Wars Galaxies, 
three of the most popular MMORPGs. are all currently 
in the S 13-S I 5 per month range. H shouldn't be too sur
prising that World of Warcraft and EverQuest II, the two 
most anticipated additions to the genre, will fall into 
the higher range of that spectrum. Gaming isn't like 
surgery - you can't just roam the shadowy streets hop
ing to find someone who'll do it for cheap. H you want 
quality, you've cotta pay. 

Destiny II, not a new entry in the series. However, 
remember that the PSP version is a remake, not a 
direct port With enhanced gameplay and graphics, 
fans should still find something new to enjoy this 
time around. No U.S. plans for the title have been 
officially announced, but given the success of Tales 
of Symphonia on GameCube last year, the time is 
certainly ripe for Namco to start cashing in on the 
Tales series once again. 

DEALING WITH LOSS 
As a hardcore fan of the Tony Hawk series, I had planned 
on obliterating THUG 2 by completing absolutely every 
goal on every difficulty setting, plus finding all of the gaps. 
It took hours upon hours of constant playing, but eventually 
I got everything done except a few little things. I decided to 
take a break, but when I went to save my game, the PS2 
froze on the overwriting screen. I sat there for about 20 
minutes, but eventually I gave up and shut off the system. 
I came back later, anticipating that I would attain my goal 
and earn my bragging rights, but when I tried to load my 
game, I only see the word "damaged" by the save file. All 
my hard work, down the toilet! Only a gamer knows true 
anger, hatred, and regret 

David Bierhaus 
via e-mail 

I recently came home from a hard day at work, looking 
forward to sitting on my couch and playing some games, 
when I realized that someone broke into my house and 
stole my PS2, controllers, and memory cards! The funny 
thing is the thief took it all across the street and sold it at a 
pawn shop (1 went there first to ask if anyone had traded 
in my things). I called the police and filed a report, ask-
ing if I could get my gear returned to me. I was told that 
the detectives might need it for evidence, so it could be a 
while before I get anything back. I would go buy it all again, 
but without my memory cards, what's the point? I'm just 
screwed, I guess. 

B. Hall 
via yahoo.com 

Send your comments lo Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North Firsl St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 
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■ No ffllltter who you are, there are certain things in 
this life that will form a bond between you and other 
people who have suffered the same tragedy. It might 
be the death of a pet. an emotionally harrowing 
experience, or the sudden loss of hours of your video 
gaming career. Gentlemen, we speak for all gamers 
when we say that you have our deepest sympathies, 
and you need only look as far as your fellow gamers 
for hope, support. and memory cards with saves to 
copy. Anything to help ease the pain. 

GETTING cozy WITH CJ 
I just wanted to say that you guys were right on in declaring 
Grand Theft Auto: San Andreas one of your favorite games. I 
recently picked it up, and it is absolutely unbelievable. It has 
more content than I could have ever asked for. I declare it 
the video game of the century. 

Jeff Fitzpatrick 
via yahoo.com 

I think that I am going to have to cancel my subscription to 
GI. I don't have time to read or take showers or sleep now 
that Grand Theft Auto: San Andreas is in my PS2 disc tray. I 
hope it's comfortable, because it isn't going anywhere soon. 

Kyte 
via e-mail 

■ The world of San Andreas is so vast. it might even 
seem alive at times. And, like anything else alive 
in your home (like animals and plants), it requires 
proper care. To keep your game from getting hungry, 
be sure to leave several plates of lunchmeats lying 
on tables and under radiators (it especially likes the 
variety with little embedded pimentos). It might get 
tired and sore as well, so ifs probably a good idea 
to buy an old castle Grayskull playset and stuff it full 
of Kleenex and cotton balls. That way, GTA: SA has 
a comfy (and totally awesome) place to rest when it 
isn't ardently spinning in your disc try, tirelessly danc
ing for your affection. 

THE CORRELATION 
I am a proud subscriber to your magazine, and it is the best 
sleazy (with all due respect) one out there. \/1/ny sleazy, you 
ask? Lately you seem to just be printing articles and ads 
about naked video game girls. \/1/nat happened to all of those 
random elements you used to include? Please stop with all 
the nekkid hooey and bring back the unexpected laughs. 

Aaron Johan 
via yahoo.com 

■ In the interest of academics, we decided to get 
to the bottom of this •increased nudity, decreased 
randomness• relationship. We asked our resident 
statistician, Professor Science, to analyze the trend 
and offer his professional opinion. What follows is a 
transcript of our discussion: 

Professor Sdence: It seems obvious to me your 
humor-secreting glands mysteriously shut down 
In the presence of nudity. 
Game lnfonner. How do we funny ourselves 
bade up? Classes? Drugs? Watching Johnny 
Dangerously? 
PS: The problem: I'm itchy, and too lazy to 
scratch myself. The solution: killer bees. 
GI: [Backing away slowly] Of course. Thank you 
for your time and expertise. 
PS: [Waltzing by himself] I have a Ph.D. in 
Upstick! 

So, despite inconclusive results, we've decided try 
to refrain from •nekkid hooey- in the future, though 
we make no similar promises regarding horsefeath
ers, poppycock. or balderdash. We're only so strong. 
after all. 
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RUO LIN LI 
"Okay, first we kick ass, then we go to 
Claire's for more fabulous accessories" 

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

DAVID SMITH 
The way this guy's 
striking a pose, 
you'd think he was 
humanity's savior 
or something 

► 

Send to: 
Game Informer 
Envelope Art Contest 
724 I st St. N., 4th Acor 
Mpls, MN 55401 

"Of course you can trust 

me. Now just close your 
eyes and you1I get a big 
surprise!" 

MARTIN 
SANCHEZ 
When Kato 
drives into 
the parking 
lot. weal! 
feel a little bit 
smaller 

Sora's a sucker for those old·timey 
black and white glamour shots 



You're racing against time. 

You're running out of air. 

You have a pink football head. 



E 
lectronic Arts employees are 
planning a dass-action lawsuit 
in a Santa Monica court against 
the most prosperous third-party 
publisher in the industJy. The 

issue at hand relates to the alleged non
compensation by EA to employees for 
working overtime. As of the time of this 
writing. lawyers were still tiying to obtain 
"dass action• status from the court (a 
type of suit which covers a large group of 
individuals). 

Game Informer talked with Miranda 
Colby, who spoke on behalf of the plain
tiffs law firm, Schubert & Reed, who told 
us that should they be granted dass sta
tus, the lawsuit would ask for settlement of 
unpaid overtime, plus statutory penalties 
and punitive damages. According to Colby, 
EA has already unsuccessfully tried to have 
the punitive damages and the dass certifi
cation in the case dismissed. 

This may just be the tip of the ice-
berg. According to a white paper survey 
from the International Game Developers 
Association aiticizing the "immaturity of 
current business and production practices• 
that are "severely crippling the industJy," 
46 percent of overtime is under-com
pensated by employers (such as giving 
"comp time• - days off as compensation). 
Furthermore, the non-profit professional 
association claims that studios' "crunch 
time• (the period before a deadline) is 
omnipresent during development 
35 percent of the time, not just 
during certain periods, 

causing employees to work 65 to 80 
hours routinely. 

EA would not comment on the litigation 
specifically, but did send us a statement 
that in part read, "As the industJy leader, 
EA generates a lot of attention on issues 
common to all game developers. Everyone 
who works in a game studio knows that 
the hard work that comes with finaling 
[sic] games isn't unique to EA EA remains 
committed to our customers and our 
employees, and will continue to do all we 
can to ensure EA is a great place to work." 
The statement also cited that the company 
has an anonymous bi-annual employee 
survey that is used to make changes in 
policy. 

This potential lawsuit comes on the 
heels of a spate of tell-all accounts from a 
variety of sources. Game Informer contact
ed one current EA employee who reiter
ated the unique position many developers 
in the industJy face: It's undeniably hard 
work, but it's worth it "We're all sick of the 
working conditions and hope something 
happens to fix the situation - but we also 
like our jobs, and no one wants to lose 
them or hurt their career by talking about it 
in the open. And believe me, if you do 
raise a fuss about overtime 
or 'slave labor' 

you will be 
blacklisted, 
and at the 
very least, 
get f--<i 
over come 
raise time. 
Even with 
all this 
though, there's still nothing else I'd rather 
be doint 

According to our source at EA, a crunch 
time schedule of 10 a.m. until past mid
nigh\ six days a week for three months 
from alpha to final wasn't out of the ordi
nary. Sometimes these 

are finished, 
thus keep
ing them in 
a perpetual 
crunch. "EA's 
response 
was that 
they would 
attempt to 

minimize this, but would make no guar
antees.· 

Of course, even within EA, experiences 
do vary. Game Informer spoke to some 
other developers who noted that crunch 
times are inevitable, but it doesn't have to 

be hell. In its survey 
hours extended to seven 
days a week towards the 
end of development Our 
source said that comp 
time of a week or two off 
was "usually" awarded. 

"We're all 
sick of the 

paper, the IGDA even 
singled out compa
nies like BioWare 
and Firaxis as among 
those who success
fully balance the 

According to 
one blog from an 
anonymous spouse 
of an EA employee at 
www.livejoumal.com, 
comp time may be a 
thing of the past from 
the publisher. "EA 
recently announced tha\ 

although in the past 
they have offered 

working 
conditions 
and hope 
something 
happens 

work and well-being 
of their employees. 
Unfortunately, making 
games - especially 
given the market's 
insistence on both 
quality and timeli-
ness - is always going 
to be the hard work 
that it is, requiring the 
dedication of a cadre 
of focused people. essentially a type of 

comp time in the 
form of a few 
weeks off at the 

end of a proj
ect. they no 

to fix the Not helping the situ
ation, ironically, is the 
masochistic culture of 
some workaholics in situation ... " 

longer wish to do this, and 
employees shouldn't expect 
it" Furthermore, this blog 

daims that there is 
concern among EA 
developers that the 

company wiTI reas
sign them to other 

teams' crunch 
times once 

their projects 

the industry that see 
putting in outrageous numbers of hours as 
a test to weed out those who truly want 
to make video games. Our anonymous 
development source pointed out that 
the desire to work in the industry is used 
against employees at EA, which uses this 
fact as leverage. "[Management's] attitude 
towards most does seem to be, 'If you 
don't like it, quit We'll find someone else'. 
There is the odd exception here and there 
for the really good engineers and artists, 
and they'll be more accommodating for 
them. But for most of us? They don't 
admit there is a problem and consider 
the hours the price you pay to work in the 
industJy. But as the biogs have said, we 
get to make games for a living. and that's 
what keeps most people here.• 





PSP LAUNCH ACCESSORIES 
Note US launch acn•\VJflt•\ and thf:tr µfices lwve not het•n off1C1olfy announci•cl 

Memory Stick Duo 
(32 Megabytes) 

Price: 
2,800 yen ($26) 

PSP AC Adapter 
(1 OOV-240V) 

Price: 
3,500 yen ($33) 

PSP Battery Pack 
(rechargeable) 

Price: 
4,800 yen ($45) 

PSP Soll Case 
(black) 

Hand Strap 
(white) 
Price: 

2,000 yen ($19) 

PSP Headphones 
with Remote Control 

(white) 
Price: 

2,800 yen ($26) 
Remote Control 

functions: 
play, pause, fast

forward, fast-rewind, 
volume, and hold 
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S ony has helped clear up some of the lin
gering questions regarding the PlayStation 
Portable - most noticeably by revealing a 

19,800 yen price tag for the Japanese model. 
That translates to under $200 - a price that is 
expected to hold true for the PSP when it releas
es in America during the first quarter of 2005. 
The handheld will also come with an AC adapter 
and battery pack. Apart from this basic pack-
age, Sony is offering a 'Value Pack" 
that costs 24,800 yen ($234) 
which includes the system 
and the accessories, 
that will also be 
sold separately. 
The handheld 
is scheduled 
to appear first 
in Japan on 
December 12, 
2004. Sony 
is expecting a 
dozen games 
to support the 
system at its 
launch, with 20 
more rolling out 
before the end of 
the year. 

When the final 
design unit for the plat-

II, 

.. .,; 

itself. 'We set a price that's just right to hit a 
sweet spot," said Kutaragi. 

The PlayStation mastermind also weighed in 
on the hot topic of the PSP's battery life, dou
bling the early figure that Sony gave. Kutaragi 
said that the rechargeable battery should be 
able to play games for four to six hours of 
continuous play when the screen brightness is 

set to maximum, the headphone volume to 
medium (instead of using the built-in 

speakers), and without wire
less LAN play. However, 

this wasn't absolute, as 
Kutaragi pointed out, 

"A puzzle game will 
last longer, but 

Ridge Racer [for 
example] will 
probably be 
shorter than 
that" As the 
lifespan of 
the PSP goes 
on however, 

and developers 
utilize it more 

efficiently, he said 
that he expects the 

battery to eventually 
last for a flight from 

Tokyo to New York - a 
14-hour journey. form was announced at this 

yeafs E3, many in the industry 
and public thought that the unit 
would retail for $300 or more. 

PSP creator Ken Kutaragi 

For import gamers, Sony gave 
some good news by saying that 
the PSPs titles won't be region 

encoded. It did stipulate, however that games Creator Ken Kutaragi recently denied that the 
PSP's price was influenced by rival Nintendo's 
decision to charge only $149 for the Nintendo 
DS. Instead he said that it was because many of 
the parts used in the PSP were made by Sony 

are tested for quality assurances purposes in the 
region that the title is intended for. So if you play 
a Japanese game on your U.S. PSP, for example, 
it may not be 100 percent bug free. 





THE Gooo; iHE eAo:·•tHE UGLY • • ': 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

BAD 
S.an Burtt ol Catifomia ~ gMf11 powtf lO lht 
peoplt. Tht gamtf has filtd a class-action law5uot 
agamst Microsoft on behalf ol anyone who owns 
an Xbo~ crung lhat his consolt stopped rtaclins 
any and all discs after less lhan a year ol us,. Oonl 
laugh, Sony - what dots "disk read error" meanl 

UGLY 
Gran TLrismo fans can loolc knard IO ompor1ing 
lht spt<ial tdibon Nikt...,.,. ol GT 4 lhatmmos 
wrth limit,d tdibon shoes and a slwt lhat Mds 
wrth yot>" EytToy, 0< ,.,.,;c, btcaust atalcl< 
Kazanori Yamau<t,i wants IO matt a garnt caled 
Gran Tl.ffiiOO f0< Boys. What you canl loolc fo<ward 
lo~ a GT 4 '°'""'8 OUI this ye• Tht 1ame's bttn 
dtlaytd oolil lht first quarter ol 200S. 

GOOD MEDAL OF HONOR 
DOGS OF WAR-

lltspde lht dishooorable disd,arge ol Risoia SI.II. £A• bad Wllll anolhtf Mtdal ol-c:onsolt gameSl-.t 
Dogs ol War. Tht PSl, Xbo~ GamtCubt shooter pliS you fl lht bools ol Ll v.lliam Holl Ht ar>d his ,quad hawt 
been g""'1 a staet mission directlyfr0<0 lht Prtsldent..t.dlwll lal<t you 10 low deasM! baalts fl WW IL 

GOOD 

BAD 
Rar, • al. agaon. This ..... lht notonous 
cte..lopor • dtlayins lht Xbox ,.,,. 
Kan1eof0< an unspeofitd.......Colmnt. 
Tht company says that lht changes wil bo 
both major and minor. 

LucasAtts p,esidenl Jim Ward lel slip on lht publisher's now plans f0< an upcoming Star Wars RTS - a lillt 10 
ht developed by P,troglyph, whi<h has employtts foont!ly with Command & Conqutr ataton Wtstwood. 

BAD 
After admitting as much in OlK one-<JrH>Oe inlem<w 
last issue, l.ionhead godhead Peter Molyntux olfi<ialr 
announced that WOO< was being~ on BC 
(wmch was being developed by Intrepid). Tht 1it1t 
was supposed IO '°'"' out for lht Xbox early ne,ct 

year, but wil bo indefinilely shelved - probably 10 
- on Xbox l al SO<Ot lane in lht IUl1n. 
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UGLY 
What better way lo marl< lht 41st anniwrsary ol 
lht assassination ol President John F. Komedy than 
by shooting him yoooell? A llir0< has developed 
over Traffic Garnes' JFK Reloaded. which pliS you 
in lht shoes ol Let HaMy Oswald as ht f.-es oo 
lht President's moto<cadt fl Dtaloy Plaza. Tht aim 
ol lhis g ... is. ironoc.aly, IO p,ow, lhat Oswald was 
lht fono shoolor - SO lht - IS not only last"'5s, 
~s also historic.aly inacrurale. 

, IIH' (IJ ui~ H 111-¥1Hl4',1'1foii1'1lbi¥111\J[l(fflrjjlj{ 
You can tell yourself you bought it for Mario 
and Metroid, but the world knows that the 
true Pf of the DS lies in sending crudely
drawn dirty sketches. In Wangdoodler, an 
expansion of PictoCha~ all pretenses of 
casual discourse have been swept aside, 
clearing the way for a bevy of features that 
allow users to draw obscene and offensive 
illustrations with greater efficiency and preci
sion. A variety of stencils will be pre-loaded, 
ready to trace and transmit with Just a touch 
of the stylus. Wangdoodler will also feature 
compeUtJve multiplayer, pushing the bounds 
of good taste by challenging users to create 
increasingly horrifying and disproportionate 
approximations of you-know-what If you 
don't feel that your skills are up to par, the 
training mode will indude various connect
the-<lots designs to prepare you for the 
exciting world of freehand wangdoodling. With its high giggle-factor and likelihood to offend everyone 
near it this game will be ideal for school and various formal occasions populated by squares who 
need a good freakin' out 'Mlile much of the soundtrack has yet to be ironed out it is certain that Ted 
Nugent's "Wango Tango· will be the musical cornerstone upon which this game stands firm. 





DATA FILE 
More News You Can Use 

UEMATSU LEAVES SQUARE 
After 20 y,,an d ""'1lO<il>lt 111US1C. lamtd 
Square Enix Comp<>S<f Nobuo u.matsu ~ ltilY

ing the company ID loon hos own 5IUdio CAlod 
Sm!e Pit.,. -..+oich ~ conbou< ID woit with 
the dMloper/publisher on RPGs 

ODDWORLD'S NEW STRANGER 
The name ol the upcom,111 ~ bllt has 
been changed lo~: Slra"lef's Wrath. 

EA SPORTS BARGAINS 
FOR SALE 
Eltctronoc Arts is lowtnns pnces aaaon. Mt 11 

'""" '°' the holiday season. Maddtn Nn 2005, 
NBA Livt 1005, and NHL lOOS WIii ii rNil lrom 
now on 10< Sl9.9S. M .. nv,11ilt, NCAA Food>al 
lOOS will sell lo, Sl9.95. 

MUTIE SCUM LIVE ON 
Befor• the dust Mn settled on X-Mtn: l.ei<nds, 
publisher Activision and dewlop<, Ravtn 
Software announced that they-• weady 
woitmg on a sequel. In - Marwl news, the 
ComK publ,she, K SW\I NC5oft and Crypbc 
Studios Offl the MMORPG Cxy d Heroes. argu
'"I that the game's char.a« m.m I•-• 
allows players to mate heroes that are lDO dose 
to MaMl's own. 

CODEMASTERS RACES TO PSP 
Tht PSP got two ol Codemoslen' best Coin 
McRae Rally lOOS (p,clUred) and TOCA Race 
Driver l : The Uhimate Racing SonutalD< wiR boCh 
appear on the hondheld this spring. 

NMRWINTER WARES FOR SAU 
BioWare has opened the doon to its onllne 
store, which ~ sellins IIYee Neverwinter Nights 
expansions made by either the dMloper 
IIStlf °' mernben o1 .. 1oo1s commun,ty. The 
pads can be downloaded lor anywhere lro,n 
lree ID S5. They also rang, in play,ng-
lrom lh<tt lo eight hours. Check them out at 

www.btoware.com. 
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W WE has. filed suit agaI.nst Jakks PaoflC and THQ over alleged 
charges of bnbery in the negotiations for the WWE video 
game IICense, which Is co-owned by both Jakks and THQ. 

The suit claims that Jakks bnbed a former WWE executive who was in 
cahoots with the company in order to secure the contract. specifically 
naming Jakks CFO Joel Bennett. chairman and CEO Jack Friedman, 
and the president and co-founder Stephen Berman. WWE is not only 
seeking punitive damages, but the dissolution of the Video game 
license contract. 

Although the lawsuit mentions THQ the publisher is not being 
directly targeted fdr wrongdoing. The company is involved solely 
because WWE Is seeking to terminate all Jakks contracts - which 
therefore includes the one THQ secured to make Video games. In 

ElD 

SPECTOR QUITS 
ION STORM 

a statement THQ says it was unaware of Jakks' dealings, and that it 
believes that "the WWE is pleased with the manner in which THQ 
has managed their brand ... ~ 

The publisher's current contract with WNE was signed in 1998, 
and is scheduled to run until 2009 - barring any changes brought 
about by this litigation. Before the contract was awarded to THQ and 
Jakks, Activision had submitted a higher bid, but was refused. It is 
unknown if Activision would once again pursue a licensing deal with 
WWE should things fall apart with THQ. Game Informer contacted 
representatives at Activision, but they would not speak on the matter. 

For the time being. THQ says that none of its games - includ• 
ing Wrestlmania 21 (see our feature on page 66) will currently be 
effected by the lawsuit 

SHIFTS TO CONSULTANT FOR EIDOS 

A fter months of rumors, Eidos announced that Warren Spector has left his position as 
studio director at Ion Storm (an Eidos subsidiary). An excerpt from an official Eidos state
ment reads as follows: -Warren has chosen to pursue personal interests outside the 

company, but he will continue to work for Eidos as an IP consultant His insight and expertise 
is highly valued by Eidos, and the company looks forward to continuing its relationship with 
Warren in his new role~ 

Back in May, it was prematurely reported that Spector had been laid off along with a round 
of other employees from the Austin-based subsidiary. He was even rumored to have enter• 
tained an offer from Midway to head up that company's Austin studio. Regardless, all has not 
been well at Ion Storm. Deus Ex: Invisible War fell short of its predecessor, and didn't sell up 
to expectations. 

Spector was alleged to be working with Crystal Dynamics on the new Tomb Raider, but that 
hasn't been confirmed. Game Informer contacted Eidos about Spector's new role, but the 
company could not comment on any new projects he would be consulting on. 



Em 

ROCKSTAR 
REINTRODUCES 
SAN ANDREAS 
SOUNDTRACK FEATURES STORY PREQUEL 

W e've become accustomed to Rockstar delivering a killer soundtrack to its Grand Theft Auto 
games, but the publisher is going one step further by offering a prequel story that leads up lo 
events in San Andreas when you buy the double-disc edition of the soundtrack (an eight-disc 

box set is also available). This extra DVD entitled "The Introduction" shows key moments leading up 
to the beginning of San Andreas in cinematic form as told through the eyes of various characters in 
the game. It touches on events such as the corruption within the LSPD, the history of the Grove Street 
Family conflicts, and the rift between Sweet and Carl, among other things. 

Track listing for the GTA: San Andreas double-disc soundtrack 
CD 1 CD 2 
I. The Theme From San Andreas 1. Ohio Players - Funky Worm 
2. Rage Against The Machine - Killing In The Name 2. Hearl - Barracuda 
3. 2 Pac - I Don't Give A F--k 3. Compton's Most Wanted - Hood Took Me Under 
4. James Brown - The Payback 4. Lyn Collins - Think About It 
5. Ronnie Hudson - West Coast Poplock 5. Public Enemy - Rebel Without A Pause 
6. Guy - Groove Me 6. Faith No More - Midlife Crisis 
7. Eddie Money- Two Tickets To Paradise 7. Bell Biv Devoe - Poison 
8. Cypress Hill - How I Could Just Kill A Man 8. Max Romeo & The Upsetters - Chase The Devil 
9. The Maytals - Pressure Drop 9. Eric B & Rakim - I Know You Got Soul 
10. Slick Rick - Children's Story 10. Willie Nelson - Crazy 
11. Rick James - Cold Blooded 
12. Raze - Break 4 Love 

Bonus Track: 
11. AFI - Head Like A Hole 

. ' ·] LOOSE TALK , . - ... : --~ 
Hot Gaming Gossip 

HOPE FOR 
DUKE NUKEM 
FOREVER? 
We know that nobody cares anymore, but a trusted 
development source told us that Duke Nukem 
Forever is actually looking quite good. And no, said 
source didn 't try to sell us a bridge in Brooklyn at 
the same time. 

THE MANY FACES OF 
XBOX NEXT 
A hot rumor has surfaced that Microsoft plans to offer more than 
one version ol Xbox NeKt. Xbox Next HO would feature a built-in 
hard drive, and go on sale about the same time as the normal 
Xbox Next. Meanwhile, Xbox Next PC - which would come with 
a keyboard, mouse, CD burner, a version of Windows, and the 
capability to play PC games and surf the 'Net - is rumored to hit 
in the fall of 2006. While Microsoft has long contemplated such an 
integrated system (including for the original Xbox), it's unknown if 
this lime it's for real. 

LEVEL 5 TO PSP 
Dragon Quest VIII, Dark Cloud, and 
True Fantasy Live Online (cancelled) 
developer level 5 (in conjunction with 
Sony) has declared it is working on 
an RPG for the PlayStation Portable. 
The question remains whether this 
new game is the one hinted at on 
the studio's website, which has been 
advenised for over a year now. Sony 
has used the name Dark Cloud 3 on 
some promotional materials, but the 
game has yet to officially surface. 
This PSP adventure is being touted as 
"new" and "original." 

MIDWAY POISED 
FOR NEXT-GEN 
While announcing some recent 
financial results, Midway president 
and CEO David Zucker promised 
that the company would come out 
of the next-gen gate stronger than 
compared to previous launches in 
years past Perhaps to meet this 
goal, Zucker also said that Midway 
would be looking to acquiring other 
unnamed developers. 

ATARI SAFE FROM TAKEOVER 
Bad financial news could be good news for Atari. Recently, takeover 
talks have swirled around the company, but the debt burden that it 
carries could make it too unattractive for someone else to purchase 
the publisher/developer. Electronic Arts has been rumored to have 
been looking at buying Atari, but its bad financial state could put the 
brakes on that deal. 

CIV IV NOW 
UNDERWAY 
Atari's website recently gaffed and listed some 
upcoming products - most notably mentioning 
Civilization IV. Other previously unannounced titles 
were Chronos (for PC and Xbox), Rat Race (PC), and 
Enemy in Sight (PC, Xbox). No other info was givtn 
on any of these games and, later in the day, they 
were removed from the company's site. 

Got some KISK!e, info? Emo,/ us at loose!a&@gom<r11lam1er.com and .. ·11 be a/1 ea,s 

NAME THAT GAME •. 
Test Your Sight 

A year after developer OMA Design, (later to become 
Rockstar North) inaugurated the Grand Theft Auto 
series, there was jad:ing of a djfferent kind going on 
in this N64-exclusive title. Aboard a lost space station, 
you hijack and control mechanical animals to complete 
tasks and find lhe pieces of your robotic body. You 
can only survive for a limited amount of time outside 
when not attached to a host animal. The game's space 
station contains four different environments such as 
Arctic Kingdom and Euro Eden. 

(Answe, oo page 28) 
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KUROSAWA COMES ALIVE 
KOEI PLANS FIRST PLAYSTATION 3 TITLE 

K ou Shibusawa, the creator of Dynasty Warriors and 
Kessen, is teaming up with Hisao Kurosawa, the son 
of the late Japanese film director Akira Kurosawa, 

for Koei's first next-generation game. Tentatively titled Oni 
(which translates into "demon' in Japanese), this new proj
ect is being developed exdusively for the PlayStation 3, and 
will appear simultaneously with a film planned for a 2006 
release. 

The film and game are based upon an unfinished script 
that Kurosawa left upon his death in 1998. The film will be , 
directed by son Hisao, who will also provide input for the 
video game. Likewise, Koei's Kou Shibusawa will provide 
production assistance for the movie. Oni's story is set during 
the popular Warring States period of Japan in the 16th cen
tury, where a blonde-haired samurai discovers his destiny. 

Due to the 200 l Bungie/Rockstar PS2 game of the same 
title, we're sure Oni's name will change before the game 
comes stateside, and we also hope that it fares better than 
the last Kurosawa production - the stinker that was Seven 
Samurai 20XX (by Sammy). No gameplay information is 
known at this time, but with Shibusawa's propensity for 
developing spectacular game engines, we're hopeful that Qnset) Aklra Kurosawa's son and Onl director Hisao Kurosawa 

Oni really makes use of the PS3. 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
STEVE GRAY JOSEPH BACHI 
Executiv• Prod11<tr, Th• Lord Eddyville, KY 
ol lht Rings: The Third Age 

1 Asteroids - Arcade 

2 Mortal Kombat -
Arcade 

3 Bushido Blade -

PSone 

4 Final Fantasy 

VI - PSone 

5 Devil May Cry - PSl 

1 Cruis'n Wortd - N64 

2 Super Mario land 2: 
6 Golden Coins - GB 
3 Super Mario 
Kart - SNES 

4 GoldenEye 
007 -N64 

5 RollerCoaster 
Tycoon - PC 

Send Top Fwes and a photo of yourself to: 

Game Informer Magazine/Top rive 
724 N 1st St 4th Fl 

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

( attach digital pidure) 

TOP TEN 
Lists .. Everybody Loves Lists ... 

Top 10 Responses From 
GI Staff When Told Our 
Building is on Fire 
10 Joe says a fond and teary farewell to his action figures. 
Bahamut. we hardly knew ye. 

9 Reiner looks up momentarily, then conlinues playing 
Call of Duty. 

8 Lisa weighs her options: exiting the building, or waiting 
for her toaster strudel to pop up. 

7 Jeremy grabs his copy of Halo 2, secures it in his 
trousers, and exits in an orderly fashion. 

6 Adam draws strange looks after shouting "the apoca
lypse is nigh, suckas!" Too much Painkiller, we think. 

5 Matt is calm and collected, since he's chillin' with John 
Singleton on the West Coast. 

4 Miller creates makeshift talismans using memory cards, 
certain they will protect him. 

3 Kato ensures that his iPod, plus all relevant cables, are 
safely stowed in his pockets. 

2 Arthur, the GI mascot, goes barking to little Timmy, 
telling him we were all in danger. Good boy! 

1 Andy somberly considers the cost of replacing the game 
vault. Weeping follows. 

Name That Game Answer: Space St,tion: ~licon Valley 





connect interview 

CAREER HIGHLIGHTS 

► Poplife 
en ·v/ 
CCI en .... 

l'lhllt atlffiling collogt. Houser 
scor., a job at music buSll1tSS 
giant BMG. During his long 
terut with tht company. ho 
would go on to work with such 
ll1isls as tht ultra-popular 
British boy band Takt That 
(ftatunng Robbtt Wtfliams) and 
David Bowi<. 

► GameOn 
It) - joins BMG's fltdghng liC gam,s division. beginnw,g wonc 
,... on tht ongmal Grand Theft 

Auto, a iamt that would cornt 
to define his career 

► A (Rock)star 
CCI Is 8om m .... BMG stlh 1tS gam,s dMsion to 

Takt 2 lnlerac1ive. Houser and 
lriffld Terry Donovan m0yt 

Takt 2 on 
thttr'1Sion 

:::/orkCoty~and begin 

=k•~ 't 
► The Revolution 

Aher struggling in 11S early 
v•ars. Rocksw ddovers a 
mallerpitce - Grand Theft 
Auto Ill. Tho gamt is an onstant 
i,.,i.....,, btcoming this 
generalion's dtfining bdt. 

► Going Way Back 
~ Taking a d,tou, bad< to tht 

N
c::t ·eos, Rockltarret.ases tht t1)ic 

Grand Theft Auto: VKt Coty. 
along with an unprtcedented 
seven-CO soundtrack box set. 

► Controversy 
a 
~ 

Otspitt tht furor...,. GTA. 
Rodwar r~ases its most 
contrOYfflial lidt to dalt, tht 
brifliantbutdistufbingsteallh 
litleManhunt 

► The Crown Jewel 
g 
N 

Pushing the series to even 
greater hei1hts, Grand Theft 
Auto: San Andreas expands to 
incorporate th<tt full cities. a 
more mature plot and toos ol 
innovativt iamtplay. 
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SAMHOUSER 
PRESIDENT, ROCKSTAR GAMES 
>> Rockstar's Sam Houser is one of video game's most interesting characters, a man who speaks passion

ately about his company's mission and the industry as a whole. Granting Game Informer a rare interview, 

Houser expounds on a variety of topics, including the future of Grand Theft Auto. << 
Rockstar's been an innovator in how to estab
lish a really cutting-edge brand - much like 
Def Jam has done in music. You really pro
mote your brand and logo as a cultural force. 
With regard to Def Jam, I love Russell Simmons and 
he's an inspiration to any young businessman, but 
my hero was Rick Rubin. To me, he's the f--g king. 
Growing up seeing a white hippie rocker making 
music with the Beastie Boys and Run-DMC - what 
an incredible man. Labels like Def Jam were what 
we wanted to create. It's a label where when 
people that like our games see the label, they'll 
know they're picking up something that's quality. 
[They'll know] a lot of love and passion has gone 
into this game. We care about the people that buy 
our games. If someone's going to hand over $50 for 
your game - that's a lot of money. 

Looking back. did you have any idea of the 
impact that CTA Ill was going to have? Was 
this unexpected or did you really believe that 
this was going to be an important game? 
We always knew from GTA 1 tha~ when you took 
GTA into 3D, it was going get people 0Vef the leap 
of faith you had to make in that top-down, 2D 
perspective. Sometime in the summer of 2000, 
when the geniuses in Edinburgh [Rockstar North] 

trying to make some money off us, then we'll have 
that conversation. I find that a little bit upsetting ... 
We're all human beings here. If there was any 
proven connection between what we do and things 
actually going wrong in the world, we wouldn't do it 
But there is no connection. 

Is it odd for you to see more traditional 
companies like EA and Activision putting 
out products like Def Jam Vendetta and True 
Crime: Streets of LA? Do you think those 
would have ever been released if not for 
CTA Ill? 
No, I don't think it would have happened. I think 
these guys are good at using formulas, aren't they? 
I've got a lot or respect for all the companies in 
the business, and I love this industry. I respect EA 
because they're at the other end or the spectrum 
from what we do. But they do approach it from a 
tracking trends and "what's ho~ what's not" perspec• 
tive. We make games from our guts. We say, "This is 
a vibe, we're into this - let's do it" We didn't make 
San Andreas into an "urban" or "hip-hop" game 
because we want to be urban or hip-hop. We grew 
up in Britain looking at the East Coast and West 
Coast hip-hop and aspiring to it This isn't some 
bandwagon we've jumped on. I'm glad these other 

all or our buttons. Like the way that from 2D to 3D 
was a magnificent jump, I think the same is true 
when we do that jump into online. How we do i~ 
when we do i~ and what it is that we do - those 
are the question marks. Just giving people death· 
match, or even a cooperative deathmatch - that's 
not GTA When we [go] online with GTA, it's got to 
be right I'm more indined to look at areas, believe 
it or no~ like EverQuest and use that for inspiration. 
Because we know we can make the action fun and 
engaging. 

How do you see the competition between 
Sony, Microsoft. and Nintendo breaking 
down? 
I'm a ran of all or them. I think that Nintendo will 
have their work cut ou~ but I'd never discount them. 
I've learned so much from playing their games. I 
think the battle between Microsoft and Sony will 
be very interesting. I think Microsoft has done an 
impressive job. They didn't come out particularly 
strong, but the way over the last three years they've 
been able to keep the machine alive and really 
grow it in people's minds is incredibly impressive. 
This is not a company one can afford to not take 
very seriously. At the same time, Sony is the master 
of consumer home electronics. Between these two 

We make games from our guts. 
had a city up and running. You could jack a car 
and drive around, but it was very crude compared 
to where we ended up. Just being able to do that 
you though~ "Okay, this is interesting.• Every month, 
something new was finished. That following sum-
mer something happened that made me think, 
"We're going to new places with this stuff. This is 
the start of something interesting. It may be 15 or 
20 years before we really get there, but this is the 
foundation~ That to me, was a moment 

CTA has always been controversial. A lot of 
charges have been leveled at Rockstar - that 
the games are pornographic. violent. and psy
chologically damaging to people. Does that 
bother you? 
There's a total lack of understanding that games are 
an art form. I think people need something to talk 
about In the '80s, it was O"l:Xf Osbourne and those 
guys. It was @p music in the '90s. You have to have 
someone to blame. We've seen the patterns before. 
The other issue we have is that we' re pretty sure 
the people that come at us really aggressively have 
never played the games. That's like slagging off a 
rap record without listening to it or a movie without 
having seen it If someone wants to sit dO'i\/11 and 
have a thoughtful, constructive debate that's not 
about political agendas and isn't about someone 

companies are doing [these kinds of games]; we 
need to work together as an industry to prevent the 
det@ctors from trying to pull us back. 

Is this the last new Grand lheft Auto game 
we11 see on this generation of hardware? It 
seems like you've probably pushed the PS2 
hardware about as far as you can. 
Terry [Donovan, CEO of Rockstar] will batter me if 
I answer that question! [Laughs] It is the last full• 
blO'i\/11 thing we're going to see for now. But some-
one might come up with a wacky idea that's fun 
and relevant tomorrow. I'm one of those "never say 
never" kind of people. It was really important for us 
to do this trilogy. A fictional New York in a contem· 
porary setting, Miami in the '80s, and a '90s Cali -
that was the trilogy. That was the plan from a long 
time ago. I'm not the biggest fan of games coming 
out with new versions year after year. Putting out 
the same game every year, plus ten percent that's 
not our thing. 

Many gamers fantasize about a Grand lheft 
Auto online experience. Do you think GTA 
would translate well to the online area? Is 
that something you're going to try? 
Definitely. It's something that's been talked about 
for an awfully long time. It's something that presses 

companies, I think you've got a fight on your hands. 

What about PSP or Nintendo OS? 
We'll definitely be involved in that area. We 
acquired a company in the UK earlier in the year 
called Mobius, which did Max Payne for Game 
Boy. They're incredibly bright and tuned in. We got 
involved with these guys to see what we could do 
in the handheld arena, with a clear eye on PSP. I 
can't talk about specifics, but we will be appearing in 
the near future with some announcements. I abso
lutely love [the Nintendo DS] from an interactive 
point of view. Love the tap screen - very interesting. 
Not sure, for us, that I can see an application. 

It's pretty clear that Xbox 2 is coming out in 
fall of 200S. Is Rockstar going to be there at 
launch? Perhaps with a Xbox 2 port of San 
Andreas? 
We're going to be supporting all the next generation 
systems. That's the most diplomatic answer I can 
give. I don't think a Xenon port of San Andreas is 
that likely, because for us next generation means 
next generation. But I'd never rule everything out 
What we built the company on when we moved 
from PSone to PlayStation 2 was a desire to make 
games that you couldn't play on the existing plat· 
forms. That's very important. 













connect gear 

um 
MARIO PVC 
STAGE FIGURES 
Manufacturer: Banpresto 
Website: www.unifive.co.jp 
List Price: $25.00 

A handful of online import sites are carrying these 
awesome Super Mario Bros. dioramas that feature a 
magnet-controlled 
Mario so people 
can move him 
through the 
stage. Each mea
sures about 3.5" 
by s• and there 
are seven total in 
the series ( one 
is rare, we found 
places selling 
sets of six and of 
seven - pick your 
poison). 
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EIII 
AXIO MINI 
Manufacturer: Haro Design 
Website: www.axio-usa.com 
List Price: $125 
Sometimes, when we're playing real-life 
Super Mario Bros., Joe wears these hard
sided backpacks and gets down on all fours. 
Then Miller jumps on his back to simulate 
the long-standing feud between the Koopas 
and Nintendo's plumber. Other times we 

try to fit a now old-school PS2 
(with hard drive and 

network adapter) 
into the sacks and 
find that they 
hold it quite 
nicely while 
protecting the 
console from 
bumps and 
bruises. 



- . • 
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i itDM itttltl 
SLIME CONTROLLER 
Manufacturer: Hori Japan 
Website: www.hori.co.jp 
List Price: Around $30 
Recommended for use as a controller and a nifty slime figu
rine, this gadget launches in Japan with the highly anticipated 
Dragon Quest VIII. Users report that (despite their unortho
dox shape), these are comfortable and easy to use control
lers. The units come with a stand and the cords wind up 
inside for easy displaying. If we're lucky, Hori will bring these 
stateside with our launch of the Square Enix RPG. 

mill 

iiX!DMOO®tl 
CORDLESS HEADSET FOR XBOX 
Manufacturer: Logitech 
Website: www.logitech.com 
List Price: $79.99 
'Mth a 30-foot range and six hours of playtime on a single charge, 
it's hard to fault much of anything with Logitech's latest wireless 
console headset Even the sticker price, which looks a little 
high at face value, is something to be happy about -
the box indudes the whole Xbox Live starter 
package (the communicator, setup guide, 
and two months of Live service). 
This is one-stop shopping at 
its best 

XGAMESTATION 
MICRO EDITION 
Manufacturer: Nurve Networks 
Website: www.xgamestation.com 
List Price: $199 

We're constantly getting letters from people who want 

to make games. Our largely incoherent responses boil 

down to an overused Nike slogan, but now we have 

something a little more educational to recommend. The 

XGameStation is designed as a hands-on learning course 

covering hardware development and programming, Atari 

2600 style. The games you'll be making won't rule the hill 

in the graphics department, but solid gameplay knows no 

pixel boundaries. Works with Windows-based PCs. 
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EDI 
SCARFACE 
FIGURES 
Manufacturer: Mezco Toyz 
Website: www.mezcotoyz.com 
List Price: $17.99 
This first line of toys in the Scarface 
series features 10-inch Tony Montana 
figures depicting a series of scenes from 
the movie. Other lines are planned (like 
busts, statues, and Mez-itz entries), and 
this grouping should be out before the 
end of the year. 





H 
igh polygon counts. Check. Complex 
physics systems. Check. Bump map
ping, light mapping, normal mapping. 
Check, check, check. These are just 
a small sampling of the features and 
technologies that will be standard in 

eNery video game that is released on next genera
tion hardware. It's cool that we have reached the 
point where the once vast limitations of hardware 
technology have been minimized to the point 
where they no longer plague the creative process 
of realizing the vision of a game. Now that deNelop
ers have the tools needed, they can begin to focus 
more on the storytelling and narrative techniques 
necessary to create compelling, emotional experi
ences similar to what is done in film. I feel there 
are three primary areas that gamers can hope to 
see pushed to the frontlines of their next-generation 
gaming experiences: Stronger emotional characters, 
an expansion of one-off gameplay, and a heavier 
focus on editing. 

GAMES THAT MAKE US CRY 
We need to learn what Peter Jackson has learned: 
People are drawn to stories that have an emotional 
core centered on characters and their relationships. 
Look at what he did with The Lord of the Rings 
films. Jackson had all of the elements and bullet 
points needed to have a big Hollywood action 
blockbuster popcorn movie. But the films he made 
were just packed full of non-action movie elements. 
They were full of emotion and long character dose
ups - sometimes with tears, blood, and sweat 
streaming down their faces or with a slow, knowing 
smile of love and friendship. The core themes were 
centered on strong characters and the emotional 
relationships they share together. This is what has 
made great stories from the beginning of time -
not the huge action set piece, not the incredible 
setting or environmen~ but the emotional journey 
of the hero. What Jackson did was so unconven
tional and yet was such a massive and beloved suc
cess because it tapped into everybody. Essentially, 
The Lord of the Rings was a character film dis
guised as an action movie. That's just brilliant 

Right now I think games are squarely rooted 
in the action set piece and the incredible setting 
mentality: LeNel after beautiful leNel and awesome 

particle effect after awesome particle effect High 
on style, low on substance. If the goal is to create 
games that are more "cinematic" then we must 
begin to make games with strong characters that 
are then placed into emotionally compelling situ
ations and relationships. This must become the 
focus of any story that is aspiring to be more than 
just drivel. 

GAMES WITH 'WATER COOLER# MOMENTS 
I think it's great that we are seeing a lot of cross
genre blending in games. We see games where 
elements of shooters, RPGs, platformers, and racing 
games are combined to great effect This is a good 
place to be: games that provide a solid but varied 
palette of gameplay as their base. But they could be 
so much more ... 

I'm definitely not the guy who wants to rely solely 
on cutscenes to tell a story. IMth interactive media, 
there are so many unique devices that can be used 
to further the emotional immersion and impact of 
narrative. I hope to see more story-driven eNents; 
gameplay that is dictated by the narrative and not 
by the base palette. For example, the first leNel of 
Halo 2 has you fighting off the Covenant as they 
attack the space stations defending Earth. The 
leNel takes advantage of most of Halo's base pal
ette - dual-wielding, friendly units fighting with you, 
grenades, advanced enemy Al, etc. The leNel culmi
nates with a spectacular cinematic in which Master 
Chief dives into space dragging a huge bomb 
behind him. He directs his zero-gravity fall towards 
one of the larger invading capital ships, passes 
through its hollow center, and at the last momen~ 
kicks off away from the bomb as it explodes dra
matically, engulfing the capital ship and propelling 
our hero towards Earth. Pretty cool, huh? Well, what 
if that cutscene was playable? How amazing and 
rewarding would it be if you got to leap from the 
space station, free fall through space weaving in and 
out of ships as they flew by. If you got to be the 
one to kick-off from the bomb, sending it careen-
ing into the exposed core of the Covenant flagship. 
That would be an awesome climax to a leNel and a 
definitive moment in the game. That would be nar
rative-driven gameplay: a new gameplay mechanic 
caused by a playable eNent that was dictated by 
the story. 

The views and opinions 
expressed on this page are 
striclly those of the author and 
nol necessarily lhose of Game 
Informer Magazine or its staff. 

Developers need to do all they can to put the 
gamer in the driver's seat Let them play through 
the big moments and the establishing shots; let 
them experience first-hand as much as possible. 
This will be a huge step - taking the moments typi
cally relegated to a highly produced cinematic and 
making them playable. 

GAMES THAT ARE CONCISE 
There is a reason movies are edited. No filmmaker 
is eNer going to shoot a movie to the exact frame 
they need for a shot You must shoot much more 
than you will eNer use. You have to capture enough 
footage so that you can then shape the story and 
find the scenes, so that the pacing, timing, and 
flow can be manipulated into something cohesive 
and whole. This process happens in games, too. A 
lot of time and money is spent deNeloping assets, 
writing and recording dialogue, building leNels, and 
engineering content. The danger in this is tha~ as 
designers, we don't want to waste time deNeloping 
something that's not going to ship in the final prod
uct If you're going to spend the time and money to 
record the dialogue and animate the cutscene, then 
you are going to keep it We must fight this urge 
to bloat games with leNels just for leNels' sake, dia
logue for dialogue's sake, and features for features' 
sake. We must be willing to cut our favorite leNel, 
scene, or feature if it helps the game as a whole. 
I am convinced that the games that will become 
the definitive titles of the next generation will come 
from deNelopers who can master the art of editing. 

These are some of the key concepts we focused 
on when designing the Advent Trilogy, as we belieNe 
they are essential to crafting a compelling narrative 
gameplay experience. 

We are so lucky to be alive right now. In the com
ing months and years we will get to experience 
stories and narrative entertainment in a way that 
nobody in history has eNer experienced before. I 
belieNe that video games are the epitome of story
telling; they combine the best elements of music, 
sound, film, writing, comics, painting, and let us 
experience it first hand. Some people think that 
video games are nipping at the heels of Hollywood. 
I think that they are poised to revolutionize enter
tainment as we know it ■ ■ ■ 

If you work in lhe industry and would like lo share your opinion, contact senior associate editor Matt Helgeson at matt@gameinformer.com. 
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ideo games are largely a violent fonn of art 

Pundits protest and scold the industJy, but 

year by year the games we play keep getting 

bloodier. Even the cuddly platform stars pack 

heat now, and games like Doom 3 and Silent 

Hill keep pushing the boundaries of gore to 

even more sickly visceral heights. But the violence in 

games never really means much. Kill an enemy in one 

area and four more will spawn to take its place. Shoot 

one of your companions and the worst that w,II happen 

is they'll jump a little and give a stem word of warning. 

However, in the real world, violence has conse

quences that are both swift and severe. Every day, in 

some part of the U.S., a situation like the one we just 

described takes place. Even in the post-Grand Theft 

Auto Ill world of games, where publishers are 1ump1ng 

over each other in an attempt to prove they have the 

•edgy" content that gamers are demanding m increasing 

numbers, most of the games that attempt to shock us 

with violence have very little to do with the real world. 

Midway's Fear & Respect. slated to be released m the 

fall of 2005, Is attempting to deal with some now-famil

iar themes In a new way - by trying to paint a realist1C 

picture of urban violence In South Central Los Angeles 

and the gang-related lifestyle that breeds rt. The game 

hopes to illustrate not only the violence that too often 

occurs m LA., but the reasons for and the effects of that 

violence. To do that, they've entered into a partnership 

w,th one of the most respected filmmakers in the world: 

John Singleton. 
Based solely on appearances, some will tag Fear 

& Respect as just another GTA knockoff. However, 

it's worth noting that Singleton was the first to bring 

Hollywood a true and nuanced View of the world of 

South Central Los Angeles. CNer a decade before 

Carl Johnson stepped on to the streets of Los Santos, 

Singleton's unforgettable Boyz N the Hood told a tale 

of 1nner-<:ity tragedy and redemption, introduang us 

to such indelible characters as Doughboy 

(Ice Cube, in a breakout role}, Furious Styles 

(Laurence Fishburne), and Tre (Cuba Gooding 

Jr.). Keep m mind that this was back in 199 l 

when the then-burgeoning •gangsta rap" ge~re 

was still largely absent from radio and MTV 

airplay. Before the Rodney King riots turned 

the world's eye to the tumult on the streets 

of LA Simply put, if Singleton hadn't given a 

voice to the stones of a culture that had been 

overlooked by society, you wouldn't be playing 

San Andreas today. 

As we sat down w,th Singleton for an inter

view at an exdus1ve restaurant In San Diego 

near Midway's offices, two things became 

immediately dear. First off, it's obvious that 

his years in Hollywood have not changed his 

unaffected, down-to-earth demeanor. Wearing 

cargo pants, Timberland boots, and a 11ed-<lyed 

T-shirt beanng the likeness of reggae legend 

Peter Tosh, Singleton is laid back and eager to 

talk. The second thing that we realize is the fact 

that_ he is a gamer - as hardcore as they come. 

Right off the bat, he begins asking us 

questions about games. What have we been 

playing lately? Do we play on Xbox l.Jve? At 

the momen~ Singleton Is enioying two of his 

recent purchases - X-Men Legends and Star 

Wars: Battlefront for Xbox. When we casually 

mention that Halo 2 Is coming out the next 

morning, Singleton starts exatedly talking with 

the Midway PR people at our meeting. Soon, 

there are plans being made to hit a game 

store before their morning meeting the next 

day so Singleton can pick up Bungie's latest 

masterpI:,'e. When we ask him about his history with 

gaming, its clear that his roots run deep 
·1· bee • 

ve n a gamer all my life, you know? I grew up 

playing all ~f the early games of the eighties: he remI

~1sces. -We re talking about periods of my life. Back in the 

;y, it was Super Mario. You know what I mean? Before 

at rt was the old Atari 2600 games. I've been [goin 

from] console to console throughout the history of g:min 

because I ~ink I'm from the first generation that actually g, 

gr~ u~ with home gaming.• 

. This is not a marketing-driven, manufactured Holl 

S1hcon Valley collaboration, seeking to cash in on th ywood/ 

success of games like GTA and True Crime. If anyth·e th 

success of th • I ing, e 
h' ose bt es, and the skyrocketing popularity of 

t~p-hop and ~reet culture in general, is prOVlding Singleton 

e opportunity to fulfill a lifelong ambif1on 
·1· 1w • 

ve a ays wanted to be a filmmaker but I think it's 

kmd of natural for me to do video game desi beca 

it's somethin I d . gn use 
have g grew up oing, • Singleton states. •1 actually 

been prtch1ng games around for awhile. I have my 

agent hook me up with different companies. I've bee 

flown around the world b • n 
· Y companies - France and 

different places _ pitching games And th 
that M'dw • en rt came up 

I ay_ was interested in doing a street game S 

'lot a meebng with them and I talked about one ~f t~e 

~ ~:=i'.• had for a game and it evolved into being [Fear 

Although the game industry has traditionally been 

slow to adapt to the changing times, and has often been 
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• ed by the lack of rultural and racial aitJoz eel that diversity its products; Singleton f s 
proJects like Fear & Respect represent f 

the future. As gaming bec~mes a part o I 
mainstream entertainmen~ it's only natura 

la tr nds emerging In that ,t mirrors the rger e 
the rulture as a whole. 

•Hip-Hop culture IS not : subset es 
of pop rulture anymore, observ 
Singleton. •11 is pop culture. So 
It's just natural for gaming to 
reflect that" 

The partnership has proved to 
be a perfect solution for Midway 
as well. The company wanted to 
make a game with a hard-edged, 
street-oriented feel, but wanted 
to make sure that it felt true 
to the rulture that inspired rt. 
Singleton, who grew up in . 
South Central and still has his 
offices there, proved to be an 
invaluable asset to the team. 

Executive producer Scott 
Lane ,s clearly thrilled to be 
working with Singleton. 

•11 you walk down Crenshaw 
with John, he's a hero," Lane says. 

"People were stopping to get their 
picture taken with him, to SJ'/ ~llo, to 
shake his hand, to thank him. ' 

Lane also feels that Singleton s 
resence will help blunt criticism of 

~e game from all quarters, be ,t the 
"dents of South Central or media res, 

1
• 

chdogs "John is making ,t rea , wat . • de he continues. "That's what ma 
him so attractive to us, on top. of the 

t movies he's done. It's going grea d 't to be credible and real. So, I . on 
think either the Moral Majonty or 
the people in LA are going to 
have a problem with rt If it's 

real. We're not saying these people are 
bad or these people are good, we're just 
saying that this is how life is when you're 
in urban LA - this is it• 

The team hasn't limited their quest 
towards authenbcity to simply p1ck1ng 
Singleton's brain for information. To ensure 
that they would be successful in visually 
recreating South Central's neighborhoods, 
several members of the team went on 
tnps through the area. While there, they 
took photos, spoke with the locals, and 
soaked up the details of a world far 
removed from their suburban San Diego 
office building. 

In Watts, they went to the infamous 
Nickerson Gardens housing projects, home 
of the notonous Bounty Hunter Bloods 
street gang. At fi~ the residents, who are 
all too familiar with police surveillance and 
harassment, vievved them with skepticism. 

Scott Lane recalls, "We were In two big 
Suburbans, and every time we pulled 
around a comer, people would scatter 
because the thought we were FBI.• They 
were later informed that the police often 
take photos of young men on the streets 
for possible use as identification in future 
cases. As you might expect, living under 
this kind of scrutiny breeds a great degree 
of suspicion of outsiders. 

Producer Nathan Rose recalls, "We 
talked to whoever we could. There were 
people that would talk to us, mostly the 
younger kids. Some people didn't want to 
anything to do with us. The younger kids, 
once they heard 'video games,' they didn't 
run. But the older kids, 15 or 16, Just took 
off when they saw our cameras.· 

These interviews helped the team 
observe some of the subtleties of life in 
South Central. Beneath the surface, even 
seemingly banal details show themselves 
to have deeper meanings. For example, 
Rose points out that the dotheslines that 
rnsscross the backyards of South Central 
are made of metal, not cord, to make it 
difficult for the police to chase a suspect. 
Local gang members have memorized 
the grids of lines, but someone unfamiliar 
with the turf will have to proceed slowly, 
or risk receiving a nasty cut 

More importantly, the experience 
reminded them of just how important it 
was to convey the reality of life in South 
Central, not just glorify the gangs that 
persist there. In recent years, the popular
ity of hard-edged hip-hop has made it 
popular for people from more affluent 
backgrounds to take on the accoutre-' I 
ments of the gang lifestyle. However, life 
as it's lived in South Central is not a joke; 

it's not a fashion; and it's far from 
the one-dimensional caricature 
that's routinely portrayed in 
the media. To emphasize just 
how serious it can be, Rose 
said that people told stories of 
the Rodney King riots and how 
security guards at the well-known 
retail center the Slauson Swap 
Meet were shooting automatic 
weapons into the crowd of 
looters. For most of us, events 
like this are simply unimaginable. 

Despite the sometimes harsh 
circumstances that plague South 
Central, Scott Lane was quick 
to point out that the area is by 
and large full of hard-working. 
proud people that simply want 



to make a life for themselves. "When 
people think of inner city LA," Lane 
comments, "they think of slums and 
ghettos. But, [the residents] take a lot of 
pride in their neighborhood. [Pointing 
to a reference photo] Look at how 
clean everything is. There's not graffiti 
everywhere; it's not like you think .. . It's 
another world, and it's so hard to explain 
unless you've been there. That's what we 
want to capture in the game; we want 
people to see just how cool it is." 

For Singleton, Fear & Respect repre
sents an opportunity to present a story 
that he feels could not be told in any 
other medium. As an avid gamer, he sees 
the art form evolving in an exciting new 
direction, one that allows for a greater 
degree of freedom than he enjoys 
in films. 

"I think that what was interesting to me 
as a filmmaker was when the parameters 
[of games] became bigger in terms of 
multiple paths," he notes. "They talked 
about it years ago happening in cinema. 
But I don't think it will happen in cinema, 
to be able to have a story that takes 
multiple paths'.' 

While the story of Fear & Respect was 
initially one he conceived for the big 
screen, Singleton began to realize that his 
true vision of an interactive and branch
ing storyline could only be realized in ~ 
video game. 

"It's better suited to a game," Singleton 
states. "I think it makes it more interesting 
for the gamer when you play the game 

and every time you play it you can have a 
different experience ... depending on the 
randomness of human interaction with 
what's programmed. That's what makes 
contemporary gaming different from what 
1 grew up with. When I grew up they had a 
set pattern within a game. Now, there are 
no set patterns. With the permutations in 
different games, the story changes from 
playability. I think that's great" 

The story Singleton tells in Fear & 
Respect is ambitious in both concept and 
execution. The saga centers on Goldie, a 
South Central native who we encounter 
as he's being released from prison. With 
two strikes against him [according to 
California's mandatory sentencing laws, 
three felonies - "strikes" - means an 
automatic life sentence - Ed.], Goldie is 
hoping to lead a quiet life and avoid the 
drama of the streets. As you might suspect, 
fate intervenes in the form of an ambush. 
As he leaves prison, a hit is put out on him, 
orchestrated by two enemies he made 

while doing time. 
From here, the story takes an interesting 

turn back to the past 
"It's almost like an urban epic," claims 

Singleton. "Because when you go back to 
him as a teenager, you see how the seeds 
were laid for him to be the person that he 
is right now. You see his father get killed in 
front of his eyes. You see him as this kid 
that's locked in a shell, that doesn't want to 
come out of the house, but then is forced 
to go out in the streets and survive. And he 

has to make choices~ 



A full third of the game will be told through 
flashbacks, and most of them will be playable, but 
the present day will hold the greatest challenges for 
Goldie. In addition to his considerable trouble with past 
enemies and being forced back into a life of aime to 
make rent, he's also struggling to keep his younger 
cousin, Lil' Red, from going down the same path that 
he chose as a child on the streets. 

Singleton promises that Goldie's stol'i will have huge 
repercussions throughout the city, and_ that the game's 
climax will change the lives of people in South Central 
forever. As an accomplished filmmaker, he hopes to 
evoke a greater depth of feeling from the audience 
than games have been able to achieve in the past 

"In film, there's this thing called the rhythm of the 
picture that the director dictates," said Singleton. "You 
make calculated measures to pull emotion out of an 
audience - to make people Cl'i, to make people laugh, 
to get some type of emotion .. But nobody, I think, has 
really actively tried to do that in gaming yet In a few 
places they have. But these guys have been telling 
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me about all these filmmakers 'Mlo have tried 
to do games and they've been failing left and 
riglht because they're seeing the sensational 
aspects like the big explosions. [To me] the big 
explosion is to actually have something people 
want to play again and again because it's pulling 
something out of them. And I think that that's 
'Mlat I'm lending to this game.• 

Evel'i great tale needs a compelling central 
figure, and Midway and Singleton have found 
theirs in iconic West Coast rapper/actor Snoop 
Dogg. Aside from the instant name recogni-
tion and credibility that comes with the Snoop 
brand, the collaboration has gone a long way 
towards making this the ultimate Westside epic. 
lnterestinglly, the two hooked up again througlh a 
chance occurrence. 

"Actually Snoop was talking to them about 
doing a video game \Mien I came on [with Fear 
& Respect],• recalls Singleton. "Me and Dogg 

got together and just talked. He and I are a team. We did 
a movie together. I've known him for 14 years, since the 
beginning of his career. Any time we find an excuse to 
work together, we work together~ 

In recent years, Snoop has found himself a hot com
modity in both video games and film. He's contributed 
his music to games such as Gran Turismo 3 and NBA 
Live 2003, as well as his likeness to Activision's True 
Crime: Streets of LA. He's also received critical praise for 
his acting in such high-profile movies as Training Day 
and Starsky & Hutch. "For a lot of the film and video 
game stuff I do," Snoop laughs, "the work comes to 
me. A lot of these companies want to be in the Snoop 

Dogg business7 
However, it's apparent that Snoop has a huge respect 

for Singleton, and that his work on Fear & Respect goes 
far above and beyond anything he's done in the past. 

"John Singleton is a cinematic genius," said Snoop. 
"With Fear & Respect, it's my baby with John Singleton. I 
treat Fear & Respect just like I would treat an album - top 
to bottom. Just like I would executive produce an album, 



I'm putting that same sort of focus and touch on 
this game. As far as making sure my character 
looks right, making sure that the storyline is real
iStic, making sure that there are the most realistic 
characters around me. [I want] anyone who plays 
this ~ame to feel like they are really trying to 
su1V1ve in the hood. I'm even [showing] the way 
that I can shoot my gun in the game, going into 
the details of the way I hold it." 

Snoop will also be lending his musical expertise 
to the soundtrack, and is in the process of writing 
and recording two new original tracks for the 
game. As you would expect, Singleton is placing 
a gre~t deal of emphasis on the game's audio, 
deta1l1ng every bit of incidental dialogue and 
handpicking a mix of "new and old-school" hip
hop to set the mood. 

For Midway's part, they couldn't be more 
pleased with Snoop's contributions thus far. 
_"P;opl_e don't realize how good an actor Snoop 
is, claims Scott Lane. "His people told us that he 
was originally supposed to be in Starsky & Hutch 

ood they knocked him 
for four minutes, but he wahs so ~t he was the best part of 
up to 16 or 1 B minutes. I t oug 

the movie~ hots of this game, Snoop 
n see by the screens gh 

h As;;~ :ndered very realisbcally ,n the game (althou 
as od I • based on a 23-year-old version 

the in-game m e is ted from reference photos). The 
of him and was recrea . bei booked and 

d sessions are ng ' 
voiceover recor ,ng will be able to do motion-
Midway ,s hopeful that Snoop as well - although 

capture sessions for_~~:t:i~:modate the rappe(s 
finding a mo-cap su1 . a challenge. 
six-foot, five-inch frame might be_ t the production 

Given all the care that's going in o d . and 
values and the storyline, Fear & Respect's es1gn 
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gameplay has to be every bit as exciting as the plot 
Again, Singleton and Midway are utilizing some 
unique concepts to add a much-needed depth to 
the third-person action genre. The most InterestIng of 
these precepts is the 'Fear & Respect" meter, which 
was conceived by Singleton himself. Yes, this is a 
game about violence, but as we said before, the way 
the player chooses to (or not to) use violence w,II 
ultimately decide the kind of experience you'll have 
in the game. 

"I think it's exating to have a game ~n which] 
where you go In the game is dictated by the 
consequences of your actions," comments Singleton. 
'That's where the title comes in - Fear & Respect. 
You make choices in this game that lead to you 



hdVing more fear or more respect on the streets. You 
can't Just go through the game just mindlessly kilhng 
anybody. But you're put in certain situations where 
if you do have to kill, It's your choice. And what yo~ 
deode to do dictates where the story's gomg to go. 

Where you fall on the continuum of fear and respect 
affects nearly everything in the game. Characters WIii 
react to you in different ways depending on your reputa
tion. For example, fear can cause some weaker-willed 
NPCs to run away from you 1n order to avoid confron
tation. However, more aggressive types might try to 
purposely attack you to da1m your spot in the hierarchy 
of the streets. 

At various moments in the game, you'll literally be 
required to make a decision whether or not to end 
someone's life. These choices WIii have a dramatic 
impact on how the game unfolds from that pomt on. 

"You can ride around and pull out your gun and 
cap people; comments Scott Lane, •or you can try to 
solve things with words and your fists, and not resort to 
gunplay unless you have to. You can't re-holster your 
gun 1n real life. Once you pull a 8_'.ln in the hooo, 11 
becomes a different type of fight: 

For every action you take, there is a consequence. 
Choose to execute someone, and you may find that a 
key character later 1n the game will refuse to come to 

your aid. Or, if you let an 
enemy live, they may 
come back to exact 
a deadly revenge 
later. One decision 

could save your life, or end it. In fact, the game WIii 
have three separate endings, dependmg on whether 
your actions have tended towards fear, respect, or a 
more neutral approach. 

Although rts appearance might cause some to 
expect that Fear & Respect WIii be modeled on 
Grand Theft Auto's free-roaming design, Scott Lane 
was quick to disabuse us of this notion. 

"It's not an open-world, streaming game like GTA 
That's not our goal. I don't want to be 1n the same 
category as GTA We want to stand on our own IVvO 
fee~• states Lane. 

While in the default camera mode, the player 
WIii control Goldie from the standard third-person 
viewpoint However, as soon as you draw your 
weapon, the camera will move In tighter on the 
character, who WIii be slightly to the left on the 
screen, similar to Resident Evil 4. Gunplay will be 
the main focus of Fear & Respect, allowing you to 
blast at your enemies using a control scheme that 
is denved from the Max Payne console titles, where 
you move With the left analog while adjusting your 
aim With the nght 

A rebcle 1s used for more accurate targeting, 
but - in keeping with the realism inherent 1n the 
game's storyline - much of the gunplay will be 
more frenzied and less accurate, just like it is on the 
streets. You can take cover behind cars and other 
objects, laying down blind suppression fire over 
your head. Running between cover points you'll 
shoot wildly at your foes, holding your gun sideways. 

Unlike many third-person action games, you can 
also interact with the environmen~ climbing over 
fences and onto roofs. As is expected of any 
triple-A title today, full Havok and rag-doll physics 
are used on everything in the levels. Downed 
opponents will sprawl and fall realistically, parked 
cars will slump as their wheels are shot ou~ and 
you'll even be able to shatter and shoot through 
windows. 

Although the bulk of the gameplay will be of the 
sort we just described, Midway and development 
house Edge of Reality are adding some new twists, 
In the form of interactive track-shooting "driveby" 
sequences. In a reverse of the drivebys in San 
Andreas, this lime you're the passenger, and will 
target your mark through the window. Right now, 
the team is experimenting with adding a mechanic 
that allows you to direct the driver down branching 
paths With one hand, while shooting with the other. 

Of course, as we've stated before, using deadly 
force isn't always the best way to progress through 
the game, which means you must also be able to 
defend yourself with your fists. Again, the fighting 
engine 1s designed to reflect the way that fights 
occur on the real streets of Los Angeles. 

"There's going to be grappling, ground-fighting, 
things like that," comments Nathan Rose. "The 
majority of the fighters 1n the game aren't very 
disciplined. There will be a lot of wild punches -
wild but powerful. All the kicks will be when your 
opponents on the ground or [when you're] trying 
to get them off their feet.• 



When a fight begins, the c.amera will again 

swrtch to a dose view, showing the characters 

from the knees up and from a more sideways 

perspective. Midway and Edge of Reality feel 

that this will make the battles more immediate 

and powerful in the eyes of the player. • 

'V-Je want to put you right in the fistfight, 

said Scott Lane, •so you're really feeling ~t, so 

you c.an see the blood fly at the c.amera. , 

In some situations, espeaally when you re 

in an enemy gang's turf at night, it's wisest to 

avoid conflict altogether. Goldie will a_lso be 

able to use some basic stealth techniques to 

sneak his way through the hood unscathed. 

Much like Manhunt, you'll have no high-tech 

spy gadgets to help you, only your wits and 

steely nerve. Using cover and shadows, you 

will be able to silently progress through a 

level, observing small icons that appear over 

enemies' heads that show whether or not you 

are in their cone of awareness. 

Although Fear & Respect's levels are gener

ally linear, Singleton wanted to make sure that 

it delivers the real atmosphere of daily hfe in 

South Central. To accomplish this, the develop

ers have created what they c.all 'sandbox" 

areas two-to-three square block regions where 

you c'an freely walk around, learning more 

about the storyline, missions, and characters 

in the game. In the sandbox, you'll be able 

to get side quests, rtems, and info_rmanon. In 

this way, it functions like a village in an RPG. 

You'll even be able to engage in conversa

tions wrth NPCs, where you will have some 

limited dialogue choices, as 

in The Chronides of Riddick. 

Obviously, your level of fear 

or respect will affect your experience in the 

sandboxes as well, and you'll often have 

to avoid getting jumped by enemies or be 

rewarded for past action wrth some helpful 

item or hint Some sandboxes are controlled 

either by the Crips or the Bloods, which adds 

an even greater element of danger. 

More importantly, the sandboxes allow 

Singleton to really c.apture the details of South 

Central. You'll see barbecues, hear boom

boxes blasting classic West Coast hip-hop, 

and see people betting on prtbull fights. From 

young kids playing to old men conversmg 

in the afternoon heat, it's in the sandboxes 

that Fear & Respect's urban environment 

really comes alive. The proprietary graph-

ics engine that Edge of Reality has created, 

coupled with Singleton's insight and Midway's 

extensive research, has resulted in the most 

accurate representation of South Central 

ever accomplished in a game. Companng 

reference photos from the Imperial Gardens 

housing projects (where Menace II Society 

was filmed) to the game's own recreation 

of the area, you'd be hard-pressed to tell 

the difference. 

And it's In this way that Fear & Respect will 

distance itself from the increasingly crowded 

•urban• game market This Is not marketing; 

this is not hype; this is a story and game 

being conceived by someone who grew up 

in South Central. someone who has lived 

alongside the people that he writes about 

John Singleton has already changed the 

:• cover story 

movie industry, and now 

he's got his sights on a new 

medium with which to tell 

the stories of urban America. 

"I think what's interesting 

about what we're trying 

to do with this game is that this is coming from a really 

important perspective. It's me coming wrth 15 years of 

experience making films in this environment and the 

involvement of Snoop Dogg. • observes Singleton. 'They 

c.an do whatever they want with all of those other games, 

but nine times out of ten they're like a bunch of designers 

being influenced by pop culture, saying. 'Maybe if we put 

this in it'll be cool: But this is a whole different thing. I'm 

going to do it ten times better, because I'm not research

ing this stuff. It's coming straight from real life, so that 

people who are from [South Central] will say, 'Oh my God, 

I c.an't believe they put that in the video game: Unless 

you've lived some of these things you wouldn't be able to 

put it in there.• ■ 
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PLAYSTATION 2 

Tekken 5 
> STYlf I OR 2-PlAYER FIGHTING> PUBLISHER NMICO > DEVUOPER NMICO LTD > REl.fASE SPRING 

KING OF IRON FIST 

W 
ith a solid decade under its 
bel~ the Tekken franchise has 
flourished by distinguishing itself 
among the fighting elite. Namco 

is digging deep into the company's bag of 
tricks to really make the latest entry, Tekken 5, 
a dream come true for fans and a celebration 
of all that the series has achieved (20 million 
units sold worldwide is certainly something to 
honor). We recently got a healthy amount of 
hands-on time with the two-player fighter and 
are pleased to see how well the new game is 
balancing tradition and innovation. 

After E3, we knew of three new characters 
(Asuka Kazama, Raven, and Feng Wei). 
Playing with each of them, the balance they 
bring to the 20-Character lineup (not count
ing unlockable, unannounced characters) is 
perfect. Feng Wei and Raven are both great 
fighters to choose if you're looking for a 
balance between power and speed. Other 
fighters, although not new to the series, 
have decisively new looks. Check out the 
screenshot of Law - the fan favorite has 
been pumped up to near WWE standards, 
but hasn't sacrificed any of his unquestion
able swiftness. 

One big change for the series is how the 
characters' appearances will change through 
the game - not because you unlock new 
costumes, but because characters' appear
ance can be customized to a degree we've 
never seen in a Tekken title. Throughout the 
game, players will be able to use fight money 
earned in battles to buy hats, glasses, full 
costumes, and a number of other hilarious 
additions. We didn't get to see this feature in 
action, but what we heard certainly has our 
interest piqued. 

From our time with the game, it's also 
abundantly clear how much the Tekken 

series has been updated from a graphical 
point of view - the stages and characters 
really rival other recent fighters, which is 
saying a lot We played in a handful of dif
ferent areas, each with different graphical 
touches. The fiery temple stage has heat 
distortion when fighters near the flames, and 
a moonlit field features soft lighting, waving 
grasses, and a really nice dreamy feel. 

With all of this technical and gameplay 
innovation (we've also heard of an action/ 
adventure side game, although we didn't get 
to see any of it), it's good to see how the 
core fighting still holds up, and the graphics 
only make it that much more of a joy to play. 
Honestly, we can't think of a better way to 
honor this series' tenth anniversary than to 
pump up the game in exactly the ways 
that Namco has planned. ■ ■ ■ 
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Stubbs the Zombie in 
"Rebel Without a Pulse" 
> STYLE I-PLAYER ACTION > PUBLISHER ASPVR MEDIA> DMLOPER WIDEIOAO GMIES > RELEASE SUMMER 

RETURN OF THE LIVING DEAD 

W 
hen Bungie founder Alex 
Seropian left the company to 
start Wideload Games, spec• 
ulation on the studio's first 

project quickly became the talk of the 
gaming world. Word spread that it would 
be an action game based on the Halo 
engine - and it is. But nobody expected 
it to be a game like this. 

In "Rebel Without a Pulse," players take 
on the role of Stubbs the Zombie, who 
is, you guessed i~ not exactly alive. The 
game takes place in 1959 in the town of 
Punchbowl, PA. a city envisioned as an 
example of what all towns would be like 
in the 21st century. Awakening 26 years 
after being murdered, the former travel• 
ing salesman decides that Punchbowl 
seems like a good place to rule with 
an iron (yet rotting) fist. However, the 
town's founder - a wealthy industrialist 

named Andrew Monday - won't allow 
this, leading to an all-out war between 
the living and the dead. This time, how• 
ever, the dead are the ones interested 
in truth, justice, and love. Yes, there is a 
love story in all this madness. 

Although zombies are widely known 
to be slow, shuffling beasts, expect this 
game to deliver a fast-paced action 
experience - one like no game you have 
ever seen before. Wideload promises an 
experience every bit as intense and fre
netic as Halo, only with a more twisted 
bent. As a zombie, Stubbs' main attack 
involves cracking open peoples' heads 
and feasting on the goo inside, but it 
is far from the only trick in his arsenal. 
Stubbs can use parts of his own decay· 
ing body as weapons: he can throw 
explosive bits of his own stomach, spit 
vile zombie juices, kill with his deadly 



undead stench, and even throw his own 
head like a bowling ball. He can also 
detach his hand and send it scurrying into 
tight places and can even use the severed 
limb to possess people. Once taken over, 
the helpless human's weapon is totally 
under Stubbs'control. The heroic zombie 
will never actually fire a single bullet in the 
game, although his possessed_ pals will 
certainly lay down heavy curtains of lead. 

Possession isn't the only way Stubbs can 
bring the living to his side. As anyone ~ho 
has ever seen a George Romero movie 
knows, those bitten by zombies become . 
zombies. Anyone Stubbs kills will rise again 
and join him in an unholy zombie army. 
The walking dead will seek out the living, 
attack them, and turn the poor souls into 
the zombies themselves. These hordes of 
the undead will certainly be one of Stubbs' 
most powerful weapons in his battle 
against the horrors of the living world. Of 
course, the humans will have quite an 
arsenal to use against him. As Punchbowl 

is a city of the future, expect to see sci-fi 
influenced weapons along with the full 
host of conventional firearms. 

On his quest, Stubbs will encounter 
foes like mad scientists, angry militiamen, 
Monday's elite guards, and even a deadly 
barbershop quartet Our hero will battle 
them all with his unique arsenal, cracking 
jokes and destroying the city with hi_s . 
zombie strength all the while. This tltle 1s 
definitely sounding like one of the most 
unique games to come down the pike 1n a 
long time, and we certainly can't wait Any 
game in which you can feast on the brains 
of the living is okay with us. ■ ■ ■ 
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Devil May Cry 3: Dante's Awakening 
> STYLE l·PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER CAPCOM PRODUCTION STUDIO l > RELEASE MARCH 8 

THE PRODIGAL SON OF SPARDA 

I t's time to make demonic powers and 
homemade handguns cool again. After 
starring in one of the biggest video game 
disappointments in history, Dante has 

some work to do in regaining the respect of 
gamers. Fortunately, we were able to spend 
some time getting reacquainted with the devil 
hunter in Capcom's new Devil May Cry 3 and 
are happy to say that Dante is up to the task. 
We could spend this entire preview rattling off 
the ways that DMC 3 is different from DMC 
2 (the list is long and encouraging), but even 
more interesting are the new features being 
added to augment and expand the addictive 
gameplay we all came to love in the series' 
first iteration. 

We don't want to give away too much of 
the story, but can say that the game centers 
on Dante discovering his latent demonic abili
ties as he pursues his brother Vergil. Along 
the way he encounters a female demon 
hunter named Lady, who fights alongside 
him on some occasions and shoots him in 
the face on others. Compelling plots have 

never been a trademark of the Devil May Cry 
series, but this is one of the things changing 
with the new entry. Before and after each 
mission, players are treated to gorgeous 
cinematic scenes ( most of which use the 
in-game engine) that flesh out characters 
and their relationships. Don't worry about an 
overdose of jibber-jabber, though - most of 
the cutscenes are loaded with insane, jaw
dropping action spectades choreographed 
by Yuji Shimomura (the action director of the 
stylish Japanese film Ve/Sus). 

The addition of styles (fighting techniques 
that give Dante different abilities) to the 
battle mechanic is old news, but we uncov
ered two new styles in addition to the four 
available at the game's outset (Trickster, 
Gunslinger, Swordmaster, and Royal Guard). 
Though we can't detail exactly what the 
new styles entail, we will say that if you've 
played certain other Capcom games, the 
concepts will be pleasantly familiar. The 
addition of more styles means even more 
variety to Dante's flashy fighting, since most 

weapons have different functions depending 
on which technique he is currently using. 
In Swordmaster, one button combination 
might make Dante throw his blade, while the 
same sequence fires a ball of energy when 
equipped with the gauntlets. Fortunately, it is 
now much easier to experience everything 
each piece of armament has to offer. 

Another new element of DMC 3's combat 
is the ability to switch weapons on the 
fly. Instead of being forced to enter menu 
screens to change equipmen~ the L2 and R2 
buttons will now swap between two melee 
and two ranged weapons that you choose 
at the start of each of the game's 20 levels 
(though there will usually be opportunities 
to alter your selections mid-mission). This 
quick change opens up a whole new world 
of combo possibilities. Players can launch 
enemies into the air with a sword, suspend 
them there with Ebony and Ivory, then switch 
to nunchucks and whale on them as they 
hit the ground before finishing the job with a 
dose-range shotgun blast to the head. These 

outrageous strings of attacks, in addition 
to being easy to pull off, are also required 
to attain the "Stylish" combo designation, 
which means that if you're the kind of player 
who needs S ranks on every mission, you'll 
get very familiar with the weapon-swapping 
mechanic. As far as rewards for this kind of 
hardcore dedication are concerned, Capcom 
is keeping quiet about possible unlockable 
features. However, we couldn't help but 
notice that both Vergil and Lady are carrying 
some extremely cool weapons, and it would 
be a shame if players don't get to take them 
for a spin. 

To those of you who still feel the sting of 
DMC 2, don't be afraid to love again. In Devil 
May Cry 3, Capcom seems to be returning 
Dante to his roots by excising all that was 
terrible about DMC 2, strategically borrow-
ing elements from Ninja Gaiden, and firmly 
steering this series back on course to becom
ing the name to beat in stylish action and 
pure devilish entertainment ■ ■ ■ 
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God of War 
> STYU H'IAYER ACTION > PUBLISHER SONY COMPUTER ENTERlAINMENl AMERICA > DEVIlOPER SONY COMPUTER ENTERTAINMENT AMERICA SANTA MONICA STUDIOS> RELEASE LATE MARCH 

HEAVENLY ASSAULT 

T
he premise of God of War is simple, 
but it's done so well that it never gets 
old. As we sat and watched Kratos rip 
an enemy in two with his bare hands 

or pummel the skull of some poor bastard 
on the ground repeatedly, our lust for blood 
was hardly sated - even if it was literally splat 
tering in our faces. Hovvever, to say that the 
game is mindless is to dishonor the imagina
tion and care that dearly has gone into it And 
that's certainly not something we're going to 
do to Kratos' face. Not when he's wielding a 
pulsing thunderbol~ we won't 

God of War's combat strikes that delicate 
balance between button-mashing and set 
combos. It's neither thoughtless nor contrived 
because it gives you so many options. Since 
E3, two important moves have been added: 
parry counterattacks and an air dash. The 
latter allows you to perform a downward kick 
while in the air. Together, this pair provides 

all sorts of combo possibilities, letting you 
link offensive and defensive maneuvers into 
an endless barrage. Parry counterattacks 
also create another new aspect to combat. 
While doing this, the game will slow down 
momentarily like in Max Payne's Bullet Time. 
Although it can take getting used to, Sony 
says that it gives you a second to consider 
your follow-up attack options. 

Apart from letting you create your own 
offensive combos, the game lets you build 
up the skills you choose. As you collect orbs 
from those you've struck down, you'll earn 
upgrades. Your Blades of Chaos have five 
levels of destruction. Likewise, your magic 
spells have three. Pick your favorite, build its 
power up, and wreak havoc however you see 
fit Maybe you want to spend your orbs on 
building up Zeus' Thunderbolt This magic's 
second stage lets you grab two enemies and 
throw bolts at them in mid-air, while the third 

allows you to increase the bolts' damage. 
Meanwhile, each level of the spell requires a 
different gameplay mechanic for execution. 

When you aren't hacking enemies to bits, 
God of War will test your noodle with some 
puules. Perhaps the best use of this is when 
combat and problem solving are combined 
in one encounter. One easy but impressive 
example of this is when you battle a three-
headed hydra that has crashed up through 
the deck of the ship you are on early in the 
game. In order to get to the main head, you 
have to dispatch the two alongside it first. 
Taking on one at a time, you first have to 
beat each lunging hydra head into a dazed 
state. This will give you just enough time to 
climb the cargo stacks beside it. From here 
you can leap onto a harpoon platform which 
will then come crashing down on the mon
ster, piercing one of its heads to the deck. 

Of course, this scene is played out in epic 

proportions (at one point you'll even find 
yourself in the very jaws of the hydra) -
which is only befitting a game based on a 
legendary struggle with the gods themselves. 
Apart from the sheer gore and vividness of 
the game's combai the cinematic approach 
to your every action elevates it to a befit
tingly heroic level. You don't just fight a few 
enemies onscreen - you are often thrust into 
large battles with the conflict filling the fore
ground of your TV. A ceiling beam you must 
balance across isn't just a piece of wood, it's 
a precarious tightrope barely saving you from 
a chasm of death below. 

Oftentimes the beauty of a well-made 
game is in its ability to make even difficult 
development processes appear simple to the 
player. God of War's elegance is in the way it 
unleashes your savage desires. ■ ■ ■ 









PLAYSTATION 2 

Champions of Norrath: Return To Arms 
> STYU I TO 4-PIAYER ACTIO~PG (UP TO 4-PIAYER VIA PS2 ONLINE) > PUBLISHER SONY ONLINE ENTERTAINMENT> DMLOPER SNOWBLIND STUDIOS> RElIASE F£BRUARY 

TO SERVE, OR TO DESTROY? 

I n our recent hands-on time with 
Champions of Norrath: Return to 
Arms, we got a good long look at how 
Snowblind Studio's latest project is 

shaping up. The word is good - even in its 
unfinished state, Return to Arms is a bias~ 
offering up huge dungeons, lots of enemies, 
and endless loot to appease even the most 
voracious of item hogs. Though it is very 
similar to the original Champions of Norrath, 
plenty of under-the-hood tweaks have been 
made, making RIA a much smoother experi
ence overall. 

The addition of new online modes (both 
competetive and cooperative), along with 
significantly improved netcode and a better 
interface, are the most notable changes in 
this sequel. Players will be able to main
tain friends and ignore lists, hook up with 
others in the online lobby, and play using 
either local characters (stored on your own 
memory card) or heroes stored server-

side (which are typically more secure and 
exploit-free). You'll even be able to access 
your server-side characters from any online
enabled PS2. Another big change in RIA is 
the removal of the random map generator. 
Snowblind decided that the minor hit to 
replayability was a small price to pay for 
more interesting dungeon design and the 
option of having more enemies onscreen. 

Finishing each mission unlocks a "Medal 
Round," which is kind of like a mini-level with 
a specific requirement ranging from beat-
ing a bunch of enemies using four or fewer 
potions to tests of aiming or timed events. 
Completing that challenge will earn you a 
medal, which are in turn tied to unlocking the 
11 bonus missions. And finally, bonus mis
sions lead to the epic artifacts that everyone 
wants. So, despite not having randomly gen
erated maps, it seems that there will be no 
shortage of variety in Return to Arms. 

Players will need to make a choice 

between good and evil early 
in the game. Based on your 
decision, you'll fight differ
ent bosses, see another 
ending, and even get 
to play through some 
alignment-specific 
dungeons. Obviously, 
the storyline will differ 
quite a bit depending 
on whom you decide 
to serve. At the end of 
the day, though, you'll 
be doing what fantasy 
heroes do best - beat 
the bejeezus out of 
anyone in your way. 
Snowblind Studios knows how to make 
that fun as well as anyone in the busi
ness, and Return To Arms looks to show
case that talent once again. ■ ■ ■ 



And Tben Tbere Were Seven 
In true sequel form, Return to Arms will have two new races to play 
as. These iconic EverQuest archetypes join the five original classes 
for a total of seven options at character creation, and the new races 
bring something different to the table. These are our findings from 
playtesting the new heroes. 

Vah Shir Berserker 
These guys are man-sized anthropomorphic tigers with a talent 
for throwing axes and a serious thirst for battle. The Berserker is 
capable of holding his own in melee with the best of them, as 
the name would imply. In that respect, he plays similarly to the 
Barbarian Warrior (and even shares several skills like Dual Wield, 
Critical Hit and Cyclone) without the mana-regeneration goofiness 
of that class. However, the Berserker has an entire line of skills 
that buff his ability with throwing weapons of all kinds, and can 
even summon axes for some free ammo. Berserkers can't absorb 
damage quite as well as Barbarians, but their range capability helps 
a lot to shore up their defensive shortcomings. 

lksar Shaman 
There are hybrid classes, and then there are hybrid classes. 
Shamans are hybrids of hybrids - their skills are a mixture of 
offensive magic, defensive spells, and melee. Obviously, they don't 
fulfill any one of those roles perfectly, but they are surprisingly fun 
to play. In particular, it's convenient to be able to pick the fighting 
style that's most efficient against whichever enemies you're facing. 
Huge ogres coming after you 7 Stay away and blast them from afar 
with your poison spells. Archers are trying to mow you down 7 Get 
up in their faces and bash their skulls with your mace. Running out 
of potions in a boss battle? Play conservatively and use your heal
ing magic to outlast them. Shamans have a variety of talents, and 
are a much more multifaceted class than most of the others. Plus, 
they're lizard-people. How can you go wrong? 



Star Wars Episode Ill: Revenge of the Sith 
> STYLE I OR 2-PLAYER ACTION > PUB USHER LUCASARTS > DE\IB.OPER LUCASARTS > RELEASE MAYS 

GIVE IN TO YOUR ANGER 

W 
e at GI have what might best be desaibed as 
a rabid fascination with all things Star Wars. We 
rejoice in its triumphs, and openly weep when 
George Lucas goes wrong (Jar Jar, we're looking 

at you ... ). But from the tantalizing glimpses we've seen of 
the new Episode Ill game, hopes are high that Revenge of 
the Sith may be exactly the story we've all been waiting for. 
Footage we've seen of the game revealed a disturbed and 
seething Anakin, unafraid of harnessing the dark side to 
enforce a twisted will on his surroundings. An eerily famil
iar scene was revealed showing Anakin facing off against 
Count Dooku as Palpatine watches impassively upon his 
throne. We also saw Obi-Wan single-handedly tackle an 

army of droids with a combination of acrobatic finesse and 
lightsaber prowess. Game developers have been working 
extensively in cooperation with the stunt coordinator from 
the movie as well as doing motion<apture on Hayden 
Christensen in order to create saber fighting beyond any
thing Star Wars games have attempted before, and it looks 
as if they're more than on track to succeed. 

Beyond flashy lightsaber fights, we also know that the 
two playable characters of Obi-Wan and Anakin will have 
access to a variety of Force powers they can utilize against 
obstacles and foes. Anakin can Force throw heavy objects 
to break down doors and barriers, and his dark side lean
ings have given him access to Force lightning. Meanwhile, 

Obi-Wan has unprecedented agility, as he leaps and flips 
high in the air over his foes to outmaneuver them. These 
abilities are no doubt only a taste of the sweetness we 
can expect from the full range of powers available in the 
final game. 

All signs seem to indicate that Episode Ill will be the 
darkest and most disturbing of the Star Wars movies. The 
game is following suit by allowing players to experience the 
duality of not just the heroic path, but the villainous one 
as well. So take up your weapon. Your journey towards the 
dark side will be complete. We've always wanted to say 
that. ■■■ 
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Far Cry Instincts 
> STYlE !·PLAYER ACTION (UP TO !&PLAYER VIA XBOX LIVE OR PS2 ONLINE)> PUB USHER UBISOFT > DMLOPER UBISOfT 
MONTREAL > REI.EASE MARCH 

TRAPPED IN PARADISE 

T 
here's nothing like a tropical vacation. 
There's the surf, the sun, the beautiful, 
bikini-clad women, and the horrific death
traps that dispatch your foes with terrifying 

efficiency. What do you mean that doesn't happen 
on your vacations? Well, then you're apparently not 
visiting the same islands as Jack Carver, star of the 
Far Cry series. You see, one aspect of the new title 
Far Cry Instincts that hasn't been covered much is 
its innovative use of traps to take out large numbers 
of enemies at once. 

While Far Cry Instincts will sport all the features 
that the PC title is known for (lush graphics, wide 
open environments, brutal Al, and the like), the 
trap system is new and adds a lot of depth to the 
FPS experience. As Jack wasn't fortunate enough 
to be a Boy Scout in his younger days, he'll have 
to learn how to make a trap before he unleashes it 
on his foes. Once he learns how (we're assuming 
it won't be as easy as reading the hit instructional 
book Deathtraps for Dummies), he'll have to find 
the right spot to construct the trap, then build 

it, and (if he likes) try to lure enemies into it by 
making noise or planting a body. 

Carver can construct several different types of 
devious traps, such as a branch whip, which impales 
enemies with a powerful strike. Another trap 
launches arrows, while a third takes out fools with 
a Claymore mine. But be careful, any trap that you 
set can catch you as well. Should you step into one, 
you'll hear a noise alerting you to the trap's activa
tion. Seconds later, you'll be toast if you don't get 
out of the way. 

Such devious and lethal devices make us think of 
one thing: using them against our dosest friendsl 
Multiplayer will allow you to build deathtraps as well -
but then again, so can your opponents. Combining 
these lethal tricks with high-powered FPS action will 
certainly lead to some addictive multiplayer. 

We certainly like our vacations to be tainted with 
wickedness, so Far Cry Instinct's trap building feature 
has got us anxious to visit Jack Carvefs island. If 
you're like us, then you're feeling the same urge. But 
then again, if you're like us, you need help. ■ ■ ■ 

lhe Handyman's Guide to Deathtraps 
These diagrams show how the deathtraps you can build take chumps out in easy to follow step-by
step instructions. The branch whip and arrow traps are detailed here. Follow these simple steps, and 
you too can dispatch your enemies with style and ease! 





There has been a fair amount of discussion 
going around as to whether Guild Wars is a 
•actual" MMORPG or not The truth, as usual, 
lies somewhere in the middle. While Guild Wars 
does feature thousands of people playing with 
and against each other, it also has some key dif
ferences from most MMORPGs: 

Character Development 
The maximum level a hero can achieve in Guild 
Wars is 20. Plus, you can hit that In a fairly 
short amount of time - ArenaNet estimates 
around 40 hours. The idea is that everyone has 
the same base power level, and the strategies 
involved in choosing your skills and knowing 
when to use them will make the difference. A 
character can know up to 150 skills, but can 
only bring eight of them into any given mis-
sion - so knowing how to play your character is 
a much bigger deal than simply having the most 
"Ober" loot. 

No Overworld 
Guild Wars doesn't have a constan~ persistent 
overworld that players run around in other than 
the towns where you find missions. There is 
no hunting, camping, or zone control. Also, 
you don't travel at all - just bring up the map 
and click where you want to go, and there you 
are. So, there's really no downtime between 
adventures. 

Instanced Everything 
Any combat you'll have in Guild Wars takes 
place in instanced mission zones. What that 
means is that the zone you're in is private to 
you and your group, and nobody else can go 
there to mess with you. Other players might be 
doing the same quest at the same time, but 
they'll be in their own private instance as well. 
Unless you're doing a player vs. player battle, 
of course. 

94 GAME INFORMER 
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Guild Wars 
> STYLE MASSIVELY MULTIPLAY[R ONLINE ROLE-PLAYING GAME 
> PUBLISHER NCSOFT > DMLOPER ARENANET > RELEASE FEBRUARY 

A NEW PARADIGM 

R 
esiding somewhere in the no
man's-land between EverQuest 
and Starcra~ Guild Wars looks 
to bring something uniquely 

compelling to the table in the next few 
months. We recently got the chance to 
check out developer ArenaNet's inaugural 
game at their offices and came away even 
more pumped up about Guild Wars than 
we were before. 

Due to the fact that the team at 
ArenaNet has a radically different way 
of looking at things, it's able to largely 
sidestep most of the issues that plague 
online RPGs and surgically remove 
everything that's not fun about the genre. 
Quests are 45-minute to two and a half 
hour affairs that involve interesting set 
pieces and sequences more reminiscent 
of Final Fantasy than Ultima Online, since 
you're not competing for space or spawns 
with anyone else. There is no grinding or 
travel time. And most importantly, PvP 
is a totally new experience - believe us, 
there's no comparison to anything you've 

seen before. 
PvP in Guild Wars 

is unique because of 
many, many reasons. 
Firs~ it takes place in 
team matches, much 
like your favorite RTS 
or Counter-Strike. Each 
side starts on an equal footing, and it's up 
to player skill and strategy to carry the day. 
And skill you must have, because each 
map has several strategic points (gates, 
flags, etc.) which must be controlled or 
utilized to prevail. In our playt~ these 
elements came together to create a very 
compelling team-based competitive envi
ronmen~ the likes of which we'd never 
seen before. 

The interface for setting up PvP 
matches is grea~ too. Much like Bliuard's 
battle.net (in fact, several designers who 
worked on that service are part of the 
Guild Wars team), guilds can participate 
in tournaments, "optimatch" against 
other guilds of their skill level, and track 

their stats and rankings. ArenaNet is also 
exploring some really cool PvP incentives, 
such as providing hefty PvE (player versus 
environment) bonuses when a team 
from your world holds the top position 
on the ladder. What these would be is yet 
undetermined, but ArenaNet is thinking 
of serious rewards, like statues coming to 
life, bonus quests, or powerful artifacts. 

If you haven't played in any of the open 
preview events, trust us - this is a new 
kind of game, and an amazingly fun one 
at that ArenaNet wants to change the 
way we think about online RPGs, and 
from what we've seen thus far it's on the 
right track to do just that when Guild Wars 
launches in February. ■ ■ ■ 
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XBOX 

MechAssault 2: Lone Wolf 
> STYLE 1 TO +PIAYER ACTION (UP TO 16-PIAYER VIA XBOX LIVE OR SYSTEM LINK)> PUBLISHER MICROSOFT GAME STUDIOS 
> DEVELOPER DAY 1 STUDIOS > RELEASE DECEMBER 28 

IRON GIANTS 

R 
ight now, a snowy winter is probably 
the number one wish for every Xbox 
gamer out there. With so many 
great titles to play, who would ever 

want to leave the house? Day 1 Studios is 
just about to launch another reason to stay 
inside this winter - MechAssault 2: Lone 
Wolf. We got to spend some hands-on time 
with this title recently, and are hoping that 
plenty of snow days are coming our way. 

We debuted tons of new information 
on MechAssault 2's multiplayer modes in 
issue 137, including its ambitious Conquest 
mode in which players form clans and battle 
it out with other teams to claim planets as 

their territory. This unique online mode is 
certainly one of the most innovative multi
player games around, and now we've had a 
chance to check out how the single-player 
campaign compares. We played through 
the opening levels of the story mode, and 
were more than impressed by the tight 
gameplay, clever mission objectives, and 
beautiful graphics. 

Lone Wolf plays identically to the original 
title, with a couple noticeable additions. The 
sequel allows you to leave your Mech and 
switch vehicles at any time during a mis
sion - giant robots aside, tanks, VTOLS, and 
battle armor are also driveable. There may 

even be a few other vehicle types as well. 
The battle armor is one of the most exciting 
new rides, featuring the ability to hack into 
enemy Mechs, taking them over. In the first 
few missions, we found ourselves hopping 
through a besieged city in the battle armor, 
escorting friendly units in a tank, and - of 
course - going toe-to-toe with other giant 
war machines in several huge, deadly 
Mechs. One of the more creative missions 
even had us don the battle armor, hitch a 
ride on a VTOL aircraft, drop into an enemy 
base, and steal their Mechs one by one. 
The nice variety of objectives in just the first 
few missions had us hankering for more of 

MechAssault 2's single-player mode. 
The original MechAssault is better 

known for its popular online options, and 
MechAssault 2 looks poised to become 
even more popular, thanks to its inclusion 
of simple competitive play along with the 
team-based gameplay of Conquest mode. 
But its single-player campaign, which 
is even more engaging than the stellar 
original, makes MechAssault 2 a worthy 
purchase even for those without Xbox Live. 
Besides, it's a game about huge mechani
cal war machines - how can you say no 
to that? ■■■ 



XB0X I PC 

Advent Rising 
> STYlE I -PIAYER ACTION> PUBLISHER MAJ ESCO > DEVElOPER GIYPHX GAMES 
>REI.WE MAY 

THE START OF AN EPIC JOURNEY 

S ince it's been a while since the 
game has graced our pages, we'd 
like to remind our readers why no 
one can accuse the creators of 

Advent Rising of having low expectations. 
Not only is the team at GlyphX Games 
aiming to make one of the most cinematic 
titles of all time, they see it as just the 
beginning. Advent Rising is the first game in 
the planned Advent Trilogy, which even has 
a side story planned in the PSP's Advent 
Shadow (see last issue for more on this 
game). According to Glyph)(, your actions 
in Advent Rising will not only influence how 
the game plays ou~ but it will also affect 
the course of the entire trilogy. This alone 
is a lofty goal, but GlyphX and publisher 
Majesco have even more tricks in store to 

ensure that Advent Rising plays out like an 
epic Hollywood blockbuster. 

In coordination with award-winning 
sci-fi author Orson Scott Card, GlyphX has 
crafted an intricate story about a legendary 
alien race. Some see them as the mes
siah, others see them as a symbol of hope, 
while others still consider them pure fiction. 
Regardless of what they believe, all recog
nize their name: human. Only a race called 
the Seekers know them to be real, and see 
them as a threat that must be wiped from 
the universe. They travel through known 
space, eliminating all members of the mys
terious species they find. But now, it is time 
for the humans to fight back. 

Using the Unreal Warfare engine, 
the action will unfold in both first and 

third-person perspectives. As Gideon 
Wyeth, players will battle the villainous 
Seekers using futuristic weapons, a 
staggering fleet of vehicles, and incredible 
superhuman powers. Gideon will be 
able to tap into mental abilities such 
as energy blasts, psychic shields, and 
levitation. Players will be able to switch 
quickly between the host of powers and 
conventional weapons, allowing Gideon to 
fluidly unleash a huge variety of attacks. 

The action certainly sounds like some
thing straight out of a big budget sci-fi 
epic, and GlyphX hopes to accentuate 
the cinematic mood even further with the 
promising soundtrack. An impressive array 
of Hollywood musicians has been tapped 
to provide the score, including a 63-piece 

:• previews 

live orchestra, mixed and engineered by 
veterans of movies like Finding Nema, The 
Matrix, The Specialist and more. Up and 
coming singer Charlotte Martin also contrib
uted, as did the Mormon Tabernacle Choir. 

The soundtrack lineup is certainly some
thing to look forward to, as is the involved 
and constantly evolving story. With such 
lofty goals for this title and its planned 
sequels, its hard not to wonder if it will 
accomplish everything that the developer 
claims it will. But based on what we've 
seen so far, things are looking very positive. 
This is certainly one title to keep an eye 
on until it releases in May. Should it live up 
to its potential, Advent Rising could be the 
start of the next big series. ■ ■ ■ 



PLAYSTATION 2 I XBOX I GAMECUBE 

TimeSplitters Future Perfect 
> STYU I TO 4-PlAYER ACTION (UP TO 16-PlAYER VIA PS2 ONLINE OR XBOX LM) > PUBLISHER EA GAMES > DEVELOPER FREE RADICAi. > RElfASE MARCH 

THE GAME OF TOMORROW 

D 
id you know that the staff of Game 
Informer can travel through time? 
Yeah, it's true - you know we 
wouldn't lie to you. We actually just 

got back from a trip to the future, using our 
ChronoTravel FutureBus 4000. It's a lot like a 
cargo van, only it travels through time. While 
we were in the future, we checked out one 
of the games that those crart future gamers 
were playing: TimeSplitters Future Perfect We 
liked what we saw, and luckily for those of 
you poor souls without a FutureBus of your 
own, its coming your way this March. 

Like the previous TimeSplitters titles, Future 
Perfect offers a single-player story mode, a 
bevy of multiplayer modes, a map editor, 
and more. But unlike the first two games, the 
story mode is now a much more cohesive 
experience, and online play is supported for 
both the PS2 and Xbox versions. 

In Future Perfect, our hero Cortez must 
track a mysterious time traveler through 
many different time periods and locations. In 
his quest, he teams up with a variety of col
orful allies, visits the past and the future, and 

(hopefully) discovers the origins of the evil 
TimeSplitters. His adventures take him to the 
1920s, 19605, 1990s, and more as he tracks 
the time traveler and encounters past and 
present versions of himself, thanks to time 
paradoxes. This nice little twist allows you to 
team up with yourself, help yourself solve 

puules, and otherwise play with yourself. We 
saw our future selves on our time traveling 
trip, but we were just sleeping ... in a kiddie 
pool fi lled with mayonnaise. Disgusting. 

What isn't disgusting is the amount of 
goodies stuffed into this game. The arcade 
mode pits you against several highly intel-

ligent bots in deathmatches that recall the 
glory days of GoldenEye on N64. Playing 
against these computer-controlled opponents 
is certainly fun, but the 16-player online for 
the Xbox and PS2 versions brings things to 
the next level. You can even take on your 
online pals in maps you created - the stages 
you craft in the level editor can be used 
online, meaning that you can create stages 
with hidden nooks that only you know aboui 
you sneaky devil. The map editor is also 
easier to use than ever before, so you won't 
have to spend as much time to design the 
ultimate death trap. 

We've been to the future, so we know 
that there are a lot of quality games coming 
out soon, and it can be hard to decide 
which titles are worth your hard-earned 
dollar. Take some words of advice from wise 
and experienced time travelers: If you like 
games with a unique art style, a creative and 
engaging story mode, robust multiplayer 
options, and hundreds of unlockables, then 
TimeSplitters Future Perfect should be a per
fect choice. ■ ■ ■ 
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PC 

Freedom Force vs. 
The Third Reich 
> STYU 1-l'IAYER ACTION (MULTIPIAYER TBO) > P\JBUSHER VIVENDI UNMRSAI/IRRATlONAI. GAMES 
> D£VUOPElt IRRATIONAL GAMES > REUASE MARCH 

THE INCREDIBLES 

N 
ever fear citizens, the Freedom 
Force is here! The original PC 
superhero title recalled the glory 
days of Silver Aae comics with its 

original characters and old-school charm. 
'Mth the second game in the series, 
Freedom Force vs. The Third Reich, Irrational 
Games hopes to capture the same gleeful 
mood while adding new depth and polish. 
We talked with Irrational Games head 
honcho Ken Levine about this new super
powered software and he gave us a glimpse 
into its secret lair. 

k. the name implies, Freedom Force vs. 
The Third Reich pits the heroes of the first 
game against the Nazis, with a few new 
faces at their side to help them sock it to 
Adolf and his cronies. It seems that in an 
alternate history, the Nazis used Energy X to 
take over the world. Those no-good bums! 
The Freedom Force travels back in time 
to defeat them, and meets up with new 
heroes like Tombstone and Sky King. 

Nthough it is set in World War II, don't 
expect this title to play anything like those 
other WW II games on the market "'M1at 
other WW II games have floating brains in 
jars or flying Italian baritones?" asks Levine. 
"Also, the game isn't limited strictly to war
tom Europe. You'll be traveling everywhere 
from Cuba during the height of the Cold 
War to distant dimensions and beyond~ 

The story is pretty much guaranteed to be 
unique, and the graphics and gameplay are 
bound to whip the entire experience into 
lean, mean, fightin' shape. By using the new 
Gamebryo engine, the second Freedom 
Force title will certainly eclipse the original. 
Levine explained how the engine was help
ing Irrational take the game to new heights, 
'We're creating much bigger worlds with a 
much higher level of interactivity and object 
density," he says. "'Mth all the new render
ing effects, induding dynamic lighting, we're 
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able to make the game pop off the monitor. 
While we're psyched to have all the latest 
and greatest rendering capabilities at our 
fingertips, the most important thing is how 
you use them. 'Mth a game like Freedom 
Force vs. The Third Reich, it's all about style. 
We think we've got the look we're shooting 
for OOM1 pat• Gadzooks! 

Levine is Just as confident about the 
gameplay as he is about the graphics, and 
says the Freedom Force vs. The Third Reich 
will offer something for everyone, including, 
"A huge single player campaign with tons 
of unique and vastly different characters, 
solid multiplayer, tocils for modders, and 
more.• Fans can also expect a more robust 
character creation mode to build the hero 
of their dreams (just don't make anyone 
that looks like a Marvel character!). This 
mode has been revamped, making it easier 
to use, with new buih-in characters, powers 
and effects. Irrational is so good to us mere 
mortals. 

'Mth so much to offer, Freedom Force 
vs. The Third Reich looks certain to deliver 
a knockout punch to the ugly face of 
Evil when it arrives in stores this March. 
Frankly, we can't wait to see Evil get its 
clock deaned. We can't stand that rotten 
Evil. ■■■ 





PLAYSTATION 2 I XBOX I GAMECUBE 

NFL Street 2 
> STYLE 1 TO 4-PLAYER SPORTS (2·PLAYER VIA PS2 ONLINE OR XSOX LIVE) > PUBLISHER EA BIG> DM IDPER EA TIBURON 
> RELEASE DECEMBER 22 

NECESSARY ROUGHNESS 

S 
mash mouth football is back with a new edi
tion of NFL Street. Taking cues from fans and 
building off of the original, this year's iteration 
of the trash-talking pigskin series is introduc

ing a host of new changes for anyone wanting to put 
their nut cup on the line. 

Style is still the name of the game and the added 
wall moves not only make use of the title's envi
ronments, but also help you rack up some extra 
points. Just about any kind of move you can pull 
in the game can be done while next to a wall. QBs 
can chuck the rock after jumping off a fence, for 
example, just as well as receivers can launch off of 
one to snare a pass, or running backs can use them 
for a juke. There are even specific pass plays that 
intentionally bring your receivers dose to a wall for 
a stylish catch. Do this near a designated Hot Spot 
and you'll get even more points. 

Of course, the reason you're doing all this show
boating is to earn a GameBreaker. In the first NFL 
Street these special tokens could be used before 

a play to give you an advantage for that entire 
play. This year it's a little different. You'll activate a 
GameBreaker the same way, but each move you 
subsequently pull off will drain your GameBreaker 
until it's used up. However, NFL Street 2 also 
adds something new by letting you save up for a 
GameBreaker 2. Playing this will trigger its own kind 
of craziness. If, for example, you are on offense, your 
running back will jump off the back of an offensive 
lineman. On defense, your linebacker will pick up 
and throw a defensive back at the ball carrier. It 
looks as cool as it sounds, the only problem is that 
this is a non-interactive sequence, so you unfortu
nately only get to watch GameBreaker 2s and not 
actually perform them. 

Another big change for the franchise is the re
working of the career mode. It's a lot more diverse 
this year, putting you in charge of making your way 
around a big city; playing through scenarios to recruit 
for your team, earn them development points, par
ticipate in tournaments, and take over and defend 

city turf. It's more bite-sized than slogging through 
the first NFL Street giving you a variety of tasks 
such as battling against someone else one-on
one, fighting over jump balls with other receivers, 
and even participating in a free-for-all. 

If you've already got your hands full thinking 
of the new additions to this franchise, there is all 
sorts of new craziness waiting for you when you 
hop online. Apart from head-to-head play, NFL 
Street 2 is offering other game modes to keep 
you busy. Are you ready for some football? You 
better be ready for much more than that ■ ■ ■ 





PLAYSTATION 2 I XBOX 

Darkwatch 
> STYU 1-PIAYER ACTION (ONLINE TBD) > PUBLISHER SIM'-fl STUDIOS > DMLOPER SIMMY STUDIOS 
> R.El.WE MARCH 

THE GUNSLINGER 

I n the gray, dusty nighi a lanky figure strolls alone 
through the ruins of a western settlement A 
slight breeze and the jangling of his spurs are 
the only sounds that reach his ears. Still, his 

hand goes to the revolver on his hips; he senses that 
a sinister presence lurks somewhere in the crumbling 
town. If there is one thing the stranger can sense, it's 
evil. He himself is unnatural, a dark stain upon the 
world of the living. 

This man is Jericho Cross, the star of Sammy 
Studios' upcoming western horror shooter 
Darkwatch. In life, Cross was a scoundrel, taking 
what he needed to survive. Raiding a train in search 
of a final big score turned out to be the end of his 
life, but not the end of the story. The train belonged 
to the Darkwatch, a secret society tasked with pro
tecting the world from supernatural forces. While 
searching for treasure on the train, Cross unleashed 
a captive vampire that turned him into one of the 
undead and escaped, reawakening evil across the 
land. The Darkwatch agents gave Cross the choice to 
destroy the powerful vampire, or face extermination. 
Thus, his adventure began. 

As Jericho Cross, players will battle their way 
through the haunted old West in search of evil. 
Although it is a first-person shooter, Darkwatch offers 
gamers new abilities not seen in other shooters, 
thanks to Cross' vampiric nature. Cross can detect 
supernatural elements with his blood vision, leap 
high into the air with his vampire jump, and take out 
enemies with melee combai thanks to his bladed 
firearms. He'll even earn new vampire powers, 
although not simply by volume killing. Throughout 
the adventure, Cross will encounter situations that 
have good and evil choices, and each will reward 
Cross with a different power. For example, in the 
demo we played, an innocent woman had been 
bitten by a vampire. Finishing her off unlocked a 

melee frenzy mode, while sucking 
the tainted blood out of her (thus 
saving her) rewarded us with a 
mode that temporarily super
charged our bullets, killing every
thing in one shot 

Like Fable or Knights of the Old 
Republic, Darkwatch features 
branching paths of good and 
evil. But unlike those role-play-
ing based games, Darkwatch 
is all about action. In our 
time with the game, we 
jumped onto a moving 
train from atop our undead 
horse, cut down enemies 
with a mystical shotgun, 
fired exploding crossbow 
rounds into zombies, and 
sprayed hot lead into 
gargantuan, acid-vomiting 
vampires. The enemies we 
faced sported location-specific damage and Havok 
physics, so we shot their arms off, took off their 
heads with melee attacks, and watched as our bul
lets tore them from the roof of a train and sent them 
spiraling to the ground. 

There are certainly a lot of shooters out there, but 
we think that Darkwatch has what it takes to stand 
out in the crowd. The action is fun and frantic, and 
the unique setting and abilities instantly set it apart 
from the others. Online support will offer the com
petitive aspect shooter fans crave, and the mature 
story should appeal to gamers looking for something 
a little deeper than the average action game plot In 
a genre comprised largely of sequels and knockoffs, 
Darkwatch is as refreshing as a tall glass of blood 
when you' re thirsty. ■ ■ ■ 





PL.AYSTATI0N 2 

The Getaway: Black Monday 
> STYU 1-PIAYER ACTION/RACING > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA > DEVELOPER TEAM SOHO > REI.EASE JANUARY 

RETURN TO THE MEAN STREETS 

A 
s Grand Theft Auto continues to make exponential 
leaps with each successive entry in the series (as 
demonstrated by the epic San Andreas), most 
of its direct competition seems to be content to 

take baby steps towards progress. Game Informer praised 
the first Getaway for its gripping storytelling and hardboiled 
British wit which helped make the title a hit despite some 
fairly significant technical and control deficiencies. We 
recently got a new playable build of the upcoming sequel, 
The Getaway: Black Monday, and were pleased to see that 
the game is maintaining much of what made its predeces
sor so engrossing, while at the same time taking some steps 
to remedy the problems of the first Although it's not a dras
tic step above the last one, it does appear to be improved 
on a number of fronts. 

Once again, Team Soho is relying on its storytelling skills 
to provide much of Black Monday's appeal. The tale at 
hand is quite epic, encompassing the fates of three play
able characters: troubled super-cop Sgt Ben Mitchell, two
bit thug and amateur boxer Eddie O'Conner, and comely 
computer whiz Sam, who sometimes dabbles in illegal 
hacking. At the outset you're instantly drawn into the action 
as Mitchell is thrown into a deadly tussle with some Latvian 
gangsters that have kidnapped an investigative reporter 
who has looked too dosely into their nefarious operation. 
It's a bracing beginning to a game that holds a number of 
shocking revelations, which are played out from several dif
ferent points of view and time frames. 

From a gameplay perspective, little appears to have 
changed. The majority of this game still revolves around 
the ever-present activities of driving and gunplay. The auto
motive portion of the package seems largely the same as 

before, but that's a good thing considering that the epic 
car chases down daustrophobic London streets were really 
the strong points of the first title. The autos still handle well, 
and there are some new rides to indulge your lead-foot 
most notably motorcydes. One thing that did seem much 
improved was the navigation system, which again directs 
players via the turning lights on the back of the vehides. 
However, the Al that drives these signals seems a bit more 
sensible and less erratic, resulting in less confusing tours 
through London. Also, the cars - in general - have a bit 
more acceleration and top-end speed. 

On foot you'd be hard-pressed to find many significant 
differences in comparing The Getaway to Black Monday. 
This said, there has been some polish added. The character 
models are more detailed, and the animation ( especially 
the previously awkward ' staggering" walk of the characters) 
is more fluid. However, we'd be remiss if we didn't point 
out the fact that - on this build, at least - some of The 
Getaway's more nagging deficiencies, particularly in the 
camera and auto-targeting, seem to persist in Black Monday. 
Also, the controversial "lean on a wall to restore health" 
and minimalist heads-up display are back as well. However, 
little touches like being able to pick up and drag bodies and 
working with teams of police special forces (while playing as 
Mitchell) do add some intrigue to the package. 

While it would be nice to see a bit more advancement 
made over the first title, we're still quite excited for Black 
Monday. Few developers have delivered cinematic charac
ters and experiences like Team Soho, and the thrill of hur
tling down crowded London streets is still as invigorating as 
it's always been. Expect fans of the franchise to get much 
more of what they love come January. ■ ■ ■ 



XBOX 

Iron Phoenix 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYERVIA XBOX LNE) > PU BUSHER SAMMY STUDIOS 
> DEVELOPER INTERSERV INTERNATIONAL> RELEASE FEBRUARY 

EVERYBODY WAS KUNG FU FIGHTING 

W 
hen nine mystical weapons 
are forged from the remains 
of a meteor that fell to Earth 
in the distant past, you can't 

be surprised when there are years of 
bloodshed and war to determine their 
ownership. As it turns out that's exactly 
what has happened in Iron Phoenix, a 
chaotic 16-player online melee game 
that drops you right in the middle of the 
whole mess. 

You'll play as one of more than 10 
fighters and have your choice between 
any of the nine ultra-powerful magi• 
cal blades, hammers, or spears. While 
there is a single player component 
against bots, the real mayhem begins 
when you jump on Xbox Live, where 
all 16 players can have at it simultane
ously in a smorgasbord of wire-fu style 
action. Run up walls, flip high in the air, 
and master the unique moves of your 
chosen weapon. All the battlegrounds 
are large and spacious, with numerous 
pick-ups and extra weapons to be found 
by the curious searcher. Combat itself 
involves the trading of combo-heavy 

moves against your opponent, bal· 
anced with the judicious use of blocks 
and dodging. In large matches, you 
can wade into the conflagration and 
take your chances against everyone, or 
single out a particular opponent and 
lock your attacks on them. If you have 
an unstoppable grudge to settle, you 
can challenge a single opponent to a 
duel. When they accept the two of you 
will be isolated away in a bubble, where 
only the best fighter will emerge victori· 
ous. Each of the available weapons has 
an impressive array of individual actions 
for you to master, and when you've 
built up your Chi, you can unleash a 
devastating. wide-radius attack for mas· 
sive damage. 

Iron Phoenix plays as an alternative 
to games like Unreal Championship. 
Focusing entirely on the third person 
melee perspective, and couched in the 
myths of the ancient far east it could 
be right up your alley if movies like 
Crouching Tiger, Hidden Dragon or 
Hero get your blood boiling. ■ ■ ■ 
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PC 

Doom 3: 
Resurrection of Evil 

> STYl£ I ·PLAYER ACTION (UP TO 4-PLAYER VIA INTERNET OR LAN) > PUBLISHER ACTIVISION 
> DEVELOPER ID SOFTWARE> RELEASE 2005 

WHEN IT'S DONE 

T 
rue, legendary developer id did 
finally release their latest opus in 
August. Now the company is hard 
at work on the expansion and still 

sticking to the line that it'll be unleashed 
on the public "when it's done." The good 
news, though, is that even the small bits of 
it we saw look great - for our money, this is 
shaping up to be a worthy expansion pack 
to one of the most popular PC games of 
all time. 

Resurrection of Evil is set !Mio years 
after the events of Doom 3, with the 
Cyberdemon dead and the evil Dr. Betruger 
having fled. You play as a different marine 
this time, sent down by the UAC (which 
covered up the demonic invasion as a 
reactor meltdown) to assist Dr. Elizabeth 
McNeal in investigating a strange beacon 
at the first alien dig site. This, of course, 
turns out to be an artifact of evil power 
and it draws Betrugers malefic attention 
the moment you lay hands on it. He sends 
three hell-spawned hunters after you, and 
thus your quest begins. You'll have to face 
down each of these three demons in single 
combat while Dr. 
McNeal attempts to 
unravel the secrets 
of the ancient 
civilization on Mars 
before Betruger 
can retrieve the 
artifact and mount 
another invasion of 
the mortal plane. 
You just might get a 
chance to end the 
malevolent doctors 
threat for good by 
the time the cam-

paign is done. 
New weapons will aid you in your task. An 

antique double-barreled shotgun is the firsi 
followed by the 'Grabber.' This is an obvi
ous knockoff of Half-Life's gravity gun, but 
is not without its own charms. In particular, 
you can grab enemy projectiles and return 
them to their senders. It's about as amusing 
as you'd think. The evil artifact itself, though, 
is far and away the coolest new toy. After 
defeating each of the three demonic hunt
ers, the artifact will absorb their power and 
allow you to utilize it. In order, you get a 
slow-time effe~ a berserk ability (much like 
the Berserk power-up), and limited invulner
ability - and they stack. You'll have to feed 
the artifact good souls (found off of dead 
humans) for it to work, though. 

Be!Mleen the campaign, which id esti
mates at one-half to !Mio-thirds as long 
as the original one, the sweet new weap
ons, and the three new enemy types, 
Resurrection of Evil looks to be everything 
an expansion should be. Let's just hope 
that "when it's done" doesn't mean "three 
years from now" this time. ■ ■ ■ 
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Prince of Persia: Warrior Within 

Our crack ( or crackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 
two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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ATV Olfroad Fury 3 Metroid Prime 2: Echoes 

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

Outstand111g. A truly elrte btle that IS nearly pe<fect 11 f!>lerY w,ry. 1hos so:xe IS gnien 
out rarely and indicates a game that cannot be """5ed. 

Superb. Just shy of gam,ng nirvana. this so:xe IS a t"1 rea,mmendaoon because 
the game reviewed IS head-anckhoudeis above dS conl)ebtK)n. 

1/e,y Good. lnnovawe, but perhaps not the nght dlOicr for ....-,.,ne. 1hos so:xe 
oncicates that there are many good ttw,gs 10 be had. but a,guably so. 

Average. The game"s features may v.a\i, but are nollwig that e,,en casual playefs 
haven't seen before A decent Iii""" from beg,nnong 10 end. 

Limrted Appeal Although there may be fans of games recaw,g this sa,re, many WIii 
be left yearning for a more rewarding game expenence 

Passable. It may be OO\IIOlJS that the game has lots of poten11al but rts most 
engaging features could be undeniably 11.-1 or not 11teg@ted 11to the expenence. 

Bad. IMlile some lh,ngs may work as planned, the maJOOIY of this bile e,ther 
malfunctions to vary,ng degrees or rt is so dul that the game falls short as a whole. 

Painful tt there IS anything that's redeemng., a game of lhos caliber, It's boned 
beneath agor,,z,ng gameplay and une,,en exeaJtJOn 11 rts features or Iheme. 

Broken. Bas,calJy unplayable. 1hos game IS so insuffioent 11 exeaJtJon that any value 
would be denved ,n extremely smal quantrtJes, d at al. 

H!lonoous. A game so offensively awful that •·s iegal 10 own. Buyets ,.;a be 
registered on the Naoonal Video cam, Oflende<s Et and forred 10 11troduce 
themselves as such to the,r neighbors. 

Ghost Recon 2 

METAL GEAR 
SOLID 3: SNAKE 
EATER 
Never send a soldier in to do a 
Snake's work. Hideo Kojima's latest 
Metal Gear creation drops gamers 
into the middle of the Cold War and 
envelopes you with rich gameplay, 
stunning visuals, and all the twists 
and turns you'd expect from the 
mind of Kojima. Don't worry, though, 
there is a lot more to this tale than 
rolling around on the ground eating 
vermin. Snake Eater features a col
lection of some the franchise's most 
memorable boss fights - and that's 
a strong statement. Turn to page 120 
for the ride of your life. 

> Concept: Vvtiat 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 colhslOO or pop-up. 

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

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

> Entertainment: Flat out, Just how fun the game is to play. The 
most important factor in rating a game. 

> Replay Value 

Hish - You'll still be popping !his game in five years from now. 

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

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

~ Moclfflltely low - Mer finishing i1, there's not much reason to give 
it a second go. 

low - You1I quit playing before you complete the game. 



Super Mario 64 DS 

142 
Medal of Honor: Pacific Assault 
Electronic Arts' juggernaut first-person shooter franchise may have 
been giving the appearance of missing the bus recently, but there's 
a big treat waiting for all of you World War II gamers out there. 
Pacific Assault takes everything that made the series great, mixes in 
some new elements, and puts players right into the thick of combat 
with startling proficiency. Learn what makes it great on page 142. 

For our newer reaclen, here Is • glossary of terms and acronyms that commonly appear In the magazine. 
Video game veterans should move along (these aren't the drolds you are looking for). 

Content suitable 
oo~for adults. 

IOIOi - A resoluuon speaficatJon used for HIJIV 
l080i stands for resoiutJOn of 1920xl080 pcx,ls. 
The ·r means 1hat the '1Cleo • beong ,nlet1.x<d 

4'0p - Progressive scannore tt-.s op(IOO ('p"• 
progress,,ot), creates a p,aure sgnal wl1h dooble 
the scan Ines of a convenoonaf r,teffactd 
p,ct,Jre. 4801 (I• fltednd), to create• 
nooa,al,fy sharper unage The 480p mage 
offe<s t..;ier p,clure resolubon and eirnnates 
wtualy al mobOn anrlacts fl a 6'IO>c480 pucef 
resoluuon~ 

7l0p - A res<iltJon speaficallOll used for HIJIV 
720p stands for resoluuon of 1280,720 pcx,ls. 
The 'p' means 1hat the '1Cleo • fl progresSMO 
fonnat 

oclion - A term we use for games hke Zooe of the 
Ender.; and Gauntlel 
-. -A tern, we use for games like Myst 

and Escape Fmm Monkey Island 
Al - Anllioal Intelligence. Usual~ used to refer 

to hc>N .....i the computer reacts to a human 
opponent 

lllow ·• 5udi - Betng tmble to sucxessfully 
perfu<m the bloo funcllOnS featu...t 11 Nmtendo 
DS games 

board - A term we use for games Ike Jeoparclfl 
and Mano Patty 

bump fflllllN"I - A tednque v.t.ere va,y,ng l~I 
effeas surulate depth on textures 

<ti shodins - A technique used to create 30 
rendered oo,e<:15 1hat reserrble hanc!<lrawn 
l,..,,.llOllc,ls 

CG - Ulll1)Uter-Generated graphics 
n - Elearonoc Entertaorvnent E,cpo. The world's 

1a,gesta,r,,,en11onfor\1Cleogames 
flalitinl • A temi we use for games Ike Street 

r,;,ter and Dead o, 1Jr,e 

FMV - ful Mooon \Idea. Usually refe,s to an 
nnated CG wtso!ne 

FPS - Frames Pe< 5ea>nd. HoN many antmabon 
frames happen " one sealOd. Also used 
to clenole Firs1-Pe<son Shoole,s ii<e Doom. 
GoldenEye. and Unreal Tournament 

,._ ... - The frames of anmahon used to 
aeate the i!us,on of """"""'°t 

"-nd - A game's menus and optJons 
GIA - Game Boy Advance 
GIC - Game Boy Color 
C.C -GameCube 
HDrv - High Oelinmon TelevlSIOn 
lsooncic - lhree<jlla!te<s top """'1 v,ew, like 

Sla!Crah or Red Alert 2 

ISP - Internet Se\,ce l'RM<fer. The a,mp,1/l\' that 
prowles yoov.,th dCCl'SS to the kltemet 

Jaaies Graphocalineslhatareiaggedv,nen 
they sroJd be~ 

LAN - l.cCllf ,_ ~ Conneaing ""'1"Jte<S 
Of wnsoles togeth,f ,wtw, • smal space to 
illoNainmnr.itJon bet-,i them Pn>,,des 
fa,t_ smJtan,ous gameplay 

---- - A smal, ""l"O game iMlhn a 
largerono 
~ -1.Jsonglunan modolsand 

rnrared cameras to recad rno,,,ernent lo, game 
anmotJOO. Also rno<ap 

motio,, blur - Phantom kames kllcw an 01,,.a 
to g,ve the ~essoon of re.,1ost,c speed 

N64 - N111endo 64 
HES - Nmtendo Enten..nment System 
NPC - Non-Player dlaracter. Those people 

and aeatures yoo see wandenng around 
11 games that are not bemg oootrolled by actual 
humans 

partkle lfhcls - lhngs Ike smo<e o, spari<s 
created 11 real-ume 

- Player Kil<r. 1hs •• person ...., 1hrrves 
oo kMng neM>e o, vooe,able characte<5 fl 
MMOR!'Gs o, shoOllng therr teanvnates r, 
games IJie Colllter·Stnke 

pldonn - A ICffn we use lo, sames IJie Super 
Mano and Crash BanclcDOt 

pop-up - Wien onscreen oo,ccts. usualy di<larl\ 
suddenly appear 

PS2 - Senf PlayStatJon 2 
PSone - Sent PlaySlatJon 
puzzle - A tem1 ... use b sames IJie Tetns and 

ChuChullodet 
radns - A tern, we use lo, games ll<e Gran 

Tun5mo and Mano Kart 
IPG - Roli,.Play,ng Game. A game that """""" 

<haracter ~ ttvou;, coleartg and 
spencing pr)flts. A tern, we use lo, games ii<e 
Final Fantasy and Dragon wamo, 

s'-' -A 1emi we use lo, games 1,1:e Mars 
Matnx and Gradius 

SHES - Super Nintendo En1erta,nmern System 
~ - A temi we use for games loke 

MaddeoNfl 
slnlaff - A term we use for games like 

Conm,nd & Conquer and Falout Tactoc:S 
lhiNl-,.,ty - Somed-.ng made lo, • ronsole by. 

oon-.,any ocher than the ronsole manufacturer 
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Prince of Persia: 
Warrior Within 
> STYU I-Pl.AYER ACTION > PUBLISHER UBISOFT > DEVEIDPER UBISOFT MONTREAL 
> RELEASE NOVEMBER 30 > ESRB M 

BATTLE YOUR DEMONS 

E 
veryone loves Prince of Persia: Sands of 
lime. The overwhelming majority of those 
who played 1t remember its story, its look, 
and its platforming as some of the finest 

examples of recent video game design. Now it's 
sequel time and we all wonder if this new entry 
measures up. As a whole, Warrior Within does an 
incredible job of differentiating itself while still main
taining the series' high level of quality. 

In many, many ways Warrior Within ably carries the 
torch left by Sands of lime. The platforming is one of 
the dosest things to gaming nirvana that I have ever 
had the pleasure to participate in - there were hon
estly times where, when I died, I was actually happy 
to do certain segments over again. The level design 
is just as good as the first game and, in certain sec
tions, I would argue that it's dramatically improved. It 
seems to me that the environments are used to their 
fullest and the development team takes advantage 
of every path, every moment of tension, every joy of 
movement that is posstble in a three
dimensional space. 

This achievement is harder than 
one would guess, because the story 
of Warrior Within has the Prince travel
ing between the present and the past 
of the same environment (at least 
through a hearty chunk of the tale). 
Repetition of design could have easily 
been a problem here, but the differ
ences due to decay and destruction 
mean tha~ while you'll recognize 
rooms, you won't be taking anywhere 
near the same path through them on 
your subsequent visits. 

But what about the main complaint 
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many had with Sands of lime 7 The much-<liscussed 
combat has received enough of an overhaul that I 
am nc:m a big fan, but retains the right amount of 
the first game's scheme that I felt instantly comfort
able with the Prince's abthties. I actually developed 
two different fighting styles that I would switch 
between. On the safety of solid ground, my Prince 
was an acrobatic wonder, somersaulting over and 
throwing enemies into each other w,th abandon. 
On a platform, I made every effort to avoid wall flip
ping, and developed an entirely different method of 
destruction. Versatility like this isn't something that 
you come across every day, and I'm grateful that 
it's here. 

Still, when it comes down to i~ I'm giving Warrior 
Within a one-quarter point lower than Sands of 
lime. Why? It mostly has to do with the story, 
which was so exceptional in Sands of lime that 
the franchise set the bar for itself incredibly high. 
Warrior Within just misses this mark by a hair. It's 

not at all that the story is bad or that the dialogue 
is trite or unconvincing, it's that the pace at which 
players learn more is skewed. I really wanted the 
narrative structure to be integrated more evenly into 
the entire game - something that Sands of lime 
did expertly and was a high point for many players, 
myself included. 

At the end of the day, my occasional frustration or 
quibble with story pacing is practically null because 
Warrior Within is such an exceptional game. Its 
change of pace and maturity feels just righ~ the 
platforming is divine, and the action is something to 
be very happy about.-LISA 

BOTTOM 9 25 
LINE ■ 

> Conctpt Reunite pla\<ffi with 
ihe Prine, - oow a wearied, wor
ried, ass-kicl.ing actiolvplatlorm
ing machine 

> Graphics: Positively ~unning. 
Maintains ihe art style of Sands 
of Time, but dirties it up 10 
greal effect 

> Sound: Excelleni voice acting 
and chanier enemies are a nice 
addition lhal keeps up lhe men
acing feel \Wlile still describing 
ihecharact~ 

> Pllyallllity: Improved combai 
and plariorming lhai ~ al le~ 
as good as ihe first game (and in 
someslages, Mil better) 

> Entetuinmont: I wanted 
more from ihe ~01'/ in ihe early 
Slages, but ihe gameplay ~ so 
tight !hat it Glrries you lhrough 

> R'PUY Vallll!: High 

Second Opinion 9 

~ battle system from the 
firn Prince was easily my 
least favorite part of the 
adventure, but perhaps not 
for the obvious reasons. 
Many thought the combat 
was too shallow. I, on the 
oiher hand, actually hked 
the simple combat. I just 
felt ther, was too much of 
11. It seemed the dleslgners 
usedw.rveafterwa-;e 
of enemies to artificially 
111crease the length of the 
game. This lime around, 
the combat IS certainly 
dleeper With improved 
pacing. but f don't feel 
it's al that much better 
Sometimes II feels spot 
on, others times rt 1ust 
feels sloppy; but all the 
time I feel I'm just doing 
rt to get back to the story 
and exploration parts of 
the game that f so enjoy. 
Combat complaints aSldle, 
Warrior Within IS still a 
gripping adventure that 
shouldn't be missed by fans 
of the original.-ANDY 
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GoldenEye: Rogue Agent 
> STYLE 1 TO 4-PIAYER ACT10N (UP TO 8-PIAYER VIA X80X LM. SYSTtM LINK, OR PS2 ONLINE)> PUBLISHER ELECTRONIC ARTS 
> DEVELOPER ELKTRONK ARTS LOS ANGEi.ES > RB.EASE NOVEMBER 17 > ESRB T 

AN EYE FOR AN EYE 

S 
o yoo're telling me that this GoldenEye chap 
was unceremoniously discharged from MIG 
because he didn't save James Bond in a 
virtual reality simulator? That's really what 

sets this guy off? This is the trigger that unleashes his 
unbridled hatred for human life? Man, what would 
happen if he showed up 15 minutes late for work? 

In case yoo can't read into my tone, I'm not 
impressed with EA's latest James Bond game. In 
fact, I would even go as far to say that it tarnishes 
the hallowed GoldenEye name that gamers have 
held dose to their hearts since 1997, and is the 
equivalent of tossing a martini into Bond's face and 
then shooting him in the family jewels with a tran
quilizer dart Believe me, I am just as stunned and 
disappointed as yoo are. I thought Agent Under Fire 
was an amazing game. Nightfire wasn't as explosive, 
but it was still a fun play. And Everything or Nothing 
completely blew my mind. I loved it 

'Mth Rogue Agent it feels like a gigantic vacuum 
deaner sucked all the creativity out of the game. 
Assuredly, punching enemies and using them as 
human shields never seems to get old, but there's 
little else that put a smile on my face. The level 
designs are painfully desolate. Although the death
traps are more creative (like activating a rocket 
engine with people behind it), the means of using 
them is not as elegant In previous Bond titles, these 
traps were hidden in the levels. It was up to the 
player to find them and figure out how to use them. 
In this iteration, you just have to locate a terminal 
and press the button. Keep in mind that these termi
nals all look the same and can be seen from a mile 
away. Watching enemies bite the big one in a multi
tude of ways certainly brings about a devious cackle 
or two, but it's just too mindless of an approach. 

The gameplay is also quite frustrating. For a guy 
who is a so-called secret agen~ GoldenEye can't 
change a weapon magazine to save his life. Could 
these weapons take any longer to reload? Dual 
wielding is executed well, but I rarely found my 
visionary tools to be useful. Since an enemy can 
never keep still and squirms like a five-year-old that 
slammed a bag of Pop Rocks, the M.RI. ability of 
seeing through walls didn't reveal much for me, and 
by the time that I used my weapon hack, the enemy 
was already zipped up in a body bag. The shield 
is the only tool that I would use successfully. The 
gameplay may lead to frustration, but I do have to 
hand it to EA for tracking so many end-of-level stats. 
I'm a big sucker for performance breakdown, and 
this game tallies everything (perfect shots, machine 
traps, melee throws, hostages, explosions, cheap 
shots, and so on). 

The multiplayer maps are nice and small, 
and work well for both online and split-screen. 
Deathtraps are abundan~ and like a mousetrap 
with cheese, feature a powerful weapon smack 
dab in the middle of them. If not for the lackluster 
gameplay, this multiplayer package would have 
been pretty slick. 

As always, EA did a bang-up job with this game's 
presentation. The characters in the CG cutscenes 
look fantastic, Paul Oakenfold's rhythmic score is 
music to the ears, and you just gotta love seeing 
more of Pussy Galore. 

I like EA's approach of putting players into the 
shoes of a loose cannon, but the game just lacks 
that Bond chemistry that we've come to expect 
Much like Timothy Dalton as James Bond, Rogue 
Agent doesn't fit well into this secret agent's uni
verse.- REINER 

BOTTOM 6 75 
LINE • 

> Concept M outlaw agent 
named GoldenEye wages a war 
against Bond's greatest villains, 
ye1 comes across as a had< in 
this unfulfifting game 

> Graphics: Very drab. 
ErMronments are blodcy and 
sterile, the character movements 
are stiff and floaly, and the 
effects are not very vibranl 

> Sound: Paul Oakenfold's 
soundtrack is one of the best 
you11 hear all year. The weapon 
sounds and voic= are solid 
as well 

> Playability: Weapon reload
ing is ~ 100 slow and the level 
designs are poorly construaed 

> Entttuinment A lower 
quality than EA's previous efforts. 
There are some good ideas at 
work, but the game just doesn'l 
deliver the thrills 

> Replay Value: Moderately 
High 

Second Opinion 7.5 

I don1 want to bll'St an,
one's bubble here, but ~ 
you're ellpeCling a rewrn 
to the glory days of the 
GoldenEve frandlise, you're 
in fur a disappomtment 
Environments are lading in 
detail and the !Ml designs 
are often downnght boring, 
Multlplayer seems to chug 
along at a soa1rs pace com
pared With rutrenl Xbox 
Live compelJlol5. 1M. just 
to be dear, the game has 
some in.t glowing aspects 
to it Paul Oakenlold's 
interactive eleclronica 
score is awesome, and 
the \,U:ea,,er w0lk from 
many of the Bond Vl1lains 
from <Nf! the years is stel
lar. Playing as the bad guy 
is a pretty cool change of 
pace, as heartlessly taking 
hostages and slyly activating 
deathtraps can be a lot of 
fun. But pick lhis game up 
because~ sounds interest
ing on its own merits, not 
because they pimped out 
the GoldenEye name to 
boost sales. -MILLER 
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Call of Duty: Finest Hour 
> STYLE 1-PIAYERACTION (UPTO 16-Pt.AYERVIAXBOXLM, SYSTEM LINK, OR PS2 ONLINE) > PUBUSHEJI ACTMSION > D£VELOPfll 
SPARK UNLIMITED > REI.EASE NOVEMBER 16 > ESRB T 

THE REAL MEDAL OF HONOR 

0 
range is the new blue, Smallville is the 
new Lois and Oark, and Call of Duty is the 
new Medal of Honor. With a development 
team that consists of aver 30 people who 

defected from the console and PC Medal of Honor 
teams, it's no small coincidence that Call of Duty: 
Finest Hour feels vaguely familiar. At times it may feel 
like you are taking the Pepsi Challenge when you 
try to distinguish the differences between Medal of 
Honor: Rising Sun and Call of Duty: Finest Hour. Both 
games use stock World War II footage to introduce 
new levels, and within the first level of Finest Hour, 
which is an explosive recreation of the Russian infan
try's charge at Stalingrad, it appears that Spark has 
made the same mistake of focusing on cinematic 
sequences rather than gritty gunplay. 

It's not until you reach the second stage that you 
see that these two titles couldn't contrast more. 
Where the entire experience in Rising Sun felt like 
sightseeing at Disney World, Finest Hour drops you 
into the frontlines of an epic battle that will have you 
gasping for air as the firefights intensify, ducking as 
grenades fly overhead, and chewing off your nails as 
a teammate runs into a field that is being showered 
with bullets by a well-hidden machine gun nest 
Long story short. the gameplay is the main attraction 
in Finest Hour, not the spectades. 

Much like the PC Call of Duty (which I should 
note is a completely different game), this console 
title features a brilliant targeting mechanic that 
allows players to zoom in and aim down the sight 
of the firearm. Couple this with nice hit detection 
and decent enemy Al, and you'll have the time 
of your life as you lean around comers to pick off 
one enemy after another. Grenades can also be 
thrown with pinpoint accuracy, and enemies react 
appropriately if they see it by diving for cover. 
Although shying away from realism, I also like how 

your targeting retide flashes red when an enemy is 
tagged with a shot. The linearity of the missions is 
a bit disappointing, but Spark did a commendable 
job of mixing things up with the objectJves and 
locations. As the war unfolds, you'll witness key 
conflicts through the eyes of American, British, and 
Russian soldiers in North Afnca and the western 
and eastern fronts. 

Another nice change of pace is that you never 
really feel like a one-man wrecking aeN. 'Mthin each 
level, you always have a handful of teammates at 
your side and lending a hand. Since your comrades 
are prone to running into firefights Without thinking 
twice and often hke to stand in your line of fire, they 
obviously rode the short bus to school. Regardless, 
it's nice to have them there. dleckpoints are few 
and far between, but thankfully, health packs are 
always there 1f you need one. On this note, Spark 
really did a great job of balancing the difficulty. 

In addition to an enjoyable and intense single
player experience, Finest Hour features a robust 
multiplayer experience for both Xbox and PS2. 
Thanks to levels that are ripe with sniper points and 
expansive open areas, deathmatching IS a blast, 
and there's actually some strategy that can be built 
around Capture the Flag and Search and Destroy. 

It may not be as memorable as the first Medal of 
Honor, but Call of Duty is paving the path that con
sole war shooters should take.-REJNER 

Armored Destruction 
Most of the game is spent on loo~ but you'll also 
spend s,gnifocant time driving tanks. Thanks in part to 
a handy turret-positioning indicator and the ability to 
swrtch becween first and third-person perspectives, 
controling these mechanocal goliaths is remarkably 
easy and a blast to boot 
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BOTTOM 8 5 
LINE ■ 

> c.oncepl: A World War II 
shooter 1hat excels in control and 
oohne play 

> Graphia: Simply go<geous. 
From dozens of troops samy
,ng up a hil to lhe dela1I in lhe 
erMronmenlS, this game loolcs 
arnosl too good to be !rue 

> Sound: All amazing on:!& 
trated score IS jo,ned by excellent 
VOKe ac!lng and larger-than-Ide 
war effects 

> Playability: The teammate Al 
~ questionable, but the controls 
are excellent and lilrgeting 
cooldn't be easier 

> Enttftllinment: Delivers 
direct hots oo all fronts and shows 
great "85 With Its mutJplayer 
optJOllS 

> Rtplly Value: H,gh 

Second 0p1mon 8.5 

Maybe I WdS tOO pumped 
tor lhts game. 'Mle!e I was 
expecting a new benchrnart 
1n World War II gaming, I 
got a smooth, Jun, hectic, 
and fairly ~tanddrd wartJme 
FPS Finest Hour plays Wfl1 
and ~ you some great 
moments. but never made 
me stand up .it aaention and 
sakAe In partKular, despite 
the solemn !Ml 111JOS With 
thelrSIOCkfoolage,lnever 
rooch c.a,t'd about the rRIS· 
!l()fl 1 w.is on or the enemes 
I Wcl'i ~ lo fight The 
campdlgflSWltchestonew 
char.icier; With such fre
quency that I had no chance 
to dMlop any son of con
nectJorl to any of them 
I also tale - wilh the 
infrequericy o/ Chee~ 
111 cert.Ir\ ~ - I can think 
ol lMl'al points dunng the 
game that I w~ lorced to 
reload and w.iltz through 
ten fflllllltes of cakewdlk to 
8'1 to the part that kdled me 
Ml and Ml lio'M!Yer, 
the5f re,illy 11re smal com
plaints 111 the grand scheme 
ol lhrigs. r~ Hour 1S 511 
defindely Kl the tnple-A class 
of como1e FPS -·ADAM 
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PLAYSTATION 2 I XBOX I GAMECUBE 

The lncredibles 
> snu 1-l'IAYER ACTION > MU5IB THQ > DEVELOl'III HEAVY IRON STUDIOS 
> IELEASE OCTOBER 31 > ESII T 

INCREDIBLOWS 

I w
as actually excited to 

play this game at first, 
since The lnaedibles is 
one of my favorite movies 

in years. Once I picked up the 
controller and experienced 
the voices from the film, the 
jazzy music. and cartoony flair, I 
was convinced that this would 
be a game to remember. 
However, after the first few 
lellels, the glow began to fade 
and I realized that all of my 
enthusiasm was just residue 
from the source material - the 
game itself doesn't have any 
legs to stand on. Despite my 
love for the movie, there are 
forms of villainy conspiring 
here that even the lncredibles 
cannot defeat 

Considering this title has a 
family of superheroes with 
awesome powers at its dis
posal, I was hoping it could 
muster enough strength to 
overcome the average plat
fom,ing that plagues many 
licensed games. It could not 
Take the regular offenses, 
such as poor hit detection and 
camerawork, and then add 
in some new transgressions 
like foggy objectives and dull 
enemy designs, and you have 
a rich tapestry of frustration 
that pervades every second 

.. 
■ l::very 10 ofte~, 
you'll 11lay ""'. 
d1tft•rt•nl f.umly . . -~ 
m embt•r,, w1ch '? ... ,...

11 
withtlwH own 
,lt(gCJVJIIAg • 

gamr typt• 

., ,,,. 
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of the game. You'll fall to your 
death, whiff on your lncredi
punches, and wander around 
baffled as to what exactly 
you're supposed to do next 
Sure, you might be saving the 
world, but this sure seems like 
an uninspired and roundabout 
way to do it 

One way to break up the 
tiresome pace would have 
been to frequently switch up 
the characters. After all, each 
of the family members has 
a power that could poten
tially translate into awesome 
gameplay. That way, even 
if the game were boring, it 
wouldn't always be the same 
kind of boring. Unfortunately, 
apart from a few assorted 
levels with Elastigir1 and the 
two kids, the game is mostly 
just Mr. Incredible running, 
jumping, and punching things. 
The same things. I might 
have recommended this 
simplistic formula for younger 
gamers except for the fact 
that encounters with the 
Omnidroid are some of the 
most tedious and unforgiv-
ing bouts I've ever fought 
If you loved the movie The 
lncredibles, enjoy superheroes 
in any form, or just like play
ing games in general, you are 

t 
"!W: , .. 

( and this is prol>
ably the only 
time anyone will 
tell you this, so 
pay attention) 
officially too cool 
to lower yourself 
to this title's 
level.-JOE 

BOIIOM 6 5 
l lNE • 

>(.-.pt ~IU-1 
01dtnaty atizens lU-1 boring 
video game 

> en,llla: Desp,te some 
repetitive level desigm, ii retains 
much of 1he film's unique 
visual~ 
> Saad: The game's high 
point M enllen1 supe!"P'/ 
soundlrad and ~ voice
wort sel !he mood. O!Wf lo haYe 
1he actual gameplay dewoy ii 

>~Notlfll)layable. 
~ omprm conuo1s and 
ques1ionable h« ddedion fo,l lhe 
doiooders at MfY rum 

>Eart I t Slighdym0<e 
fun 1han watdw,g ~ 
aw,;,,g his medicated hemor
rhoid oinllnen1 

Second Opmron 6.25 

Muchlike~s 
merulv challenged clone 
Bilano. The lncretibles 
molion pich6e has spawned 
a cAlllow and oopolished 
video game counterpart that 
I've sympatheticalr dubbed 
The lnlolerables. In a world 
\Wre ~ and elas
ticity ill!~ ii 
would any seem naual 
that lhis game's atmo
sphere would be filed v.ill1 
aneledrilyingedernert. 
Sacly, nooq au! be 
lll1her from the truh. The 
enlWegameiserMlopedby 
fruslralion. Loose conlJols. 
poor camerM0lt, shady 
hil deleclion, and ooforgrr 
ing bos5 battles~ 
!M!!5hadow this lart.l5lic 
famit{s efficacy. Some of 
the gameplay mechanics are 
qu~e devef, and the lush
ness d the jungle environ
ment is a feast for the eyes, 
but there realy is nothing 
super about 1his g.vne. 
- REINER 

Miiflllf1illi•li~M:fli1M 
PLAYSTATION 21 XBOX 

Backyard Wrestling 2: 
There Goes the Neighborhood 
> STYLE 1 OR HIAYER FIGHTING > PUBLISHER EIDOS > DEVELOPER PARADOX DEVELOPMENT 
> REUASE NOVEMBER 17 > ESRB M 

HERE COMES THE PAIN 

F 
or those who are unfa
miliar with Backyard 
Wrestling. as a "sport,• 
it is basically the store 

brand version of pro wrestling. 
It has essentially the same 
ingredients, but tastes slightly 
different and just feels cheap. 
I wouldn't be surprised to see 
this game come in white box 
that simply says "Fightin'" on 
it It has the same basic con
tent as all the other wrestling 
games out there, but none of 
the finesse or enjoyment 

Admittedly, Backyard 
Wrestling 2 isn't as bad as 
the blight upon humanity that 
was the original. The combat 
engine is simple yet functional, 
and the environmental inter
actions are pretty fun. Sadly, 
almost every single element 
is highly unpolished, and it 
does nothing as well as any 
of the other recent wrestling 
titles. Movement feels floaty, 
hit detection and collision 

tne .,. 

issues are everywhere, and 
enemy Al is painfully stupid. 
In several matches, my oppo
nent decided to run face first 
into a wall and stay there 
until attacked. I'm sure that 
repeated blows to the head 
have given brain damage 
to many of these semi-pro 
wrestlers, but they can't be 
that dumb. 

Unfortunately, this game's 
flaws don't end there. The 
soundtrack features a decent 
selection of songs, but the 
voice acting is terrible - even 
the characters in the game 
sound disinterested in what's 
happening onscreen. The char
acter models are as bland and 
ugly as the guys in Barenaked 
Ladies, and the create-a-char
acter mode offers pathetically 
few options. Aside from the 
highly interactive environ
ments, I really couldn't find 
anything I liked about this title. 

Playing Backyard Wrestling 2 
is a lot like 
going to the 
Humane 
Society and 
seeing a really 
ugly dog. I'm 
sure it means 
well, I'm sure 
someone will 
like i~ but I'll be 
damned if I'm 
going to take it 
home. 
- JEREMY 

Althm1~h !ht H.' I\ no d1flt•n me 111 pld~,1b1l1ty the P)2 Vt'l '-JOll I\ not1Ce,1bly 
more 1,l:,.!).!) th.m lht· olht•f 11111, tht' l d~t ).!Ot'\ to 1hr Xbox 

---------------------

BOTTOM 5 75 
LINE • 

> Concept: Find a way to make 
the WWFs bland of sports 
entertainmenl seem classy and 
highbrow 

> Graphla: There is a lot going 
on in each enviroomenL but 
nothing ~ VefY detailed and the 
character models are as bland 
as can be 

> Sound: The voice actOIS 
sound asha-110 be a part of 
th~ game 

> P1ay1bitity: The combat 
engine basically works, but small
er technical issues abound. Hil 
detection ~ IWdly inconsislenl 

> Entertalnment: Who knew 
you cook! make n<HlOlds-barred 
COIObat joyless and dulP. 

> Replay Value: Moderately 
low 

Second Opinion 6 

The first entry rn this series 
held about as much appeal 
as a goriHa taking a dump. 
It was mechanically flawed 
to the point that even a 
blind man au! ~e 
that something wasn't ~ 
With lhis sequel Paradox 
Developmenl filled many 
of the problems and inple
mented a host d interesting 
new feaJures, 1M rt's kind 
d like pdlirlg a Band-Aid 
on a decapitatK)n. Opening 
the gameplay 14' with more 
grapples and submis.lions 
helps. as does the new 
blod button, but hrt detec· 
tion remains problematic 
and your opponents are as 
dumb as bricks. I 'Mlll most 
of my matches by wildly flail
ing with a bat They just kept 
running inlo my swings. The 
series is definilely moving 
in the right direction. but it's 
still a far cry from v.flere rt 
needs to be. - REINER 



PLAYSTATION 21 XBOX I GAMECUBE 

Lemony Snicket's A Series 
of Unfortunate Events 
> STYU I-PLAYER AOlON > PUBLISHER ACTMSION > DEVELOPER AMAZ.E ENTERTAINMENT 
> RELEASE NOVEMBER 9 > ESRB E 

W 
hen a series of children's 
novels captures imaginations 
across the land and spawns 
a movie which, of course, 

means that a platform game of the same 
name must release concurrently, the 
game usually does one thing with brutal 
efficiency: suck a huge amount of what 
is great in the books forcefully from the 
experience. The problems in Snicket 

aren't from a technical standpoin~ as the controls work mostly as they should 
and the graphics are right around average. Instead, the issues are extreme rep
etition, simplistic challenges, and the general blandness of every other feature 
that a game could possibly possess. The wry subtlety of the novels' text pops up 
once in a while, but not nearly enough, which leaves only a derivative and dull 
game where there could have been a humorous misadventure.- USA 

PLAYSTATION 2 I XBOX 

Fight Club 111111 
> STYU I OR 2-PIAYER FIGHTING (2-PIAYER VIA XBOX LM OR PS2 ONLINE) > PUBUSHER VMNOt 
UNIVERSAL > DEVELOPER GENUINE GAMES > RELEASE NOVEMBER 16 > ESRB M 

I 
f Tyler Durden saw you 
sitting on your comfy 
couch, staring at a televi
sion, and playing Fight 

Cub (possibly over your fancy
pants Internet connection), 
he would probably hit you as 
hard as he could. Furthermore, 
if you had been playing the 
game for more than ten min
utes, you'd thank him for it 
To its credii this fighter takes 
a new approach to being 
unoriginal and substandard. The combat mechanic is generally passable, but the 
game fails to achieve the "gritty" mark ii was shooting for, instead hitting "boring" 
head-on with dull character models, lifeless cutscenes, and a total lack of charm. 
Yes, Mr. Durden, I may not be a beautiful and unique snowflake, but you are in 
a crappy video game, so go stuff that up your soap-hole.- JOE 

PLAYSTATION 2 I XBOX 

Atari Anthology! 11111111 
> STYU I TO 4-PIAYER ACTION > PUBLISHER ATARI > DEVELOPER ATARVDIGITAI. ECLIPSE 
> RELEASE NOVEMBER 16 (PS2). NOVEMBER 23 ()(BOX) > ESRB E 

T 
here have been a fair 
amount of Atari museum 
titles released for a 
variety of platforms over 

the years, but I think that Atari 
Anthology comes dosest to 
summing up the era. It has 62 
Atari 2600 hits, but I'm really 
pleased to see the indusion of a 
good selection of original arcade 
ports as well, as the stand-up 
units were always better than their 

home cousins back in the day. Atari has also induded some great DVD style 
extras, as well as newly created game modes that increase the speed of play or 
display "trippy" psychedelic light trails onscreen. The biggest downside for me 
was the fact that many of the games that originally used a paddle (like Super 
Breakout or Grcus Atari) seem much more difficult and frustrating using a con
sole controller. Also, it must be said that some of these old-timers are good for 
little more than nostalgia value.-MATT 
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M'lfllitilll·■Uii =ill·M 
PLAYSTATION 2 

Metal Gear Solid 3: 
Snake Eater 
> STYLE 1-1'1.AYER ACTION > PUBLISHER KONAMI > DEVB.OPER KONM11 COMPUTER ENTERTNNMENT JAPA/11 
> REUASE NO'IEMBER 17 > ESRB M 

SURVIVAL OF THE FITTEST 

W 
hen Metal Gear Sortd 2: Sons of Liberty 
came out. there were lll\lO camps of 
thought: One said that the game was 
ushering in a new era where gorgeous 

cutscenes would be key to the future of gaming as 
it inevitably moved towards the realm of cinema. 
The other agreed, but didn't like that fact, nor creator 
Hideo Kojima's lofty brand of storytelling. People -
including developers - snickered and sneered that 
the industry is about making video games, not 
movies. To anyone who thinks that Metal Gear Solid 
3 ( or MGS 2, for that matter) is all about flash and 

the tell-all radar of past MGSs and instead asks you 
to rely on your smarts. The game's food-gathering 
isn't the self-indulgent capriciousness of Kojima; it's 
key to keeping your stamina up, which governs your 
shooting accuracy, health regeneration, and even 
vision. In other words, it's a nice melding of immer
sion, realism, and gameplay. The same can be said 
for the new health system. This isn't all, however. 
True to form, the game contains a slew of interactive 
environments, goodies for the imaginative, and the 
revival pill. \A,tiat's that? You'll have to find out 

Further underlying MGS 3's commitment to 
no substance, I s;ry this: You are 
an idiot 

Kojima hasn't changed his 
approach to making games in 
Snake Eater, and rm thankful 

"To anyone who 
thinks that 
MGS 3 is all 

gameplay are the boss battles. In 
an era where lesser companies 
think that throwing swear words 
and a soundtrack at a game makes 
it good, Kojima holds fast to this 
old-school convention.And in for that Using gameplay, graph

ics, cinematics, humor, and 
intrigue to the fullest. he creates 
a masterpiece that begs to be 
experienced. I defy anyone who 
thinks that this series is about 
nothing but cutscenes and 
convoluted stories. Gameplay 

MGS 3 you'll find a cast of baddies 
that will easily stand alongside the 
series' best battles. The game itself, 

about flash and however, isn't perfect. In the three 
years since MGS 2, I find that the 
melee combat (despite some nice 
moves from the CQC) is showing 
its age with some problematic hit 
detection, collision, and a lack of 
overall smoothness. Furthermore, 

is at the heart of the title, and 
it's got more to chew on in this 
department than most MGS 
3 ditches the contrived sight 
cones of patrolling guards and 
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no substance, 
I say this: You 
are an idiot." I think that Snake sticks to environ

ments too easily - something that'll 

frustrate you when, in the middle of a figh~ he unex
pectedly decides to shimmy against some railing. 

Needless to say, Snake Eater also includes all the 
beautiful cutscenes and story twists you'd expect. 
Even for those tired of these elements, I'd say that 
the pacing is brillian~ and Kojima seems to have 
made a conscious attempt to rein these in (Includ
ing some of the Codec chatter) without sacrificing 
much. The Cold War setting is perfect, and fans will 
enjoy seeing the shaping of Snake's personality and 
the excellent supporting storylines involving The 
Boss and Ocelot 

Despite some intentional tweaks here and there 
to appease some of the criticisms of the last install
men~ make no mistake about it - Snake Eater is a 
Metal Gear game in every way, shape, and form. If 
you find a cutscene a minute too long or don't want 
to adhere to the title's survival mantra, then you're 
not willing to experience all it has to offer. And if you 
can't sink your teeth into Snake Eater, than you must 
not like playing video games very much.-KATO 

BOTT OM 9 5 
LINE • 

> Concept: Hits a sweet spot 
between the ambition of Kojima 
and the wishes of fans 

> Graphics: Thefe ~ some 
draw-in of uees v.llile in dense 
forest. but the look ~ noticeably 
better than MGS 2 

> Sound: The Bond-bke theme 
song makes you chuckle at 
fi~ but later ll'II make your 
breast swell 

> Playability: The only com
plaint I have ~ that the hand-to
hand combat ~ showing its age 

> EnttNlnment: Thnlhng from 
beginning to end, Kofima once 
again presents us With a near
perfect mamage of gameplay, 
cinemalJa. and cool 

> Replay Value: Moderately 
High 

Second Opinion 9. 75 

After spending the first sev
eral ~ ol Meidl Gear 
Sohd 3 hodtng in the under
brush, rallomng supplies, 
and eating local wddMe, I 
was dfraod that this senes 
had sacrificed !IS fantasti-
cal roots for gntty reallSlll. 
Then it rained blood and a 
swarm ol hornets atr1tfted 
some guy onto a helicopter, 
and th.It's vtllen I knew that 
I wood feel at home ,n the 
)Ullgle. WCh a new era and 
fresh SIITOIJld,ngs. Snake 
Eater is a superbly crafted 
game that defivffl intense 
gaming bliss v.nile introduc
ing some brilliant 1nnova-
1J011S ID the se11es- It loses 
just a little fVOOOO on MGS 
2 in terms of storytelling and 
5l4)POrting cast (due mainly 
to a decreased emphasis on 
Codec communication), but 
~ also makes astounding 
stndes forward in terms of 
11111llffi101l and sheer beauty. 
The boss fights alone feel 
like epic. once-ill-it-fifelime 
gaming even1S- Listen to 
me - for the love ol al that is 
pure IS and good, you need 
lo play Snake Eater. - JOE 





PlAVSTATION 2 

ATV Offroad Fury 3 
> smE 1 TO 4-l'IAYER RACING (UP TO &PIAYER VIA PS2 ONLINE) > P111US1B SONY COMP\/TER ENTERTAINMENT AMERICA 
> 111VBOPE1 CUMAX > IEUASl NOi/EMBER 2 > ESa E 

NO TRACTION 

T 
his series has to be one of 
those quiet surprises of the 
PlayStation 2 console. It has 
sold millions of units and 

nobody can figure out why. The past 
two iterations in the franchise were 
done by developer Rainbow, who 
has since gone on and joined THQ. 
Rainbow must have taken the magic 
with them, because while this title is 
about ATVs - of course - it does very 
little for me. 

Maybe this is because its formula 
remains so shockingly stationary in 
a video game world where a series 
like Tony Hawk practically reimients 
itself with each successive iteration. 
Not this franchise, however. As if 
not wanting to do any of the heavy 
lifting for itself, its improvements are 
rudimentary - being able to buy 
parts and tool through different racing 
circuits in single-player and some 
minigames in multiplayer. That's the 
kind of evolutionary leap that other 
titles made eons ago, making this 

m GAME INFORMER 

a freak of nature. The departure of 
Rainbow is evident in the fact that 
the developer turned around and 
did something different with MX 
Unleashed, but this title holds no 
such ambitions. 

As if this wasn't enough, the 
game's look needs an overhaul as 
well. A lot of the environments were 
bland, and there were even some 
texture tears. On the bright side, I 
liked that the collision was fair to the 
player. If you hit a track barrier while 
going slow enough, you could push it 
around instead of automatically being 
bucked from your ride. Barriers could 
even end up in the middle of the 
course and get in the way of other 
riders. Overall, while the racing itself 
and the tracks were acceptable, it felt 
a little looser than previous ATVs, and 
I thought that the preload was too 
inconsistent rd end up doing wheel
ies half the time instead of preparing 
for jumps. 'Mlere's the fury? I just 
don't feel the passion.-KATO 

BOTTOM 7 
LINE 

> C--,t Spread some new 
featues 00, ixA doo't OYerioad 
• With fLwor 

> r.n,llla: They lool: like 
some«lw,g that 'MJUld haYe 
come w at lhe begjM,ng ol lhe 
PS2's lifecyde, not lhe end 

> S--1 wonder if more 
alleooon - paid 10 lhe build
ing ol lhe sooodtrad than lhe 
game~ 

>~The preload is 
notonous for finking won yoo 
at lhe wrong times 

> Elllrt I I This roost be 
one al 1hose ATV aaidenls yoo 
i-so much abru these days 

>.....,--= Moderately 
Hogh 

Second Opinion 7.75 

ATV Offload Ft.y is a good 
series. l's not a ~ series; 
11's not a bad series; • just 
sokierson, dehemgbarely 
iq)IIMd.~ 
ATV racing with mi -
edilion. It's also the secret 
~er franchise ol lhis 
generation, moving n1lons 
of lllits on the PS2 with the 
~IWOl&.Aswilhff91V 
sequels. the dlqe helt 
ftt.geiy~adcil8 
mceei,pansivepans 
and ulilg O!Jlions, mce 
\15IJal CUSIIJnilalion. some 
~ and I powel· 

slide control-~ 
this series is no longer 
~ handed by Railbow 
Suios, Clmax ably 11ep5-, 
!hebe and deMs a pme 
hi wl appe& the In. 
bit IM(win ltw-mn
""15.-IMl'T 

Battle Assault 3 
Featuring Gundam Seed ---
> STYU 1 OR 2-PlAYER FIGHTING> PUBLISHER BANDAI > DMLOPER BANDAI 
> REI.EASE NOVEMBER 11 > ESRB T 

E 
ach time I thought 
I hated this game, 
it got worse. To 
be fair, Battle Ass 

3 (as I like to call it) does 
well with its mech upgrades 
done in real-time and use
able environmental objects. 
However, I never felt at 
home in my Suit because 
its abilities would change. 
One fight I had this large, 
kick-ass sword. The next I had two puny daggers that worked as well as socks at 
a gun fight I've never seen a fighter fail so completely in 3D space. Movement 
is stiff, and you'll often be next to your enemy but miss him completely. It's like 
whiffing in T-ball - and that's what this game is: one big, huge miss.- KATO 

Samurai Warriors 
Xtreme Legends 
> STYU 1 OR 2-PlAYER ACTION > PUBLISHER KOEI > DMLOPER OMEGA-FORCE 
> REUASE NOVEMBER 9 > ESRB T 

A 
!right Koei, I'm 
afraid this is where 
I get off. I've sat 
through the various 

Dynasty Warriors spin-offs 
that you shovel out on store 
shelves on a near-quarterly 
basis, but I've finally had my 
fill. As with every Dynasty/ 

w.:,--~= Samurai Warriors sequel, 
this title adds some new 
modes, characters, environ

ments, weapons options, and historical data entries to the simple hack n' slash 
combat formula - which has scarcely evolved since the first Dynasty Warriors. 
There is nothing that makes this worthy as a standalone release. In fact, many 
games, like MechAssault, have released new material of this caliber as free 
downloads on Xbox Live. Expecting people to pay $30 for a slightly upgraded 
version of a game that released just six months ago is a sham.-MATT 

Dragon Ball Z Budokai 3 ---> STYU 1 OR 2-l'IAYER FIGHTING > PUBLISHER ATARI > DMLOPER REMEIJI' 
> RELEASE NOVEMBER 16 > ESRB T 

T 
hose who enjoy 
DBZ have already 
decided that they 
will buy Budokai 

3 and that it will be their 
favorite game of all time. If 
you fall into that category, 
congratulations - this game 
will reward your loyalty 
and faith. It has a boatload 
of unlockables, charac-
ter customization, and 
some unique maneuvers that give it the series' trademark world-crushing flair. 
However, don't be upset if the rest of the world doesn't share your enthusiasm 
for this puerile wasteland; it's simplistic, dumsy, unresponsive, and boring, even 
with the improvements over last year's entry. I've never seen a title that puts so 
much effort into pleasing franchise fans at the expense of being playable and 
enjoyable. It's more of an interactive fan-gasm than a "game• in the traditional 
sense.-JOE 
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PLAYSTATION 2 

Mega Man XS 
> STYlf 1-l'IAl'ER ACTION > PUBLISHER CAPCOM > D£\IU.OP£R PRODUCTION STUDIO I > RRIASE DECEMBER 7 > ESRB E 

FANS REJOICE! 

F 
rom my 01N11 standpoint as a long time fan 
of the blue bomber, Mega Man XS is nearly 
everything I wanted from a next-gen MMX 
game. 'Mlat's even better, though, is that it is 

able to stand on its O\Nl1 merits as a solid, entertain
ing side-scrolling action title. xa may not do anything 
incredibly revolutionary, but it makes up for it by 
bringing bade everything that was good from the first 
seven MMX titles and mixing some new elements 
into a tigh~ Vllelkrafted experience. 

The reasons I love the X series - the responsive 
control, interesting levels, and cool upgrades - are 
in full effect rm especially enamored of the alter
nate weapons for Zero; the only thing cooler than 
a robot with a plasma sword is a robot with a 
gigantic plasma naginata. The secrets hidden within 
the levels are also swee~ ranging from data which 
unlodcs new upgrades to armor for X himself. But 
most of all, the fast-paced action is better than ever. 
All three heroes can dash, dash-jump, and wall
ding, and mastering these maneuvers propels the 
gameplay along at a breakneck pace at all times. XB 
gave me a sense of free
dom of movement 
unrivaled by any 
but the best 
Mario plat
formers. 

All of this 
would be pointless, 
however, without good level 
design to bade it up. Fortunately, 
I had a better time exploring the world of XB 
than I have in ages. For one thing, the chal
lenges vary from stage to stage. On one a 
huge invulnerable Mechanoloid will chase 
you, while on another you'll be trying 
to avoid serurity beams. I know 
it sounds kind of dumb and 
contrived, but each of the 
levels has been put 
together with the 
craftsmanship to pull 
off whatever goofy 
idea they're built 

around. Only the two F-Zereresque stages bothered 
me, but even those are merely mediocre and not 
tiresome and stupid like the 3D levels of 'X:7. 

As much as I dearly enjoy this title, XB is not with
out its flaws. For one, the weapons X receives from 
defeating bosses are lame - most of them have 
attack patterns so wonky that they're only good for 
the boss you're supposed to use them against The 
soundtrack is disappointing as well - as someone 
who literally listens to Mega Man 2 songs while I 
type (yes, I am a huge nerd), I expect a lot more 
than weaksauce generic techno to accompany my 
single-handed defense of Earth. Oh, and in case you 
were wondering, the story continues to somehow 
be both incomprehensible and banal. 

Though the adventure is somewhat she~ I can't 
help but feel that Capcom has finally done it right 
with XB. This title simply captures the mystique of 
2D action of old. It's fast-paced, good-looking, and 
straight up fun. Not since Viewtiful Joe have I lost 
myself completely in a flat-out test of my side-scroll-

ing skills like I did in my time with XB. 
Old-school fans will rejoice, and 

maybe a new generation will 
now understand why Mega 

Man is awesome.-ADAM 

"Capcom has 
finally done it 
right with XB." 

BOTTOM 8 25 
LINE • 

> Concept Return X and Zero 
(and A,d) to v.llere they belong -
2D side-scrolling action 

> Grlphia: Just because it's 
2D doesn't mean ( can't be 
beautifu. Effects, in particular, 
looltsweet 

> Sound: The soundtrack 
does anything but roe~ but the 
mediocre voice acting~ a huge 
stepupfromX7 

> Playability: Tlvee d1ffe 
culty modes make XB a lot more 
accessible than pre-ious entries 
in the series 

> Entof1ainment: Th~ will 
remind you Wirf the little blue 
robot is an ironic character 

> Replay Vllut: Moderately 
High 

Second Opinion 8.25 

Ah, It's good to see Mega 
Man alive and well after the 
debacle that was X7. This 
new lll5tallment revitalizes 
the series with Slunning eel
shading and a <itficulty that 
is just !his side ol i~ 
sible- exacdy the way a 
Mega Man game should be. 
Honestly, X8 is pretty play
able even for newbies on 
the 6lsiesl dilliwly setting, 
and lhal ~ even be the 
place for veteran playffl 
on their fir5I run-through. 
SMral ol the levels have 
some surprising elemenlS 
to them. an accomplish
ment lhal is no eil5'f task 
after the dozens ol previous 
tides in the series. The big
gest hit in my mind is the 
eame's length. Ever, with 
replays, you're not looking 
at much more than a week
end for the whole affaw. 
But ~ you're an old fan who 
has dropped off the b,ind
wagon. this is the time to 
get back on.-MlllER 



PLAYSTATION 2 QUICKIES 
Growlanser: Generations 111111 > STYLE I.PLAYER STRATEGY/RPG> PUBLISHER WORKING DESIGNS > DEVEWPER CAREER SOFT 
> RELEASE NOVEMBER 16 > ESRB T 

Even though the Growlanser games have been cult hits in Japan for the last few years, the 
gameplay and graphics in Generations (which indudes Growlansers II and 111) reveal the fact 
that these titles are a bit behind their tactical RPG peers. Though the battles themselves get 
incredibly complex, the combat system remains simple and sometimes frustrating due to the 
use of an awkward real-time/tum-based combat hybrid. Also, Growlanser just doesn't have 
the same depth and humor of the Nippon lchi titles like Disgaea, but the highly variable sto
ries and unique character designs still make Generations worth a look for genre enthusiasts. 
I wish I could dress up in what was popular seven years ago and still be lauded as chanming 
instead of a walking fashion aberration.-J0E 

Gretzky NHL 2005 11111D 
> STYLE I TO 8-PlAYER SPORTS (UP TO 2·PlAYER VIA PS2 ONLINE) > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA 
> DEVEWPER PAGE 44 STUOIOS > RE1£ASE NOVEMBER 9 > ESRB E 

The Great One? Not exactly. On several of my goals, the puck would just sail into the net 
uncontested. Was the goalie staring at a hottie in the stands or what? Additionally, team
mates rarely react that way that you would want them to. Where are you going? The puck is 

~~, ....., behind you! As problematic as the Al can be, I do have to point out that player movements 
have a nice feel to them, the shot power and aiming functions work perfectly, and the quick 
give-and-go pass is a great way to break defenses. The player model detailing is respectable, 
yet out-of-game sequences are scarce. Off of the ice, the game boasts a fairly deep franchise 
mode and a stellar create-a-team option (more games need this). It's a decent attempt by 
989, but the play just doesn't stack up to the lofty standards set by EA and ESPN. - REINER 

Ape Escape: Pumped & Primed 111111 > STYLE I TO 4-PlAYER ACTION > PUBLISHER UBISOFT > DEVEWPER SONY COMPUTER ENTERTAINMENT 
> RELEASE OCTOBER 19 > ESRB T 

This recent election has been very divisive, but I think that as Americans, we still share some 
core values. One of these is the belief that mischievous cartoon monkeys are cute. The Ape 
Escape series always delivers on that promise, but unfortunately this is not another edition of 
the platfonming series, but rather a detour into party games that more resembles the Japanese
only Ape Escape 2001. The games themselves range from mildly interesting (the platfonming 
coin collection stages) to outright aggravating (the raft racing levels). A handful of scattered 
boss battles do little to convince me that this is worth your time or money. All told, this seems 
like a half-measure, despite the eel-shaded visuals that are a vast improvement over Ape 
Escape 2's graphics. In summary: cartoon monkeys are cool. This game is not-MATT 

Shaman King: Power of Spirit 11111D > STYLE I-PLAYER ACTION > PUBLISHER KONAMI > DEVELOPER KONAMI > RELEASE NOVEMBER 9 > ESRB T 

These kinds of titles (namely anime licenses and odd mixes of standard gaming genres) 
usually end up with far more problems than highlights; and while Shaman King does falter 
in a few areas, it's also wonderfully charming in other categories. The voice work, script 
and localization capture a quirky juxtaposition between traditional and modem - characters 
use the words "dude" and •endured" in practically the same sentence, and to good effect. 
On the other hand, the fighting/RPG/strategy hybrid gameplay is serviceable, but shallow 
on all fronts. The humor and art style will chanm many, but those looking for a hardcore 
experience in any of the game's genres should look elsewhere.-LISA 

Yu-Gi-0h! Capsule Monster Coliseum lrlllDI > STYLE I OR 2-PLAYER STRATEGY> PUBLISHER KONAMI > DEVELOPER KONAMI > RELEASE OCTOBER 26 > ESRB E 
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More Yu-Gi-Oh! games come out every year, and with each one, I'm less interested than 
the last While capsule Monster Coliseum does tread on some vaguely new territory as a 
sort of strategy board game, it falls entirely short of similar games like Disgaea. This is due 
largely to the tedious and slow-paced battles, making the whole experience feel less board 
and more bored. Instead of the familiar "I'm a monster trapped in a card!", the gimmick this 
time around is "I'm a monster trapped in a capsule!" Whoopee. Alas, this means I have to 
spend the first intenminable turns of battle unpacking my monsters before I can deploy them 
against my foes. There is some decent music and graphics that don't make me want to die. I 
guess that's the highest recommendation I can offer on this one.-MILLER 

lnuyasha: The Secret of the Cursed Mask ,ff j 
> STYLE I-PLAYER ROLE-PLAYING GAME> PUBLISHER BANDAI > DEVELOPER BANDAI > RELEASE NOVEMBER I > ESRB T 
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For many fans of niche-brand-licensed games, the actual quality of the gameplay offered 
is a secondary concern to how well their beloved franchise is treated in the video game 
world. Fans will be pleased with the cast's voice work, all-new storyline, and original 
characters designed for the game. For those with no time or emotional investment in the 
series, this role-playing game is slower than milkshake moving up a cocktail straw, blander 
in appearance than most PSone titles, and has more grating dialogue than a rerun of The 
Facts of Life. There is not a single above-average feature here, but the game does get a .25 
bonus for onomatopoeia during battles.-LISA 

PLAYSTATI0N 2 

Rumble Roses 
> STYLE I OR 2-PlAYER ACTION > PUBLISHER KONAMI 
> DEVEWPER YUKE'S > RELEASE NOVEMBER 9 > ESRB M 

COMPELLING CATFIGHTS 

A 
t first glance, you would 
be tempted to daim 
that Konami's all-female 
wrestling title Rumble 

Roses is just about sexy, scant-
ily dad women - and you'd be 
right However, the strong combat 
mechanics featured in the game 
keep this admittedly sexual title 
separate from absolute trash like 
The Guy Game. 

The idea behind Rumble Roses 
is simple: There are a bunch of 
sexy girls in revealing dothes, and 
they fight occasionally in mud. 
Obviously, the girls look great 
(they were created by the team 
behind the girls in Dead or Alive: 
Xtreme Beach Volleyball), and 
there are plenty of cheap thrills to 
be had. But fortunately, there's 
more to this game than sex 
appeal. Each fighter has an alter
nate ego, which can be unlocked 
by completing special •vows• in 
a match. Vows dictate how you 
wrestle (for example, one vow 
prohibits attacking downed ene
mies), and therefore your align
ment Fulfill enough evil vows as 
a good wrestler, and her evil alter 
ego is unlocked. Or, fight cleanly 
as a villain to score the girl's good 
persona. Each version has its own 
moves, animations, and costume, 
effectively doubling the number 
of characters. 

Unlocking the girls' alter egos 
and using them in title matches 
opens up their galleries, in which 
they can be ogled, but the sex 
appeal is really secondary to the 
impressive fighting system. The 
countering mechanic is easily my 
favorite of all the current brawl
ers - it's so easy to use that two
player matches have a great back 
and forth flow to them. Matches 
are fast and the animation is 
great I would have liked to see 
a create-a-character mode, and 
the single-player is too easy, but 
overall Rumble Roses is a surpris
ingly fun time. And yes, the girls 
are pretty hot-JEREMY 

BOTTOM 7 75 
LINE ■ 

> Concepl: Erotic combal 1n ihe 
squared circle! Rejoice! 

> Gnphics: As you would 
e,q,ect from a game like tl1IS, the 
cha@cter models are awesome -
or, ~ you prefer, srnolang hot 

> Sound: Yes, it has 1t but you 
won't notice. Your eyes w,11 get a 
workout though 

> Pllylbilily: The combat 
mechanic is one of the best 111 

the rurrent crop of wrestling 
ll1les 

> Entertainment: Cheesecake 
lhril~ and a rock solid fighting 
mechanic makes for a surprising
ly good wrestling li11e. Mnvn ... 
cheesecake 

> Roplay value: Moderately 
High 

Second Opinion 7 

You can fool aromd wilh 
this sc.niy dad game IN a 
weetend. but d you desire 
a lasMg relalionsh1>. you 
had best slid wilh S!Nealy 
men in their briefs. Wllile 
I can make the claim that 
Rumble Roses is the first 
game to g;,,e me a ned 
cramp (the excessrve bounc· 
mg had to be gauged care
tuny), I wasn't fooled by 11s 
siren song. The fiery VIXef1S 
are certainly divine (call me. 
gm~. and the gameplay is 
most definitely el1!0'filble 
(general rro.-ement is a tad 
ckriy, but I really like how 
~apples. countering. and 
finishers are executed). but 
this game really has no sub-
51.lnCe to ii. Single player can 
be cornplered in a matter ol 
mirues, the CPU Al is too 
forgiving. rrultiplayer ont,, 
suppo,1S two players, and 
out;ide of mud ~IS,~ 
mid matches are 11IMflele 
to be found R may slnv a 
b11 of SU1, but lbrile Roses 
doesn' hawe \l>flal ii takes 
to hang wilh the big 00'/S ol 
wresding.-REINER 
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GAMECUBE 

Metroid Prime 2: Echoes 
> STYU 1 TO 4-PIAYER ~ADVENTURE > PU BUSHEii NINTENOO > DEVEIDPER RETRO STUDIOS 
> REI.EASE NOVEMBER 17 > ESRB T 

A TALE OF LIGHT AND DARK 

R 
etro Studios' 3D vision of Metroid inspires 
polar responses from many - people seem 
to either love it or hate it I am most defi
nitely part of the former group. And Echoes 

is most certainly a game designed for those with an 
affinity for the series, as it is a relentless adventure 
that will take you from feeling lost, confused, and 
beaten one moment to triumphant and jubilant sec

times in this adventure when I contemplated 
giving up. Not only are the boss fights unforgiv
ing. the environment is sometimes difficult to 
follow as Samus is able to travel back and forth 
between a light and dark version of the world, 
much like the SNES's The Legend Of Zelda: A 
Link To The Past 

However, if you can manage to push your 
onds later when you master its 
difficult bosses and labyrinth
like world. 

On one level, Echoes is more 
of the same. Like the previous 
installmen~ Prime 2 is beautiful 
to look at and, at times, difficult 
to control as the game sticks 

" .. . a Metro id 
fan's dream 

way through some of the game's 
more difficult moments as I did, 
the reward is well worth it - you 
just have to want it The puules are 
some of the best the Retro team 
has put together, and the quest (if 
you don't use a strategy guide) will 
have you looking for keys and pathcome true." 

to its single-analog control scheme that brings both 
benefits and annoyances throughout the adventure. 
While I would like to see Nintendo someday give 
people the option to choose a dual-analog la~ its 
lock-on gameplay isn't as bad as many would have 
you believe - it just takes some getting used to. 

Although Prime 2 is the same as the original Prime 
on the surface, as you dig deeper into the adventure 
you find that this sequel is a Metroid fan's dream 
come true. For one, Prime 2 is much more difficult 
than the previous entry, so much so that there were 
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ways for at least 20 hours. I personally finished 
the game in 23 hours, but I'm sure I put in 
more time than that looking for the Sky Temple 
keys, which forces the player to basically scour 
every inch of the world. Some would call this overkill, 
and claim there is too much backtracking - I call it 
Metroid and enjoy the exploration. 

Besides the single-player adventure, Retro also 
added a multiplayer component to this tide, for 
those that are looking for some split-screen action 
for up to four players. Since the game utilizes lock-

on technology, I found the multiplayer to only be 
mildly amusing. and look at it as a nice bonus to an 
excellent single-player experience. 

I doubt Echoes will bring too many new players 
into the Metroid fold, but if you are an addict like 
myself, you will enjoy each and every frustrating 
minute.- ANDY 

BOTTOM 9 5 
LI NE ■ 

> Concept: Give Metroid fans a 
complex world of light and dark 
to challenge them like neve< 
before 

> Graphics: like the original, 
Echoes is gorgeous with some 
truly awe-<nspiring environments 

> Sound: Some of the trades 
seem out of place, but overall n 
fits well with the universe 

> Playability: The lock-on 
control scheme still annoys from 
time to time, but it's nothing you 
can't get used to 

> Entertainment: tt you loved 
Prime, you won't be disappoint· 
ed by Echoes' gigantic quest 

> Replay Value: Moderate 

Second Opinion 9.5 

It makes me really happy 
that I can always count on 
Metroid to be a fantastic 
pming e,ipenence, and 
lhis new ll1Slalment is no 
e,c~ Offering mored 
'Ml3t made the Mt game 
phenomenal, I fowl myself 
once again ~ absorbed 
in thea<M!nluresof Samus 
Aran. Some players are likely 
to be frustrated by the con
st!nt backtracking. Aimless 
wandeflng ran get tiresome 
rather quickly, especially in 
a game world as massive 
as this ooe is. HoweYer, the 
endless secret areas and 
1mmerwe VISUals ~ you 
more than rea!Oll enough 
to continue past arr, annoy
ances that pop up. The 
game Mllild have been just 
fine remaining purely for the 
lone bounty luiter, but the 
addition ~ muitJplayer ~ a 
nice extra. Peoonally, I didn't 
see that CDn1)0flent as much 
more than a smal bonus, 
as I~ the multiplayer 
stages had limited appeal. 
Nonetheless, Prime 2 sue· 
ceeds on aH the levels that 
mattered to me, and its dart/ 
light world dynamic brings 
an eoorety ,_ approach to 
the Llble. l!elro's Iii got it 
where rt counlS. - MILLER 



GAMECUBE 

Mario Power Tennis 
> STYLE 1 TO 4-Pl.AYER SPORTS> PUBLISHER NINTENDO > DEVEIDPER CAMELOT> RELL\SE NOVEMBER 8 > ESRB E 

NINTENDO'S RACKET ATTACK! 

I n many ways, Mario Power Tennis exempli-
fies the things that Nintendo does better 
than any company in video games. It's got a 
great graphical look - the screen is packed 

with bright colors, dever animations, and amazing 
particle effects. As usual, Nintendo's most popular 
and lesser-known characters are available for play, 
featuring eveiybody from heavy hitters like Mario and 
Peach to more obscure heroes like Bowser Jr. and 
'Niggler. More importantly, the game offers up that 
finely tuned gameplay that has been a trademark of 
the company's best games for years. 

At a base(line) level, this is tennis, but it's far from 
more traditional sims like Top Spin. After all, this is a 
Mario title, and with that comes a host of whimsical 
special shots, minigames, and 'gimmick courts' that 
feature heavily animated and often changing play
fields. Some of the minigames include the Chain
Chomp challenge, in which you must hit tennis balls 
and activate a water cannon to keep the chomps at 
bay. Other novel contests include Artist on the Court, 
where you hit colored paintballs on specific areas of 
a mural to recreate the image on the bottom of the 
screen. There are a few others, but I didn't really feel 
that any of them were compelling enough in their 
own right to gamer much extended play. Predictably, 
the best minigame is actually an old one: Ring She~ 
which can be played in Exhibition mode. 

Thankfully, the more traditional contests are very 

enjoyable. There are three main tournaments: Star, 
World, and Gimmick. Star and World pit you against 
all comers on a variety of normal surface types, 
while Gimmick takes you everywhere from Wario's 
factory to the jungle. Many of these unique courts 
add some intriguing new elements to the cont~ 
like having to deal with a court that is constantly 
opening up trap doors over a swimming pool. 

Another big part of the gameplay is the Power 
Shots. Each character has a couple of different 
Power Shots. One is typically an offensive shoi best 
for putting a volley to rest with a 01Jshing blow. The 
other is more defensive, and can be used to grab a 
ball that would otherwise be far out of reach. In the 
more advanced control schemes, you can actually 
manually select which shot you want to use, but I 
found that the computer generally did a good job of 
choosing the shot for me depending on my proxim
ity to the ball. However, there were times when I felt 
like the outcome of a point depended too heavily 
on the use of Power Shots. It can be a bit frustrating 
to play a perfect volley, only to have opponents save 
themselves with a special move. Still, the animations 
that accompany these shots are uniformly amazing, 
and having to judiciously use your power-ups does 
add its own unique form of strategy to the game. 
It would have been nice if you could tum off the 
Power Shots during tournaments like you can during 
Exhibition mode, but overall I think these over-the-

top elements add to the experience more than they 
detract from it Also I must give props to whoever 
thought of allowing you to automatically switch your 
character to the bottom of the screen at will - I've 
always hated playing from the top baseline in video 
tennis. 

All in all, this an extremely solid game that main
tains the great tradition of the franchise. 'Mlile I 
doubt it will be remembered as a classic, it will 
definitely provide fans with many great moments of 
fun.-MATT 

:• reviews 

BOTTOM 8 5 
LINE • 

> c-ept: Bring bad what has 
?iN/fyS been Nintendo's strongest 
!p(lllSfranchise 

> Graphics: As colorful and 
wxart as Nintendo fans have 
cometoe,pect 

> Sooad: The music is negli
gible, but I like the humorous 
~ and exclamations of 
the characteis 

> Pllylbifity: I like se'Jefal 
things they've done here, most 
specif1cally the combos for lobs 
and dropshots 

> ~ nment: Camelot 
delivefS a very solid sequel - one 
that will please fans of the series 

> Replay value: Moderately 
~ 

Sernnd Opm1on 8.5 

Nlmldc>hasSffied14> 
ardler acl!thatempll!izes 
lhe lff1)()lllnce ol pmepllv 
li1es5twhiepqlanbo¥s 
a hefty dosage ol Mario
lhemed goodness. Yt1lelher 
you art charging 14> a snap 
wlley 0/ selling yw oppo
nent 14> tor a liiller special 
1110W in lhe comer, you 
can,""' tu maMI at lhis 
pmt'sti;tallm>ls.wl 
tnqUt llrategies. ~
ID play pnmid ffllkhes 
('Mich hM lies to olher 
Mano llffll'S) give players 
ardtllJdeol~The 
balarlcilg~lhedil
"""'characlffi is also qullr 
~-As~abltas 
1his prnt is, f have to S1Jess 
lhe fact that the single-player 
"'l)ell<!ll(e has kale 10 terms 
ol deplh Tournaments 
are easy to complete, and 
the IT\afOl1IY of mm1games 
are~weak(~I 
couldn1 gel enouf1 ol Arllst 
on the Court). This tS a same 
that 11vM5 off ol hMed 
~b.lttles. Trust me, 
there art few lhin8s crazier 
than couples play in Mario 
~ Tenrws. I tJIP'(led 
men from ~.IM 
walked May knowing that 
I now hM ardler fPeal 
same 10 play wilh friends on 
the couch.-REINER 
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XBOX 

Ghost Recon 2 
> STYLE I TO 4-PU\YER ACTION (UP TO l~YER VIA X80X lNE OR SYSlcM UNI() > PUBLISHER UBISOfT 
> DEVROPER RID STORM ENTERTAINMENT > IIEllASE NOVEMBER 30 > ESRB T 

MILITARY MADNESS 

I 
'm officially getting a little tired of the Tom 
Caney squad-based shooters. NOYol, don't get 
me wrong - I think they' re good games and 
dese!ving of the devoted following that they 

have, but they're all starting to blend together. Take 
Ghost Recon 2, for example. On paper, it seems to 
have a lot of novel features, like a new third-person 
perspective, improved squad 

pretty hard, and tended to save multiple times per 
level. Combat is no more difficult than it is in the 
other Tom Caney shooters; it's the protect missions 
that gave me a hard time. Friendly units you are 
tasked to guard are no smarter than your enemies 
about walking into that line of fire. 

Of course, the main draw of all the Caney shoot· 
ers is the multiplayer compo

controls, and a graphical over
haul. While it indeed has all 
those things, it feels more like 
a merger of the Ghost Recon 
and RainbOYol Six franchises 
than a new game. 

" .. .like a merger of 
the Ghost Recon 

neni and this aspect really 
shines. It offers traditional 
deathmatches, as well as 
several co-op modes for 
Xbox Live, System Link, and 
even split-=een. All the nice 
Xbox Live bells and whistles 
are present as well, such as 
downloadable content Fans 
of the multiplayer aspects of 

The look of Ghost Recon 2 
is pretty similar to RainbOYol 
Six 3, although with an out· 
door setting. Your character 
model is awesome, as are 

and Rainbow Six 
f h• " ranc 1ses ... 

those of your squadmates. The foliage is impres
sive, and the levels feel gritty and realistic. However, 
enemies look a tad blocky and die stiffly-animated 
deaths. Textures are a bit on the simple side, and 
the overall color palette is muted and feels washed 
out CNerall, Ghost Recon 2 is a pretty good-looking 
game, but falls short of looking greai due to these 

Ghost Recon and RainbOYol 
Six will still dig it in Ghost Recon 2 - like I said 
before, it's very similar. But that doesn't mean it's 
not fun. 

Both online and off, Ghost Recon 2 offers a lot 
of conteni so that all types of players will be satis
fied. Campaign missions can be replayed with 
different objectives, a first-person view is available, 

and special features are unlockable. Overall, it's 
a hell of a package. I just wish the gameplay had 
evolved more. It feels pretty familiar to me, but 
those who haven't played every tactical shooter in 
the last couple years will find a fresh and exciting 
experience. Fans of the genre will likely enjoy Ghost 
Recon 2 as much as the games that came before 
it-JEREMY 

minor issues. 
Gameplay is also solid, with 

only a few hitches. The squad 
control mechanic (borrowed from 
RainbOYol Six 3) is far superior to 
that in the original Ghost Recon, 
and your team is actually pretty 
useful. They make decisions for 
themselves, but also follOYo1 orders 
as they are supposed to. However, 
enemies seem a little dumb (they 
never hesitate to walk through 

• .... 
a pile of their comrades' bodies 
towards my waiting sniper rifle). 
Even with the less than brilliant 
enemies, I found the campaign 
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BOTTOM 8 
LINE 

> Coll<ept: Ghost Recoil gets a 
new~ lool, and coo
irol scheme, and still manages to 
feel familiar 

> Gnphks: Many elements 
look grea~ but some cut cometS 
preveot !his game from looijng 
truly stunning 

> Sound: Bang. Boom, "Yes Sirr 
You get the picture 

> Playability: The dunky 
squad cootrol mechanic is gone, 
replaced with a roore manage
able scheme reminiscent of 
RainbowSix3 

> Entetuinment Frustrations 
abound in the campaign, but like 
Rainbow Six 3, lhe multiplayer is 
where !his game exce~ 

> Replay Value: Moderate 

Second Opinion 7.5 

GlO!I Recoil 2 is gorgeous. 
P¥ SIIIOOlhtf, and alers 
Vf!IYrobusl~. espe
ciatf Ole Xboc Lil'e. And 
you know l'Alat? I sti8 dioo' 
ha\'!! much fun playing it. 
The~ campaign 
IS 1he same old "shoot 1he 
tenons1s at malliroom ranae 
hebe lhey r.an get to you" 
pneplay that Wf!ve seen 
in Tom Clny iJl1leS for 
lhe lasl ieveral years. and 
I tor one am lick of ii. Yes. 
lhe squad command is._ 
~ Rainbow Six 
~ and is therefore much 
easier to use - but 1he open 
erwironmenl'i of GR 2 don' 
al,w for the same kind of 
taclJcal tlriing that R6 3 
does. Plos, enemies donl 
react Vf!IY much lo~ 
shot; lhey 1\151 kind of go in1> 
b a seoind. v.tid1 kxMs illi
licial and lame. Ho.vever, ii 
you're looking tor awel-1lolie 
~tideGR2shwd 
be. 14> ',Waley. There 
are a bllld! of mode5, lhe 
IUf is~ srmodl, and I oo 
ire lhe weapcns a loc ~ 
you plan on laling lhis onine, 
~ rd spend ',W $50 
~ -N»M 
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Tron 2.0 Killer App 
> STYLE I TO 4-PIAYER ACTION (UP TO 16-PI.AYER VIA XBOX LIVE) > PUBLISHER BUENA VISTA 
INTERACTIVE> DEVELOPER QIMAX > RELEASE NOVEMBER 2 > ESRB T 

CORRUPT PROGRAM 

I t's unfortunate that an otherwise excellent 
game has been hampered by a sub-par tran
sition to the Xbox. I'm a big fan of the Tron 
universe, and had a lot of anticipation for this 

title. It was only after hours of playing through 
exhaustively long load times, unimpressive graph
ics, and frustrating combat targeting that I was 
forced to conclude my general dislike of the entire 
experience. 

Killer App suffers from almost all the problems 
that can occur in a transition to console from PC. 
It ends up being a lot of little things that add up 
into one big predicament. Onscreen text is often 
too small and hard to read, resulting in a great 
deal of the subtle ideas and story elements being 
lost if you don't want to strain your eyes. Targeting 
hasn't been optimized for the console very well, 
making combat a chore. The inventory screen is 
never well explained, and the interface to use new 
subroutines (power-up items) is a complete mys
tery for the first several hours of play. With the loss 
of resolution inherent to the change in platform, 
the graphics move from the unique look that was 
visible on the PC to a textureless block world on 
the Xbox. 

Honestly, the biggest issue I encountered was 
the out of control load times. Gameplay sections 
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between loads were way too short, and some of 
the waits between areas seemed endless. The 
problem extends into every aspect of the game 
experience. There were even sporadic times 
where pausing to get to the inventory screen 
would take five to ten seconds. Consequently, I 
never really felt drawn into the action. As soon as 
I got excited about something, I'd have a nice long 
sit to calm down as I stared at a loading screen. 

There are some bright points that still may make 
this a worthwhile play for many players. Once you 
get a handle on the light cycle grid it can be a lot 
of fun, particularly online against other real Users. 
In fact, the multiplayer features work just fine, and 
the ability to engage in disc combat with a buddy 
is pretty sweet. The ambient glow inherent to the 
entire game is definitely the bright point (sorry 
about the pun) of the visuals, as it bathes every
thing on screen in a wash of vivid primary colors. 
Voicework is uniformly excellent, and the inclusion 
of actors from the original movie gives a genuine 
sense of continuity to the franchise. Perhaps the 
greatest triumph of the game is the way it has 
advanced the concepts of the old movie into 
modern computer lingo. Tech buffs will get a kick 
out of the way basic programming ideas have 
been integrated into the fanciful Tron universe. 

For those who have 
longed for a sequel to the 
classic '80s movie, this is 
as close as you're likely to 
get. I'd advise playing the 
PC version instead, but if 
that's not an option, this 
new Xbox port is certainly an 
okay choice. If you're willing 
to look past its numerous 
problems, there's a compel
ling game world and an 
enjoyable story to be had. 
I guess the world of Tron 
just doesn't do well when 
you take it out of the com
puter. - MILLER 

BOTTOM 7 
I.INE 

> Concept: Return lo lhe incan
descent movie world of Tron in a 
port of last yea(s PC game 

> Graphia: Resolution look a 
partiruarly heavy hR in lhe step 
dov.n to lhe console. with little 
use of lexturing to make up for 
lhe problem 

> Sound: Reminiscent of lhe 
'BOs movie, but otheiwise lacking 
in luster 

> Playability: Contro~ feel 
sort of durnsy, jumping is 
spotty at best, and lhe invenlor'( 
screen is a confusing for a good 
v.l,ile before you figure K out. 
Horrendous load times 

> Entertainmont: Despite some 
major problems in its conversion 
10 lhe Xbo~ lhe game still offers 
some clever concepts involving 
lhe world inside your computer 

> Replay Value: Moderale 

Second Opinion 6 

The most~ ele
ment of this port of 2003's 
excellent PC tide IS that yw 
can almost read it like a 
guide of how not to adapt 
a gdme to a new format 
Seriously, there dre nearly 
no accommodations in 
KIiier App to account for 
the use of a dual-analog 
rdlher than a mouse-and
keyboard setup. lnteractrJe 
obtecls are a pair\ SIOCe the 
area you have to look at is 
so tiny. The menu system 
is cumbersome and frus
trating. Plattorming is even 
more painful than is usual 
for an FPS. The implemeo· 
talion of the lightcydes is a 
Slla( in how OOl to design 
a control sdleme. And the 
load IJmes ... let's¢ say 
that they'& approximatetf 
double ywr playtime. Tron 
2.0 is a veiy well-designed 
game, with its simple yet fun 
RPG elements and unique 
aesthetic, but this is one of 
the most poorly-executed 
ports rve seen in rny life. Do 
yoooelf a fawr and play the 
PC llef5iot1 or play a different 
game.-ADAM ------



XBOX 

Blinx 2: Masters of Time & Space 
> STYLE I TO 4-PIAYER ACTION > PUBLISHER MICROSOFT GAME SIUOIOS > DEVEIDPER ARTOON > RELEASE NOVEMBER 16 > ESRB E 

SLUGGISH SOPHOMORE 

S 
ophomore releases always have 
similar goals - to keep existing fans 
by bringing back what they like 
and growing the love tree through 

improvements, additions, and modifications. 
Blinx 2: Masters of lime & Space takes an 
interesting path toward achieving these aims. 

Kept from the first game is the world pop
ulated with time-defending. garbage sucking. 
'radical" cats and their adversaries (bipedal 
porkers intent on controlling the space/time 
continuum). lime crystals and powers also 
return, but the dunky management of them 
from the first game is entirely gone. This is a 
very, very good thing. 

What developer Artoon (who also handled 
the franchise's first entry) has done to shake 
things up comes entirely in the gameplay 
department The story mode is told from 
both the cat and pig points of view. As such, 
players switch levels between the species 
and their respective gameplay types. Cats 
offer an action/platform feel, while the pigs' 
moveset leans toward the action/stealth 
genre. Each style or species offers only the 
barest minimum of features and moves 
from their respective gameplay types, which 
is one of my big issues with the title. 

For example, the kitty levels are interesting 
because there are usually multiple options 
given for reaching one goal (like, "destroy 
six statues or flip eight switches"). In 
theory, and sometimes in practice, 
this offers two highly differing paths 
through the game's decently sized 
levels. Generally, one is more action 
focused and the other is more plat
formy. My problem with this plan is 
that neither the action nor the plat
forming is very compelling. Shooter 
fans will never have the tense sensa
tion of many foes attacking from all 
sides because the level design has to 
accommodate platforming conven-

tions (varied terrain and enemies with a 
small range of movement for example). 
Platforming is hindered a bit by the control 
scheme and smaller moveset of an action 
game. The double-edged sword swings 
widely, my friends. 

Another facet of Blinx 2 that features 
good and bad results of the same decision 
is where the franchise has upgraded the 
most - multiplayer. The story mode can be 
played co-op, although it's not really much 
of a different experience than single player; 
and a four-player split screen mode with 
buckets of options is also available. Here's 
where the slower speed of adorable lead 
characters really turns into an ugly decision. 
The plodding pace that seems exactly right 
when platforming or solving puzzles just 
feels sluggish in the context of a multiplayer 
deathmatch. 

From the technology and longevity stand
points, Blinx 2 makes huge (gargantuan is 
probably a more apt word) leaps forward for 
the franchise. The multiplayer modes and 
variety of level types are certainly admirable. 
My problem with the design is that to make 
room for all of this stuff, all of these differ
ent options, all of this variety in every sense 
of the word, the game is the worst type of 
Renaissance man - Jack of all trades, master 
of none.-USA 

BOTTOM 7 
LINE 

> c-ept Gamffi !he wood 
'round begged for !he time 
-.ping Glt's rtllln. Thew 
J)ra)ffi have been answered 
> Cnphlcs: Ws~roodctfand 
1a<b'4! !he akimbo-.Jngle look o( 

ihefiBI~ 

> Sound: More Sonoc-like 
than Ml'/ Sonic game in recent 
memory -weird powm&I 
riffs p,evai 

> Playability: Generatf solid, 
bu some ol !he steallh "'°"" 
are imecessariy diffirult to 
perform 

> Ealffllil-nt: A mid<le ol 
!he road, ~e appeal 1lUe d 
i'veeYerseenooe 

> Replay Vllue: Moderate 

Second Opinion 7 

1he llcl Clf l1bcll Lille II 
llia2sa,s1•-tllis1S 
I pne flll doesn, hM 
lhelipslafllllbllions. 
1hedllftll5lntllistille 
fnJmtheqilllequalless 
Clf. ~ lelp for lhe 
sequel Ihm I cliimllion 
Clflhe inalnflele•Clf 
lhe ml And yet 11h 2 is 
not-lhefulrbmed 
pneor llllgshlp l1bcll 
~--. cul bf. 1he purJles n 
-,, neilher fie doll 
nor lhe ~ n 
demandinillld~ 
ISbnll:al~inlObile-m 
duils. Widm Mn one 
<XIII of pois!\. l!linx 2 IS 
ft ,au get when you 
·•l!lft11111tnaled" 
lll~CIR.And 
aSea!ldWadll sa,, it's 
nalpl nml.-lCAJO 

"Without 
guys like me, 
you'd still be 
playing Pong." 

- Mark Hartlieb 
B.A. in Game Design 
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The Lord of the Rings: 
The Battle for Middle-Earth 
> STYLE 1 ·PIAYER STRATEGY (UP TO 8-PIAYER VIA INTERNET OR lAN) > PUBLISHER ELECTRONIC ARTS> DEVELOPER EAi.A 
> IRWE DECEMBER 6 > ESRB T 

COMMAND ISENGARD AND CONQUER ROHAN 

W 
hen much of the formerly Westwood 
team behind Command & Conquer 
Generals gets a mandate from EA to 
make use of the LOTR film license for a 

new RTS title, it's no shocker that the game in ques
tion is great Though it's plagued by some surprisingly 
basic flaws (given the experience of the team), The 
Battle for Middle-Earth comes through as one of the 
best entries in the RTS genre this year. 

At first glance, grabbing the reins of one of the four 
factions (Rohan, Gondor, lsengard, or Mordor) and 
shaping the destiny of Middle-earth is everything 
you could want it to be. The visuals are stunning. 
film dips and voice-acting are cunningly used to 
create an epic atmosphere, and the gameplay is 
easy to dig right into. Whether you' re fighting battles 
ripped straight from the movies like Amon Hen or 
Helm's Deep, or enacting conflicts periphe@I to the 

was too late. It doesn't help matters that the Al for 
your forces when you're not directly controlling them 
is abysmal. They're happy to do exactly what you tell 
them to, but I can't count the number of times that 
my Ents, Uruk-hai, and even heroes would stand not 
twenty feet from the archers that were unloading 
on them and not engage. I didn't lose any battles 
because of this, but it adds a lot to the micro-man
agement overhead. 

These complaints aside, BFME does a lot right 
above and beyond the presentation. Base building 
and resource-gathering have all of the tedium taken 
out but still impact the game as much as in any 
RTS. Unit morale is basic but cool; seeing armies 
cower in fear once their heroes die or when cave 
trolls are bearing down on them is pretty awesome. 
The powers you gain through winning battles range 
from simple healing to calling the Army of the Dead 

main story such as Eomer defending 
Rohan from Saruman's roving Uruk-hai, 
the action always has a cinematic feel to 
it that I've never experienced in an RTS 
before. It's fun, fast, and simple without 
being dum~own. Once you get 
deeper into the campaign (or go online) 
and start pushing the limits of your RTS 
ability, though, some annoyances pop 

" f ... un, 
or the Balrog. and they're as sweet as 
you'd expect And, the limited freedom 
of choice in both campaigns is a nice 
alternative to the standard map-by-map 
progression. 

up and never really go away. 

fast, and 
simple 
without 
being 
dumbed-

Though The Battle for Middle-earth is 
somewhat bogged down by a few irritat
ing problems, it offers an excellent way 
to get your Tolkien fix now that the film 
trilogy is done. And really, the feeling 
you get when you've barely managed 
to hold Helm's Deep against the sicken
ingly overpowering hordes of lsengard 

The biggest problem in BFME is the 
lack of a unit display in the interface. 
Because of the way squads are struc
tured, it's nearly impossible to figure out 
which of your troops are in trouble. This 
quickly leads into the frustration of losing 
experienced units because you couldn't down." 
tell they were getting schooled until it 

is amazing - and it's only the tip of the 
iceberg. BFME manufactures moments 
like that almost at will, and is easily 
worth the price of admission.-ADAM 

BOTTOM 8 5 
LINE ■ 

> Concept: Give the icook 
film trilogy the fi~-dass >ideo 
game ueatment again, th~ time 
as an RTS 

> Graphics: From the big map 
of Middle-earth down to the 
individual unit detail, this litle 
spa.ties 

> Sound: Wonderful use of the 
films' sound design, plus contex
tual unit vo,ces - brilliant! 

> Playability: tt there were a 
unit v.,ndow ,n the interface, it'd 
be perfect. There's not, so It's 
often frustratJng 

> Enttttainmont: E-lefl l you 
r.an't tell Sauron from Samwise, 
this is a great RTS 

> Replay Value: High 

Second Opinion 8 

rm a btg enough Tolkien 
gee!( that I Sllft gel a rush 
watchinR the movies or 
readmg the booo. I've now 
played IMJY Electronic Arts 
Lord of the Rings btle, and 
this one showed me that 
while rm wdl111g to accept 
r1'W directlOllS in the license, 
!l's lost a lilde ol it-I luster. 
It's not because rm bored 
ol the story or that the tJtle 
lacks polish. It's because 
when playlngthe eame, I 
Willied to do more than I 
was aBowed. I wanted to 
step outside the story more. 
I tiked the idea of betng able 
to choose which areas of 
land I was goong to datm 
(and thetr nherent bonuses}, 
but I adn'I like being puHed 
Mr(kom my own designs 
to have to play a plot point 
That being said, this title is 
a stripped-down RTS that 
smartly focuses in on all the 
acllon to be had in Mlddle
earth. and anyone who's not 
a genre snob WIM gel a belly 
ful ol a good lime. - KATO 





Sid Meier's Pirates! 
> STYlf 1ruYER ACTION > PUBLISHER ATARI > D£VEI.OPER FIRAXIS > RELEASE NOVEMBER 16 > ESRB E 

BOOTY AND DANCING 

I have a disease called piratism. For those who 
aren't afflicted, piratism is the condition of 
being enormously entertained by the concept 
of pirates. Yes, sufferers of this disease know 

there's nothing funny about a bunch of dirtt. thieves 
who travel the world pillaging all they see. But we 
can't help ourselves - it must be something about 
the goofy hats. Fortunately, inspired souls like legend
ary designer Sid Meier understand our condition 
and have provided us with the perfect outlet for our 
bizarre obsession: Pirates! 

Like the original game of the same name, Sid 
Meie(s Pirates! removes the nasty reality of buc
caneers and drops players into an idealized version 
of a pirate's life. The main character is a young man 
on a mission to find his missing family who takes 
up with a group of sailors to learn the ways of the 
mighty pirate. Most of the game is spent sailing 
around an overworld map, which is rich with settle
ments and a large variety of ships. \Mien you land in 
a port, you can visit with the town's mayor (or gov
ernor), hit the tavern to hire crew and learn gossip, 
trade with the merchan~ and get your ship repaired 
or upgraded. These towns are basically little more 
than animated menus, but your actions in them can 
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determine what happens on the high seas. You can 
join any or all of the available armies, which will dic
tate who you should attack in the open waters. 

Of course, ship-to-ship combat is the heart of 
the game. \Miile your alliances determine who you 
should attack, any and all boats you encounter are 

" ... it's the way every
thing fits together 
that's so much fun." 

fair game. Sometimes, I would agree to escort a col
ony's mayor to another town, only to blow him out 
of the water as soon as his ship left port Serves him 
right for trusting a pirate! Sinking ships is fun, but it's 
far more profitable to board ships and take them 
over. Sometimes, cr= will simply surrender when 
you board, but often you must beat the captain in 
a simple fencing minigame. Either way, the ship, its 

goods, gold, and crew are yours if you're successful. 
On a basic level, Pirates! is all about ship comba~ 

the fencing minigame, visiting towns, and a dull 
dancing minigame. These elements are all pretty 
basic, but it's the way everything fits together that's 
so much fun. Olpturing Spanish ships helped me 
quiddy dimb the ladder of the English army, but the 
Spanish forgave me because I sunk so many French 
boats. My exploits got me in good with a Dutch 
governor, which made his daughter invite me to a 
ball. The attention she paid me made her fiancee 
jealous, which meant I had to duel the poor sucker. 
I helped monks travel from one settlement to 
another, then turned around and blasted ships filled 
with grain out of the water to starve my enemies. 
The simple nature of this game masks a surprisingly 
deep and engaging experience. If you have the 
same bizarre condition as me, you'll find yourself 
losing several days sailing the seven seas.-JEREMY 

BOTTOM 8 5 
LINE ■ 

> Concept A high seas-saling. 
swashbudbns PC classic returns 
lor a whole new generation of 
gamers 

> Graphics: The stylized graph· 
i<s aren'l mind-blowing. bu1 frt 
the mood of 1he game perlealy 

> Sound: Some rousmg sea 
chanoes and not much else 

> Playability: Art(ooe \\llo c.in 

accomplish the complocated 1aSk 
of surfing the web can master 
lh~game 

> Entwinment: All of the fun 
of being a pirate, with none of 
lhe scurvy 

> Replay Value: Moderately 
High 

Second Optmon 8 

Prates ii an inl!l'5ling 
same ID score. On the one 
hand. ~ has neartf unlimited 
freedom and m and m 
ol SIUII ID do, almoslike a 
~ Grand Theft Aulo. 
• also does an incrediJle 
job ol capuing the light
hearted, acMIUOOS feel ol 
the better Disney animated 
films. The plhital * 
animations, and nw: made 
llll!leei more ol an nrepid 
acNenllffllhanu,yEtties' 
Man In Blad - I budded 
more swash in my tine wilh 
Pnlesl lhan many real-ife 
buctaneers probably hM!. 
The problem ii lhat ~ gels 
sort ol old ftr a whie
pneplay Mnlllaly srarts ID 
~ like a ~to deMr 
the exae1 same mngames 
IMr and CMr. Don1 get 1111! 

wrong; l's a blast to cruise 
the caribbean. plunder fat 
me1chantmen. and hunt for 
bllied treasure. However, I 
have a feeling that the thnlls 
ol ama55ing booty and fame 
will pw;e short-wed for 
most people. - ADAM 
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Axis & Allies 
> STYU 1-PIAYER STRAT£GY (UP TO 8-PI.AYER VIA lml:RNET OR LAN) > PU8USHO ATARI > D£1/WIP£R TIMEGATE 
STUDIOS> IIEUASE NOYEMBER 2 > £SRI T 

THE CASE FOR KARELIA 

I 
've had a lot of good 
times with the old board
game version of Al<is & 
Allies. Hunkering down 

in Moscow overshadowed by 
the Nazi war machine. Rolling 
British tanks through Afnca and 
using Gibraltar as a bombing 
waystation. A few times I even 
created a Japanese stronghold 
in Canada thanks to the Benng 
Strait lvfy fnends and I played 
the game so much that the 
question became not who 
would win, but how creative 
you could get 1n order to do so. 
In settJng up its own strategy 
for thJS PC ed1bon of the game, 
developer TimeGate was nei
ther tembly adventurous nor 
boring. In the end, this is defi
nitely a title from the creators 
of Kohan (which says a lot), 
but for what it's worth, this fan 
of the board game wished that 
it took more inspiration from 
the source material. 

Resources are always 
important to an RTS, and 
Axis & Allies is no different. 
HOYJever, I was impressed by 
the fact that it took the burden 
off of the physical collection 
of resources and recast this 
feature in military terms - your 
supply line. 1¥:, long as you are 
in the sphere of your supply 
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line, your units can regenerate 
their health. Since you can 
literally pack up and move 
your ammo depots, regimental 
HQs, etc., your supply line 
can always be increased. This 
makes it easier for your units 
to suMve. Hardcore players 
may feel it's a cop-<>u~ but I 
liked that - along with your 
units being able to advance 
1n rank - it helped keep your 
regiments and their identities 
intact 

I enjoyed the multi-battle 
campaigns you could play, but 
was up in the air about the 
WW II mode, which is a Risk
styled board game where con
flicts are solved in a separate 
RrS portion. It was nice to see 
this homage to the original, 
but I didn't like that you could 
win battles by simply building 
up your forces to the point of 
invincibility or that you could 
run out the timer for a victory. 
Although I loved that each 
general had his own special 
attacks (such as kamikaze 
fighters, a stat de-buff called 
Communist Purge, or even a 
nudear strike for America), I 
never felt that the there were 
as many options available to 
me as in the board game. The 
worst of which is that you can 

only attack once per tum. 
Overall, the title feels 
disjointed when going 
between map strategy 
and RTS combat Axis & 
Allies clearly can stand on 
its own two feet thanks 
to the good work by 
TimeGate, but it missed 
the opportunity to be 
exceptional.- KATO 

BOT TOM 7 75 
LINE ■ 

> C-ept Deliver an RTS m lhe 
footsleps of Kohan, but include 
an homage to the onginal board 
game as well 

> Gnpl,ks: There 6 a good 
amount of dela1I and speoal~a
llon among an !he different units 

> Soaad: As repetJIJ\le and 
geoo,c as any othe< RTS out 
lhel, 

> PllyNillly: Grouping your 
unrts wrth holl.eys is a b<ttze 
and the regimental KOOS kttp 
th,ngs!lla,;,t 

> ~ Add!oglhe 
Rlsk·fike veneer to !he WW fl 
mode 6 cool and !he game 5 
solid, but ll's not Earth shattenng 

> Replay Value: High 

Second Opinion 8 

Coming as it does ~ on 
the heels d Kohan II (also 
by dMloperTrnegale 
Studios), Allis & Altes plays 
VEfY simiartf to 111a1 we. • 
does. i--. do many 
~ bea!r- the p)il-
ics are - advanced, 
thele 5 a WMlh d ris to 
use. and the,_ Oynanic 
~ (lfth resembles 
the old Allis & Altes board 
ea,ne) is a blast A few 1llilgs 
boChe,ed me. Ile not being 
abletodesiiJ!yota-own 
squads. tu they're far from 
ea,ne hleaking. Overal, 
MA 5lands easily above 
the crov«I d average RTS 
tides. and deliver5 a solid 
and fun experience - it just 
doesn't quite hM? the magic 
!hat the gerYe'S etile titles 
do.-ADAM 

Painkiller: 
Battle Out Of Hell 

> STYLE 1 ruYER ACTION (UP TO t6-PlAYER VIA lm-ERNET OR LAN) > PUBUSHER DREAMCATCHER 
> DEVELOPER PEOPLE CAN FLY > REI.WE NOVEMBER 22 > ESRB M 

ZOMBIE EVERYTHING 

I f I had to pick a game to 
be the poster child for 
the concept of expansion 
packs, Painkiller: Battle 

Out Of Hell might well be it It 
does exactly what the original 
did - throw a hojillion enemies 
at you while treating your eyes 
to some of the best visuals 
in the business. Mix in some 
new weapons, huge bosses, 
and a silly generic heavy metal 
soundtrack. and away we go. 
Not that there's a problem with 
that; I certainly enjoy Painkillers 
brand of mindless mayhem, 
and Battle Out Of Hell delivers 
rather a lot of it 

One thing must be brought 
up beyond the standard 'If 
you liked the original, there's 
more here for you to enjoy' 
line. The difficulty in BOOH 
is seriously wack. Through 
the first three levels it does a 
good job of being challenging 
but not frustrating (though it 
is much, much harder than 
the first campaign), but then 
something terrible happens. 
\/Vhen you get to the Leningrad 
stage, the difficulty instantly 

triples through a combination 
of enemies with guns, extra
tough generals and tanks, and 
surprise attacks. I kid you noi 
it took me a good twenty tries 
just to get to the first check
point And then, once you 
finally get through Leningrad 
and into the Coliseum, the 
worst jumping puzzle ever 
awaits. I have no idea why 
there's a poorly executed 
platforming segment in the 
most mindlessly violent title 
in recent memory. I actually 
had to invent new curses to 
adequately express my frustra
tion at this ill-conceived train 
wreck of a level. 

Even taking these moments 
of idiocy into accouni though, 
BOOH is still a hell of a good 
time. The new multiplayer 
modes are fun, the weapons 
are interesting. and it's not like 
shooting zombies has lost its 
charm since Wolfenstein 3D. If 
you're one of the enlightened 
gamers who bought Painkiller, 
this expansion is definitely 
worth your money.- ADAM 

BOTTOM 8 
LINE 

> Concept: Go back into hell 
and kill more demons. Prefeiably 
while rocking out as hard as 
possible 

> Graphics: The art direction 
is second to none. on top of 
running one of !he best engines 
around 

> Sound: ~ a bunch of ninjas got 
really pumped up and formed 
into one giant ninja and wailed 
on a guitar !he size of New Y01~ 
this is the music he would play 

> Playlbillty: I've nevei seen a 
diff'ICU\ty level this uneven 

> Enlftulnment: If the original 
didn't give you enough demons 
to dismember, this should fill the 
void in your life 

> Replay Value: Moderately 
High 

Second Opinion 7.75 

From the moment you start 
the first level by massacmg 
the orphaned dlidren of 
Plqlay, il'sdear !hat 
Batlle <Md Hel isn1 pulng 
ill'fl)lll(hes. Whereas the 
original Panler was gory 
and Wllert in the extreme, 
this elpWion's imagery is 
dornij1I cisturbing. There 
are some frustrating colltsion 
deledior1 issues which cause 
you to snag on the environ
ment, a few too nnany overly 
confining spaces for a run 
and gtJ1, plus the foolish 
used ptadorm jumping. 
Stil, fans should be pleased 
by lhis expansion, 1'8lich IS 
designed purely for those 
who've thorou;ily mas
tered the fil5I insl.iltment fl's 
damn hard. - MILLER 



PC 

Vampire: The 
Masquerade - Bloodlines 
> STYLE 1-PlAYER ACTION > PUBLISHER ATARI > DMLOPER TROIKA STUDIOS > REI.EASE NOV£MBER 16 > ESRB M 

A BIT SHORT 

I 
n a perfect world, Vampire: The Masquerade -
Bloodlines would have been a strong contender 
for my favorite game of all time. It's got a 
mutable and intriguing storyline, strong RPG 

elements, lets you play through missions however 
you want and it's even built largely on Half-Life 2's 
Source engine. It may have been a bit too tall of an 
order, though, because there are enough flaws in 
this title's execution to downgrade it from amazing 
to enjoyable. 

The tone of Bloodlines, from the very beginnin& 
is completely over-the-top in a way that seemed 
really cool when I was an angsty fourteen-year old. 
Whether you like the genre or not it's hard not to 
get sucked into Bloodlines' gritty, dark world. Its tone 
stays nicely consistent and it's populated with char
acters who have their own motivations, alliances, 
and feuds. It certainly doesn't hurt that your many 
choices affect the progression of the story to an 
extent and can even determine who lives and who 
dies. As much as I enjoy having a say over the plot
line for its own sake, Bloodlines also presents you 

with serious consequences for your actions. This 
lends weight to your choices, and creates a great 
feeling of connection to the game world. 

The role-playing aspects, ripped as they are 
straight from the pages of a White Wolf tabletop 
RPG sourcebook, are deep and well-utilized. Don't 
go in expecting to seduce the guard into letting 
you into the art gallery if you've been spending all 
of your points in combat skills. Likewise, good luck 
blasting your way into the warehouse if your char
acter is built as a stealthy thief. Of course, most mis
sions will allow you to choose your course of action, 
so it's hard to get stuck by a poorly-built character. 

This sort of thing is all fine and good, and I 
appreciate it However, there is really no way to 
use your own skills as a player to compensate 
for your avatafs deficiencies. If you don't have 
enough Persuasion skill, the dialogue option won't 
even show up. And just try using your Counter
Strike sniping proficiency to make up for lacking in 
Dexterity - the cone of fire on guns is ridiculous 
without the relevant feats. The melee combat is 

particularly suspect Even though I built my guy up 
as a shapechanging juggernaut of destruction, I still 
had a hard time beating enemies down. Don't get 
me started on the sloppy stealth implementation, 
either. My issue with this is that you're forced into 
the role you've tried to master, with little recourse to 
try something different 

For all of the deep storyline, freedom of action, 
and cool ambience that Bloodlines delivers, I still 
have some pretty serious issues with the game. I 
liked the more adventure-oriented and RPG aspects 
of it quite a lot and there's a ton of things to do 
and experience herEij It's just that there are also 
many poorly-executed components to slog through 
to get to the good parts. Some people will surely 
love this game, but I feel that it'll be a much better 
time for adventure and RPG types than action 
fans.-ADAM 

BOTTOM 7 5 
LINE ■ 

> Con<ept: Deus Ex rooed! But 
l'Alai ~ instead of c:yborgs. it had 
vampires? 

> Graphics: Good. but consider
ing ihe Source engine nalUre of 
ihe game, I expected more 

> Sound: Call me a dorl<, but 
I liked ihe golhy music. The 
many voiceove" are mostly well
done, too 

> PllyMIIHty: Take every dkM 
of poor ihir~ actioo on 
ihe PC, and apply it here 

> Entetulnment: Not every
thing works as well as it CXlUld, 
but ihis still manages to be fun 

> Replay V1lue: Moderately 
High 

Second Opinion 7. 75 

~ The M&!querade
lllooclnes is -.bis 
boru pons Imm me for 
lllllal ~ does Ml~ 
the good things in llis 
1111"" "'Vf!IV good indeed. 
There's a real sense ol ambi
ance and an extmnelywel
developed lrilerse here that 
ll'ff player wl instanly lakh 
<no. This deplh olMoustf 
comes from the mnense 
SOll'Ce material prowled by 
the long-nming pen and 
paper same DMloping 
my~ and learning 
abru the politics in llis take 
on the vampwe my1hos are 
by far the best momel15 ol 
ttis same nie action and 
5lelllll mechaniG. on the 
~ hand, along wilh some 
ledlnic.11 issues like-. 
shot lhrou;l wals and fal. 
ng lhrou;l the world. drag 
dovtft the entire e,q>erienc! 
wilh their hamfisted exeru
uon. It's sad, really, because 
the dialogue, SIOIY, and 
Slat allocation are p!elty 
cool. but you have IO~ 
through some clunky action 
fl" to gel to the good stuff. 
- USA 
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The Chronicles Of Riddick 
unrated Director's Cut on DVD 

November 16th 



:• reviews 

Medal of Honor: 
Pacific Assault 

> STYLE t-MYER ACTION (UP TO 32·PIAYER VIA IITTERNET OR lAN) > PUBLISHER ELECTRONIC 
ARTS> DEVtLOPER EAlA > RELEASE NOVEMBER 4 > ESRB T 

ISLANDS OF DEATH 

I t's no secret that I didn't much care for the 
recent Medal of Honor: Rising Sun on console. 
Thus, when this latest PC version of the series 
came in, I was less than thrilled. "Yay, more 

clearly scripted events and linear mission objectives," 
I thought to myself. Here's the funny bit: I couldn't 
have been more right about that and yet I still had a 
grand time with this title. Pacific Assault, while seem
ingly sharing many core design elements with its 
console cousin, does nearly everything right - and it 
does it with more distinctive flavor and gut-twisting 
immersion than any WN II title I can think of. Call 
of Duty may own the gameplay front but Medal 
of Honor has regained its role as the most intense 
wartime FPS. 

What really made me realize how deep Pacific 
Assault had sunk its hooks into me was the first 
time I got genuinely upset when a squadmate 
went down. These guys, though Al controlled, had 
been through the hell of Tawara Atoll with me, and 
damned if I was going to let them die in this god
forsaken jungle. So, against my better judgement 
I called for some covering fire and went into no
man's-land to carry Willy back behind a fallen tree 
where our corpsman Timmy could patch him back 
up. This feeling of connection with the game world 
is better developed in MOH: PA than I've ever seen 
before, and is an experience I highly recommend. 

Obviously, this depth of involvement wouldn't 
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be possible without an 
excellent presentation to 
sell it and you'd better 
believe that MOH: PA 
has it. The graphics are 
a treat especially in the 
ambient lighting (it's 
amazing how different 
the same jungle can look 
at different times of day) 
and full-screen effects. 
Your vision blurs when 
unloading with an auto
matic weapon, colors 
fade as you become 
more and more wounded, and nearby explosions 
seriously mess with your perceptions. The aural 
environment is just as rich - firearms have distinc
tive reports, both enemies and allies spout dynamic 
chatter constantly, and the instrumental score fits the 
action and mood perfectly. I honestly can't think of 
anything EA did wrong in this department 

The gameplay is a bit more problematic, but not 
to the point where it detracts hugely from the experi
ence. Your squad largely goes about their business 
in an intelligent fashion, but it seemed that about 
once per level something would go horribly awry in 
their pathfinding and the mission would get borked. 
Likewise, the flow of each level is mostly smooth, 

but occasionally an event is a little too clearly 
scripted and feels artificial. My biggest complaint 
however, is that toggling the aiming mode is clumsy. 
I mean, this is something that has been done per
fectly in FPS games for several years, and somehow 
MOH: PA screws it up. 

Despite these problems (and obscenely long load 
times, even on Gl's high-end gaming PC), Pacific 
Assault is a great game. I still stick to my guns and 
give Call of Duty the nod for overall gameplay, but 
it's a close call. If your personal preferences tend 
more toward single-player immersion and involving 
characters and storyline, by all means go with MOH: 
PA - you won't be disappointed.-ADAM 

BOTTOM 8 5 
LINE ■ 

> Concept Do your pan to win 
the Pacific Theaue of Operations 
for the US. of A. 

> Graphics: Yes, there are 
games that do ~ better, but not 
very many 

> Sound: Absolutely top-notch. 
This is the new benchmark for 
wartime audio 

> PlayabHlty: Worse than you'd 
think - switching in and out of 
aim mode is cumbersome 

> Enttt111nmtnt: It may not be 
the best of the bunch, but this is 
still more than worth playing 

> Replay Value: Moderately 
High 

I hate to say this. but Ill'/ 
loYe of World War IMhemed 
games is sbMy but surety 
deteriorating. Wiat was once 
a roler-coaster nde that I 
Wed ~d to with each 
release, I now approach lhe 
sub-genre with ll10lf than 
lllll a little bit of lrepidation. 
However, ~ dtdnl lake long 
for Pm Assaut to suck me 
bad in v.itll Its outstancing 
prcmlion and nail-biling 
firefigllts. WIiie the game 
certailly has ils share of 
problems. for MfY one of its 
11111101 amoyances (like the 
ridiwous load times), the 
game delillers a clever iv.;si 
that lakes lhe drama and 
dread of war 10 a v.oole new 
leYel.1 stil like Call of Otr(s 
eameplay, but Pacific~ 
is withott a domt solid from 
~ to end if you hM 
a machtne powerfu enoujl 
to handle it. - fil,lr1f 



PC QUICKIES 
PC 

Star Wars Galaxies: 111111111 
Jump to Lightspeed 
> STYU MASSIVELY MULTI PLAYER ONLINE ROLE-PLAYING GAME > PUBLISHER LUCASARTS 
> DEVELOPER SONY ONLINE ENTERTAINMENT > RELEASE OCTOBER 26 > ESRB T 

G 
alaxies has wandered 
between the light and 
dark sides of the Force 
for many months now. 

It's been a phenomenal exten
sion of the Star Wars experience, 
but it's also frequently angered 
players with dramatic gameplay 
changes and continually frustrat
ing balance issues. Thankfully, 

Jump to Lightspeed is both fun and impressively integrated with the ground 
game already in place. New players only interested in the space combat fea
tures can immediately jump into the pilot's seat as a rebel, imperial, or freelance 
pilot Meanwhile, long-time players should have no trouble beginning their 
spacefaring careers alongside the professions they have already mastered. Outer 
space in a galaxy far, far away is simply gorgeous. Plus, the skill-based ship-to
ship combat is a breath of fresh air for the MMO scene.-MILLER 

PC 

The Chronicles of Riddick: lif!t:t ·!J.J 
Escape from Butcher Bay Developer's Cut 
> STYU I-PLAYER ACTION > PUBLISHER VIVENDI UNIVERSAL GAMES > DEVELOPER STARBREEZE 
STUDIOS > RELEASE DECEMBER 7 > ESRB M 

I would say that this game 
is every bit as good as the 
movie, but that wouldn't 
exactly be a compliment 

Okay, the film isn't that bad, but 
this game is the best thing that 
the Riddick character has ever 
been involved with. The PC edi
tion has everything that made 
the Xbox version great plus 

some nice bonuses. The Commentary mode, in which you can listen to the 
developers talk about certain aspects of the game while playing is a partirularty 
nice touch. While few games could compete with Riddick's graphics on the 
Xbox, there are certainly better-looking games out there for the PC. But it still 
looks great and has one of the best single-player stories out there. If you haven't 
played it yet nows the time to head into Riddick's world.-JEREMY 

PC ---Joint Operations: Escalation 
> STYU I-PLAYER ACTION (UP TO ISO-PLAYER VIA INTERNET OR LAN) > PUBLISHER NOVALOGIC 
> DEVELOPER NOVALOGIC > RELEASE NOVEMBER 16 > ESRB T 

S 
o, have you ever read 
a review of an expan
sion pack before? If 
you haven't pay atten

tion - most of what I'm about 
to say can be generalized and 
applied to many, many games. 
The original Joint Operations 
offered some pretty good online 
multiplayer FPS action, which 

became great when you found a nice stable server with good people on it 
Escalation does nothing to change that - it only improves the core of Joint Ops' 
gameplay with its new weapons, body armor, and especially the assault vehides. 
Also, my experience on NovaWorld was much better this time around; it seems 
that Novalogic has ironed out many of the annoying little problems with its 
matchmaking service. However, it's doubtful that if you didn't like the original 
you would find much to love in Escalation.-ADAM 

PC 

Immortal Cities: 
Children of the Nile 
> STYlf !-PLAYER SIMULATION> PU11USHE1 MYEUN MEDIA > IIEVELOPEI TILTED MIU > REWSE NOVEMBER 9 > ESRB E 

STATE OF DE NILE 

S 
ome of the most mainstream 
and reoognizable PC games 
are simulations, but that 
doesn't mean that the entire 

genre is populated with friendly and 
accessible titles. Children of the Nile 
is a prime example of the v.elklone, 
engaging, and unavoidably compli
cated side of simulation. Gamers 
most familiar with RollerCoaster 
Tycoon or SimCity might be a bit lost 
at first but given a little time, all will 
see how this game grows into an 
incredibly enjoyable and complex 
city-builder. 

What makes this title so deep is the 
web of social interactions that govern 
the satisfaction of various groups 
within the populace. Nobles like to 
shop at fancy-pants stores. Merchants 
need to live dose to raw materi-
als. People want to worship various 
gods, and temples require priests 
to lead the religious services. If you 
satisfy these needs, your kingdom 
prospers. If you ignore them, you can 
be overthrown and expelled from 

your own empire. Plus, even if you 
just want to add something simple 
to your city, you'll often need to start 
changes at the bottom of the hierar
chy to effect change at the top. Once 
you learn these basics (the Moria! 
takes about three to four hours), 
you'll have plenty of time to exercise 
your authority in the campaign and 
Scenario modes. 

The main area where Children of 
the Nile falters is in providing content 
that can be engaged at different 
levels. This game has no middle 
ground between "off' and "mired 
knee-deep in intricate societal balanc
ing acts; which means that it lacks 
any casual appeal. I don't always 
want to please my followers; some
times I just want to issue cruel edicts 
from high atop my palace and laugh 
at their misfortune. Still, even though 
I didn't have the freedom to ignore 
my people from time to time, I still 
had plenty of elbow room to explore 
the fertile land of this involved and 
inventive title.- JOE 

A W ORLD WITHOVT MONEY 
It may seem odd at first but Children of the Nile doesn't use the standard 
mechanic of amassing wealth to expand your empire. Once you have a 
system set up to supply a steady flow of food and bricks to your city, the 
only way to advance your rulture is by managing your citizens rather than 
your wealth. By building homes for 
priests, scribes, merchants, and nobles, 
you determine the number of your 
workers that rise from their kllNly ranks 
and are able to serve your city in more 
illustrious positions. Essentiially, your 
citizens determine the quality of your 
empire, not just how many gaudy 
monuments you can afford to build. 

BOTTOM 8 
LINE 

> (llftCelll: Build pyramids 
without the religiously oppressed 
slave labor 

> Graphics: Whether yoo view 
lhe city from high ai,o,e or roam 
lhe streets with the commoners, 
~ looks beautiful 

> Sooad: Excellent ambient 
soundtrad(, despite the shameful 
absence of The Bangles' 'Walk 
Like an Egyptian" 

> Playability: The inlormation
rich interface ~ well-organized 
and easy to access 

>- Ealutaiu.,.ent As il becom
ing God-emperor weren't 
enough, yoo also get an in-game 
encyclopedia of Egyptian culture 
and history. Woo-hoo1 

> Replay value: High 

Second Opinion 8.25 

Did you e...er have one of 
those itle"'" MIi farms 
vhn you were a kid? As 
lu1dreds of~ indi
vitilals al scuttle abola to 
do yotni in Chiknn of 
the Nile, you1 get N same 
indescrbJble io'I of watch-
ing their society e,iparld into 
the sands. Unfor1ulal..,_, like 
the true pharaohs al ancient 
£gyp!. you're going to do a lot 
of waiting allll.lld and watch
ing as~ !¥amid gets buill 
or lhe harvest gets Clllecled. 
'111111 be in charge of dictating 
eyery siJgle aspect of how 
~ people blild their Nie 
ciwizaliln, dov,n to the In
est delai. d you're hawf Mil 
that. ~ is an imicale reae
alion of life in lhe olden days. 
N you bore easiy, you'd best 
go blow somelling 141 in a 
cillereR same--MILLER 
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Belore I Sltf anything else, 
I want to make a perfectly 
dear lhat St4)el' Mario 64 
IS a spedaruar g.wne. One 
of the~ ol al !me, 
easiy Thal said. St4l'f Mario 
64 on DS 1511'1 q.lle the 
e,penence I warted it to be. 
The biggest problem is the 
laciol<Y1anak>gslict.as 
!he <igilal pad or the touch 
ICret!ll doesni qiile give the 
player lhat s.wne intuilNe link 
ID the gane lhat made the 
ongJial so spe,;Y. Thatsaid. 
the ._ content is most 
cerlarif compeling. So 
ITlJCh so lhat rd like to beg 
Ni1lendo to bmg this tile 
to the GameCooe so I don't 
hawe to Sl&r~ the 
cunsy DS rontrol scheme. 
Some of the ninigcrnes are 
al nglt for short lusls ol 
ertertarvnelt. tu like the 
~ aspect ol this 
Mle, it's mare gnmd than 
Slilst.n:e. -ANDY 

NINTENDO OS 

Madden NFL 2005 
> STYLE l TO lo-PIAYER SPORTS (2-PIAYER VIA WIRELESS) > PUBLISHER EA SPORTS 
> DMIDPER EA TIBURON > REI.EASE NOVEMBER 17 > ESRB E 

TOUCH FOOTBALL IS FOR WUSSIES 

H 
andheld football - no matter how many 
screens you throw at the problem - has 
yet to be very attractive in portable form. 
I'd go so far as to say that those 1980's 

Mattel handheld LED units were as dose to exciting 
as the sport has gotten in miniature. Just to prove 
this poini take out your Nintendo DS stylus and, 
instead of calling a hot route when playing Madden, 
poke your brother/sister in the arm with it Wasn't 
that more fun? Now ask them if they can feel the 
Nintendo difference. 

EA Tiburon has done a good job of replicating 
the look of the series' first 3D incarnation: Madden 
NFL '99. Vvtiile not quite as good looking, this 
game has one great thing going for it - it plays 
pretty fast I'd say that it's so quick that during 
plays, the bottom DS screen (the one showing the 
action in real-time Xs and Os) is useless. Glance 
down at it and you're liable to get sacked. The 
other DS feature, the stylus, isn't practical either. 
Vvtiile it is used for kicking and pre-play options, 
it was simply annoying to have to pick it up and 
put it down all the time. I suggest just poking the 
screen with your finger - unless, of course, you're 
eating a plate of delicious ribs. Then I'd put the 
DS aside, skip the football, and chow down. As for 
multiplayer, wireless contests make my shoulders 
shrug, and the game's 1 O.player feature is merely 
you passing the DS among nine other people 
while playing Two Minute Drill. 

You know what? Apart from the fact that I felt the 
handheld's d-pad didn't offer fluid-enough move
meni this game's poor performance isn't really the 
D5' fault It's because PSone-era football isn't fun 
anymore, and I doubt it ever will be. Not with the 
relics of that bygone area still hanging around, such 

l<J C> [>I 

as outrageous dive tackles, 
a poor interior running 
game, jump-ball scrums 
for passes, slow response 
to player selection/QB 
passes, and more. Want 
to play football on the go? 
Take a piece of paper, fold 
it into a small triangle, and 
flick it into someone's face 
instead. - KATO 

BOTTOM 6 5 
LINE ■ 

> Concept: Th~ game ~ very 
Marx Brunell~ike: old and nol 
worth much 

> Graphia: Nol qurte on par 
v.ilh Madden's 1i1S13D effort in 
rts •99 edition. but ~miar and 
complete v.ilh player celebra
lioos 

> Sound: It's the All Al Show. 
Madden's voice pans are lew 
and lar between 

> Playability: rm not a 
Ian ol the DS's SNES button 
configuration. but I cislike the 
stylus more 

> Enlfflainmtnt: (,ood 
enough lo stave off l~e-threaleo
ing boredom ~ need be, but 
!hat's about rt 

> Replay Value: Moderate 

Second Opinion 6.5 

H you haven't been frozen 
in a blodc ol Lambeau field 
ice for the last five years, and 
have actuaRv played a ptgSkirl 
game recently, Madden OS 
is a painfij reminder ol just 
how poor1y foolball sames o1 
ye'll/fyear hawe held ~ o,,,er 
line. Setecliig plays \<ia the 
touchlCret!llisan<Mlidel, 
<Yid it is nicl' to see a con,. 

plele seil!Ol1 with stal lladt· 
ing. 1M the sameplirf feels 
prehisloric. It's itaedillly 
<iffiwt 10 fl bad to slippery 
player movemenl5, poor 
pas5i,ig, choppy animtions, 
and bare-bones play Cilling. 
Much like the Minnesota 
Vikings and Buffalo Bils, 
looking back to the past is 
just painftj. - RBNER 



NINTENDO OS 

Feel the Magic XV /XX 
> STYLE 1-PVIYER ACTION > PUBLISHER SEGA 
> DEVElDPER SONIC TEAM > RELEASE NOVEMBER 21 > ESRB T 

RUB IN AN UPWARD MOTION AND BLOW 

B 
efore you get too excited, 
those are the instructions 
for one of the numerous 
minigames packed into 

this silly, strange, and enormously 
amusing little game. Utilizing 
the OS hardware to the greatest 
potential of any of the launch 
titles, Feel the Magic is unlike any 
game you've played before, and 
just like dozens you've played 
for years. 

Let me explain. Feel the Magic 
tells the ludicrous story of a 
young man infatuated with a girl 
he meets on the street I don't 
want to ruin the epic quality of 
the game for you, but suffice 
to say it involves a truck full of 
scorpions, some rampaging bulls, 
and some magical mohawks. 
The tale progresses through a 
series of completely deranged 
and unique minigames, each of 
which uses the OS in a new way. 
You'll tap the screen to throw 
things, guide your character 
around with the stylus, and blow 
on the microphone to produce 
wind in a boat's sail. The quirky 
mix of game types keep things 
fun and exciting, and the constant 
change-up assures you'll never 
get bored. The thing is, most of 
these vignettes will look familiar 
to anyone who knows his Mario 
from his Wario. The innovation 
lies solely in the new control 
mechanic. 

Nonetheless, Feel the Magic 
is a genuine treai and even its 
short length doesn't hold me 
back from granting it my solid 
seal of approval.-MILLER 

BOTTOM 8 5 
LINE ■ 

> Collcept: CW! 1he hand of 
a young lady ~ a series of 
drug-induced minigames 
> Graphics: The clever art st,ie 
is both unique and attractive 
> Sound: The n>JSic is as 
haphazard and quirty as 1he 
rest of 1he game. and 1he sound 
effeclS should eli<it more 1han a 
few giggles 
> Ploylbility: l'wl1it some of 
1he games can initialy seem 
<hallengjng, no one shoud have 
trouble i.,asping 1he gmple 
controls 
> &lttrtlinmeftt:Truly unique, 
humorous. and loads of fun. Too 
bad K only lasls a few hours 
> Rtplly Vllut: Modera1ely 
High 

Second Opm1on 8 

This is one ol !hose won
derluly SIJange c1rls ol a 
game - the art st,ie is amaz. 
ntt cool the I005l( begs 
comparisons to Katamari 
Damacy (a high complt
menl), and the mngames 
wall< thelhin lile~ 
rancbn~~andsolod 
sarnplaywiltlgeneralsuc• 
Cffl. SIi. 1his is 11JS1 a col
lediorl olminipnetypes 
doled°" in qoo ti(tis thal 
'II("' (mosll>f) seen~
l'fflonaltf, f think Iha! the 
llfolemenlioued succe55e5 in 
the a-•s • coupled 
wiltl lhe few momenls 
lhll~lheDShlrdlvare 
mddprO't'idemakeuplor 
lhe alhelwise CXJfftlel1liona 
eamePla'f, and shut 
nudae ~who's cooous 
l!Wedlhslide. -LISA 

NINTENDO OS 

Spider-Man 2 
> STYLE 1-PVIYER ACTION > PUBLISHU ACTMSION 
> DEVELOPER VICARIOUS VISIONS > Hl.£ASE NOVEMBER 21 > ESU T 

SUPER HEROES ARE DUMB 

R 
EINER SMASH! As 
an unwanted sur.• 
prise, Spider-Man 2's 
gameplay is so sinis

ter and unjust that it has the 
uncanny ability of transfooning 
players into rampaging Hulks. 
By the final stage of this game, I 
was so distraught and filled with 
rage that I actually tried to use 
the stylus to squish the life out 
of Spider-Man. Unfortunately, 
the game 150't equipped with 
this functionality. 

The itsy bitsy sptder does a 
good job of lunng gamers into 
his web. The three-dimensional 
backdrops are nicely detailed, 
the combat and web swinging 
controls are mapped well, and 
the OS touch screen 1s used in 
a number of interesting ways 
throughout play. 

Just when it seems that this 
could be a must-play game, the 
spider pounces and injects you 
with a lethal dosage of venom. 
The level designs are simply 
atrocious and have no flow 
to them whatsoever. Many of 
the stages ask players to either 
save a number of hostages or 
defeat a number of adversar
ies before the dock hrts zero. 
Scouring the stages for the last 
hostage on your checkhst 1s Just 
as time consuming, pointless, 

BOTTOM 6 
LINE 

>C-.C: EJOlrlg~ 
11g gamepfav !hat loses ts luster 
die to horrendous IMI ~ 
> Grlpllia: The 3D baddrops 
loot. ~eat. Spodey's illWNbOnS 
are very lrfelike. and lhe CG 
cwcenes are as sharp as can bt 

> s..d: The sroxltract IS 

~ !xi there ,sn't much 11 

1erms ol \'01Ce or amberl noose 
>Pllyalily: Thecoooolsa,e 
fasllOl1ed nocely, !xi lhe lad: ol 
clredlOn ll ihe stages ftads to 
an aggravaoog play 
> EaM' • I •, corr1)1e(e 
waste l.llless yoo don't mood 
!C.IXD1g levels for 20 nlllUtes 
> 11.,i.y Via: Moderately 
Low 

Second Opm1on 6.5 

YMl,s~mmes 
,_ "5pOll!iJily, 1M hs 
91""1511,uptllheli!t. 
lhellfl'levmi!eWJy 
~lubemneless 
sowiltl eadl paq seanl 
1h11 ywrt loll 11 !hem. I 
maMled al hair Spider-Min 
aud inlellllll!MI Mlf U
lacr II h IMls. bd lad •MS¥•• r, aeuut 
II hmull poiliorl 11b 
nidcle ol I .... 1lis lille 
51!1515 swm ~ bd Im 
r,~onhbisics. 
- KATO 

and frustrating as searching for a needle 1n a haystack. It 
drove me nuts. Many times I was forced to memorize my 
target locations (which takes numerous attempts) Just to 
complete a stage. I can't remember the last bme that a 
game stressed me out so much. This one flaw runs ram
pant throughout the enbre game and completely taints the 
experience.-REINER 

:- reviews 

NINTENDO OS 

Ridge Racer OS 
> STYLE 1-PVIYER RACING (UP TO 6-PI.AYER VIA WIRElfSS LAN) 
> PUBLISHER NM4CO > DEVEIDPfR NM4CO > RELEASE DECEMBER 7 
>ESRB E 

OS GETS A DWI 

D 
riving in this game 
is the equivalent of 
watching a fish out 
of water. There's a lot 

of desperate flopping around. 
And there's a sadness to it, too. 
There are a lot of things that 
make this title fun to play, but 
actually getting your hands on 
the wheel isn't one of them. 

The problem I had is that you 
cannot calibrate your cars' steer
ing wheel to your liking in order 
to get rid of its large dead spot 
The result is there isn't a lot 
of gradation of control. This is 
where the image of a dying fish 
comes in. Until you get a good 
feel for ii you'll be jerking the 
wheel from side to side trying 
to gain control of your car. This 
applies to the d-pad steering as 
well as the touch screen. 

Once you get the hang of 
things, you can sit back enjoy 
yourself. The sense of speed 
is faster than some console 
games I've played, and this 
even holds true when you' re 
playing wireless (you only need 
one cart). 

Racing titles on handhelds 
have traditionally had the ambi
tion of a wet noodle. Although 
Ridge Racer isn't too far up 
the evolutionary chain, it's a 
glimpse of the future. One 
where features like blistering 
speed and visual effects aren't 
just the property of home con
soles anymore.-«ATO 

BOTTO~! 7 
LIN£ 

> C-,,t: Despite a very S1Jit· 
able use ol lhe 1ouch saeen. this 
game is less 1han solid 

> Grlphks: 1 was most 
impressed with 1he camera 
shake and light trai~ from cars' 
tatl lights 

> Sound: There are few sound 
rues 10 tel yoo ......, someone 
~ behind yoo 

> Pllyalily: A non-adjus1abfe 
dead spot in 1he steering vmeel 
means you'll ht O'lerSteering 
and flopping around tike a 
dead fish 

>~lt'smore 
fun lhan some racers on non
handhelds, but it's basic and not 
without problems 

> Rtplly Vllut: Moderate 

Second Opinion 7.25 
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GAME BOY ADVANCE 

Kingdom Hearts: 
Chain of Memories 
> STYU I-PLAYER ACTION > PUBLISHER SQUARE ENIX > DEVEIDPER SQUARE ENIX > IIEWSE DECEMBER 7 > ESRB E 

RELIVING THE NOT-SO-DISTANT PAST 

S 
truggling to differentiate reality 
with fabrications of the mind, 
Sora is cleariy troubled. As 
he works his way through 

events that could be memory pockets 
or complete illusions, an unfamiliar 
face warns, "When your sleeping 
memories awaken, you may no 
longer be you~ With esoteric dialogue 
that simply demands answers, Square 
knows exactly how to keep gamers 
glued to the events at hand. The 
introductory moments of this tale lead 
gamers along an irresistible bread
crumb trail that is loaded with intrigue 
and the promise of something spec
tacular. 

The sensation that you've just 
stepped foot into another Square 
Enix masterpiece is quickly snatched 
away when your journey truly begins. 
Though brimming with mystery, 
Chain of Memories is overflowing 
with recycled material from the 
original Kingdom Hearts game. The 
concept of revisiting your past to 
regain your memory is sound, but 
truth be told, my memories of the 
original game are still very fresh, and 
helping Aladdin defeat Jafar again just 
doesn't get my blood pumping. In my 
opinion, this is a cheap cop out on 
Square's part. Reusing characters and 
locations is acceptable to an exten~ 
but you have to do something differ
ent with these elements to truly keep 
people engrossed. Since Square has 
fashioned this game as a sequel that 
bridges the gap between the original 
entry and the forthcoming sequel, 
fanatics who must see it all will have 
to wade through hours of familiarity 
just to soak in a handful of cutscenes 
that point toward the future. 

This really is a shame too, as 
Square's ability to fuse frenzied hack 
'n slash melee with collectible cards 
has paid off with enjoyable results. 
Rather than simply flailing with a 
keyblade, players now scroll through 
a deck and activate specific cards to 
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initiate attacks. This may sound odd, 
but the system that Square created 
is lightning quick in its execution and 
is very easy to use. With every action 
demanding split-second timing, each 
battle is tension-filled and ripe with 
strategy. Counter attacks, three card 
combos, magic, and character sum
mons are brilliantly interlaced and 
allow players to assail foes in a multi
tude of ways. As enjoyable as combat 
is, enemy encounters are way too 
frequent On average, you'll be lucky 
to get a five-second breather before 

~ e next bout. 
• 1/v'hile it would have been nice to 

join Sora and company on a new 
adventure, it seems that Square 
would rather have us rekindle our 
fond memories until the sequel 
arrives. This is an enjoyable handheld, 
but like the direct-to-video Disney 
sequels, it just doesn't have the 
magic of the original.-REINER 

" 810-WWb~a 

ti,.,, 
SLEIGHT OF HAND 
When cycling through cards in 
the deck. if the player simul
taneously presses the L and R 
buttons on a certain card, that 
card will be removed from the 
deck and placed at the top of 
the screen. When three cards 
are removed, if the player hits L 
and R again, the three cards will 
be used 1n unison to unleash a 
powerful combo. As advanta
geous as this technique is, the 
first card that the player stacked 
will be removed from the deck 
for the remainder of battle. 

BOTTOM 7 75 
LINE • 

> Concept: A sequel that lives 
completely in the past, yet off~ 
up satisfying combat and a 
lmle laste of things lo come 1n 
Kingdom Heans II 

> Graphics: A V1SUal master
piece that showcases amamg 
character detailing, stellar anima
tions, and beaut~ul CG move 
sequences (That's right. .. CG 
ona GBA) 

> Sound: Not having voice huns 
(especially for Donald), but the 
soundtrad< ~ nicely done 

> Playability: Hack n' ~ash 
collides with collectible cards 
to create a highly original and 
1m~ satisfying combat 
engine 

>~Too much is 
recycled from the original game 
to make 11 truly compelling for 
everyone 

> Replay value: Moderately 
Low 

Second Opinion 7.25 

As much as it pains me to 
say this. f think I'm starting to 
~ke card combat - especially 
thew~ it's done in Chain 
of Memories The combina
tion of reflex and strategy 
required to play the cards 
correctly is fun and involv
ing, but I wish the whole 
mechanic had stopped 
there. Instead, you also need 
cards to open doors, and not 
in that cral'( hijinks •s1ip the 
lock v.ith a credit card" kind 
of way. They are like magical 
keys. which means that to 
get past a particular room, 
you ~ spend 30 minutes 
killing enemies. hoping that 
they randomly drop the card 
you need to keep going. 
This just ser,es to break up 
the flow of an already duU 
story that simply retreads old 
material instead ol providing 
the epic new chapter fans 
were hoping for. - JOE 

GAME BOY ADVANCE 

Donkey Kong Country 2 
> STYLE I TO 4-PLAYER ACTION/PLATFORM > PUBLISHER NINTENDO > DMI.OPER RARE 
> RELEASE NOVEMBER 15 > ESRB E 

KLASSIC KONG 

D 
espite the company's acquisition by rival 
Microsoft, Nintendo still allowed Rare to 
handle the GBA conversion of its 16-bit 
classic Donkey Kong Country 2. As you 

might sus~ Rare seems to have managed this 
task with care and attention to detail, in a title that 
recalls the gaming magic that the developer made 
with Nintendo in the past 

It's been awhile since I've played DK Country 2, 
and it definitely remains a top-flight platforming 
experience. 1/v'hether you're switching between two 
playable characters (or playing in co-op mode with a 
friend), riding a selection of wild beasts, or shooting 
yourself through a treacherous series of cannons, 
you'll always find yourself engaged in the action 
onscreen. In addition, the visuals are truly some of 
the best I've seen in a side-scrolling title on the GBA. 

As is typical of Nintendo's handheld reissues, 
there have been new modes added, some of which 
can be tackled by up to four players. However, the 
minigames themselves don't really hold up for 
more than a few tries, with the exception of the cool 
Diddy's Dash time trials. 

Re-releases are always hard to evaluate, because 
you're really dealing with a number of things other 
than the actual gameplay itself. Historical cont~ 
nostalgia, and your personal history with a game all 
play a factor here, as well they should when you' re 
talking about a title that's generally regarded as a 
classic of its time. As with any piece of a~ your reac
tion to it changes over time, based on your experi
ences in life and the games you've played since. 

In this light I'd place Donkey Kong Country 2 just 
shy of "classic" status. 1/v'hile it's no doubt a well
designed and finely crafted experience, I don't think 
that it really holds up to the passage of time as well 
as other Nintendo series like Super Mario Bros. and 
Zelda. There are bits of platforming that can be a 
little annoying, often forcing you to constantly hold 
down the run button in order to get enough altitude 
on your jumps, which makes things more difficult 
than they need to be at times. Also, while the levels 
are fairiy large and do hold their share of secrets, 
you don't the get same sense of discovery as you 
do from a Mario title. 

That said, they rarely make 'em like this anymore. 
This is hardcore platforming for the true believers, 
a game that daules the eye and even tickles the 
funny bone with its satirical dialogue. You certainly 
won't find many GBA titles with this level of polish 
and design in stores this holiday season.- MATT 

BOTTOM 8 5 
LINE • 

> Concept: A GBA re-release of 
a Rare/Nintendo 16-bit hn 

> Graphics: Not quhe as 
beaut~ul as the original, but this 
is a great-looking GBA game 
to be sure 
> Sound: Remember when 
developers used to rely on good 
songwriting instead of licensed 
music gimmicks? 

> Playability: Challenging, 
perhaps even frustrating at times, 
but overall this is quality plat
forming in the classic 20 style 

> Entortainment: A great 
platlormer, although it hasn't 
aged as well as the Super Mario 
Bros. series 

> Roplay Value: Moderately 
High 

Second Opinion 8.5 

For those of you who never 
had the joy of checking these 
plartorming treasures out in 
their original forms on the 
SNES, you owe it to yourself 
to partake in this new re
release of DKC 2 - my per
sonal favorite of the series. 
This verwn has left an the 
running and jumping good
ness intact while laking the 
time to add in some worth
while new minigames and a 
more reasonable save system 
(allowing for game saves at 
any time, rather than every 
few levels). There's an intri
cate sort of µgsaw pattern in 
really great plartormers that 
makes everything fit together 
just right and this game's 
gotit.-MIUER 





GAME BOY ADVANCE 

It's Mr. Pants 
> STYU I-PLAYER PUZZLE > PUBLISHER THO 
> D£VELOPER RARE > RElfASE DECEMBER 6 > ESRB E 

A TASTE OF PANTS LAND 

G 
iven the number of 
constrictive, chafing 
SquarePants that THQ 
has been rolling out 

lately, it's good to see a bulging 
gameplay package protruding 
from Mr. Pants' soft, plushy 
Underoos. A pure puzzle game 
in the tradition of Tetris and Dr. 
Mario, developer Rare's latest 
project is an addictive and 
oddly likeable revisitation of the 
genre's heyday. 

On paper, it sounds boring: You 
place various geometric blocks 
in an attempt to create rectan
gular shapes of the same color. 
However, the game's spirit and 
humor go a long way to inject 
new life into the simple premise. 
From the unique characters to 
the heavily crayon-influenced 
visuals, the trimmings around the 
actual puzzlers are just as inviting 
as the core gameplay. 

Despite its childish art style, 
Mr. Pants is no stroll through the 
sandbox. Especially on the higher 
difficulty levels, it will challenge 
even the most accomplished 
puzzle game savant It's like my 
dumsy third grade drawings are 
coming back to taunt me, saying 
•not so dever anymore, are 
you, Juba?" Apart from making 
me relive playground ridicule, 
my only other qualm is the lack 
of multiplayer; the Marathon 
mode would have been ideal for 
head-to-head play. Though not 
revolutionary, jolly ol' Mr. Pants is 
certainly a fun way to gird your 
gaming loins.- JOE 
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BOTTOM 8 
LINE 

> Conapl: A punle game 
wi1h ~ references to 
underwear 
> Graphi<s: It's mainly a bunch 
ol colored blods, but 1he ~ 
is endearing 

> Sound: Quirty music during 
1he punles and funny voices 
be1ween them set a playlu 
roood 

> Playlbility: The _, selli1g 
does a greal job ol prepamg 
you fo.- lhe dlalenges ahead. 
leaciw,g you new Irids as 
you go 

>-taii- .k.lsttty 
exdaiming "It's Ml. Panis!" wd!
ru laughi,g 

> R,plly Vllue: Modera1ely 
~ 

Second Opinion 8 

Notlrif doesRR's rs.-. 
Pd llM!lhe bestpne 
name l'lll!seen in~ it's 
also a lnalh of ll!Sfuir in 
11e-.i,,morhnlpuzz1e 
llffl.~il's!liladena
lion of fie dellNess Ten 
fomua. lu l does imcMlf 
anewtw,eof.,._ 
uqlhefamliar'pmdi
,_.,sflaped blodsm a 
bod' medlalic. • can be a 
bitlrusralilgand ai.useil 
timl!S, 1u rd lllhr hM 1 
puzzler that mp5 me 111 lllf 
IOeS than anodler ilerallan ol 
l'lll'O~orlllfflel!olJIJle. 
BonlSpoinls-.dedb a 
bi1.aR sense ol lunor and 
odct,chamqp,lical 
--MATT 

GAME BOY ADVANCE 

Banjo Pilot 
> STYU 1-l'I.Al'ER RACING (UP TO 4-PlAYER VIA LINK CABlE) 
> PIIBUSHU THQ > D£VELOPER RARE> RElfASE JANUARY 10 > ESRB E 

THE FRIENDLY SKIES 

0 
ng1nally titled Diddy 
Kong. Pilot ( and based 
on the flying sequences 
of Diddy Kong Racing 

for N64), Rare retooled the game 
following its split with Nintendo, 
replaang Diddy and co. with 
characters from the Banjo
Kazooie universe and inking a 
publishing deal with THQ. 

The game is a graphical mas
terpiece, especially considering 
the limitations of the hardware. 
Its very advanced Mode 7 scal
ing effects do a great Job of 
creating the illusion of true 30. 
Kudos to all involved. 

However, I didn't find the 
gameplay to be as involving as 
the technical aspects of this title. 
'Mthout the cart and hoverboard 
racing segments that added 
variety to Didcly Kong Racing, 
the 'flying' gets a llltle repeti
tive. I use quotes around flying 
because this game's vehides are 
still essentially tied to the track 
as much as any racing title. You 
can fly up about 20 virtual feet 
in the air, and cannot really veer 
beyond the sides of the road
w;ry. Yes, it's good, solid stuff, but 
it could be so much more. The 
"boss battles' where you have 
to shoot down the champion of 
each circuit do add some inter
est, but I'd really like to see the 
developers use this technology 
to break the bounds of the genre 
(and the track) and send Banjo 
on some more creative dynamic 
battles in the skies. - MATT 

BOTTOM 7 
LINE 

> c-.: Resooect lhe SCIJ1-
ded Oiddy Kong Pilol by g,vmg n 
a Banio-Kazooie mako'let-

> Gnpllia: Very impressive 

quasi-3D techrnques lhat are 
well beyond most Mode 7 racers 

> Sound: The phrase "meh" 
comestommd 

> Pllyillilily: The control is 
fairly light, although 1he weap
ons are a bet of a ITVJfed bag 

> EnlMail-All 1mpres
siYe ledncal feat that I admue 
more than I enfO't' 

> R,plly Vllue: Moderate 

Second Opinion 7 

0on, le! i11¥]111!lool ~ 
Sile. lhose Ob!sf charac1ffi 
may be zooming amJld 
11 planes. tu lie 50 many 
165 that have Clime bebe. 
Bar;> Pilol aspires to the 
lofty goal of being compared 
to Mario K.Jrt. As it is, it ends 
~ being pretly mediocre 
in that regard. Y.1111 only an 
occasional hnTt moment or 
llvii1g race finish dvoY,n R1 

to keep your 111erest There 
are boss baales of sorts at 
the end ol each rn set, tu 
these fi;r; are al bisicaly 
iderttal.Andr.lwethere 
are SMral COll5el, al ol 
them are based 111 just a few 
ten1)lales. mablg manyol 
lhe stages lool and lOll1d 
the same. Sli, the Mode 7 
waplics wort remaitallly 
wel 111 the G&\ and l's 
hard lo <isike character.; this 
sily.-MILLER 

GAME BOY ADVANCE 

Grand Theft Auto Advance 
> STYU I-PLAYER ACTJON/RA(ING > PUBLISHER ROCKSTAR GAMES 
> DEVELOPER DIGITAL ECLIPSE> RElfASE OCTOBER 26 > ESRB M 

YOU CANT GO HOME AGAIN 

I m
ust start this review by 

giving credit to developer 
Digital Edipse, which did a 
fine job in translating the 

top-down gameplay of the early 
Grand Theft Auto titles to the 
GSA This game is just a large 
as the console titles and a good 
deal of the little extras we've 
come to expect (like checkpoint 
races and Rampage missions) 
are present as well. In fact, I dare 
say this is as faithful a transla
tion of the GTA experience as 
could be accomplished on a 
handheld. 

So, why the mediocre score? 
Well, to be frank, it's very hard 
to go back to the old-school 
GTA experience after being 
wowed by three amazing 3D 
titles. The graphics, while great 
for a handheld, don't really 
give you the feeling that you're 
part of a living world. The static 
cutscenes are bereft of the 
humor that's become a trade
mark of the series. Driving, while 
manageable, is often more frus
trating than fun. Also, the mis
sions are largely limited to the 
simple 'pizza delivery" formula. 
None of this makes Grand 
Theft Auto for GBA a bad game. 
However, it's not very engross
ing. It's a bit like the version of 
Star l!M:1rs, animated in ASOI 
characters, that circulated the 
Internet a few years back: You 
can admire the effort that went 
into it, but it's ultimately only a 
bare-bones reminder of a much 
greater work of art - MATT 

BOTTOM 7 5 
LI NE • 

> Concept A return lo the 
series' lop-<kM,l rools, lhis lime 
on lhe wood's most popular 
handhetd 

> <.raphics: Considering the 
size of the environments, ~ 
lhing looks terrifi~ ij a bil dinky 

> Sound: You'll really miss lhe 
awesome soondtrad<s of the 
console games, but lhis is very 
good in terms of 1he GBA music 
and effeas 

> Playability: Drning is 
doable, l oot actually very fun. 
Out-of-the-car action is ~milar1y 
undeM!1etming 

>Enlfflaillment: Mamazing 
feal ol GBA programming lhat 
didn'I grab me as much as I 
toought ii would 

> Replay Vilut: Moderate 

Second Opinion 8.25 

From console to hanclield, 
there's nolhing quite lilte 
the feeling of being a part of 
a high speed police chase 
moments after you litter the 
streEISllnlh flamilgwrecks 
and Slain the pavement Mth 
blood. &ell in microscopic 
form, Grand Theft hl.o 
kicks serious ass. • may not 
deMr the cinematic PIJl(h 
or~ extravagance ol ts 
console bn!lhren. tu the 
~ is fired from the 
same smoking gun. Jacbig 
cars 11 the free.roaming 
city is a blast. the story and 
mis5ions are done quite 
well andrd love to see 
llus game's Save and Quil 
option in the console lilies. 
Nol having a viewable map 
does lead to frustration, and 
the sound is a bit llolrhled 
as Ml. Pi told, howMr, I 
couldn1 get~ of it. I 
dm1 think ~ Y«iuld work, 
tu Digital E~ made 
GTA on the go a reality. 
- REINER 
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GAME BOY ADVANCE 

WWE Survivor Series 
> 5TYlf I -PLAYER FIGHTING (2-PLAYER VIA LINK) > PUBLISHER THQ > DMLOPER NATSUME > 
RELEASE OCTOBER 18 > ESRB T 

W 
WE Survivor Series 
is a lot like that 
one big loud guy 
you went to high 

school with; slow and clunky, 
obnoxious and a bit stupid, but 
ultimately somehow likeable. 
It took me a while to get into 
this game thanks to the slug
gish and bare bones control 
scheme, but once I did, I had 
a surprisingly good time. The fighters move like they have asthma and two 
broken legs, and the lack of a block button is a drag, but the career progression 
sull manages to suck you in. There is a nice variety of match types, the wres
tlers look surprisingly decent and movesets are fairly large. This game certainly 
doesn't hang with the recent crop of console wrestling games, but for portable 
brawling, you can't really do much better.- JEREMY 

NINTENDO OS 

Mr. Driller: Drill Spirits liilla 
> STYLE I TO 5-PLAYER PUZZLE > PUBLISHER NAMCO > DMLOPER NAMCO 
> RELEASE NOVEMBER 21 > ESRB E 

M 
r. Driller is a perennial second
stringer on "Team Puule Game," 
but I've always had a soft spot 
for the little dude with a drill. By 

combining the classic color-block concepts 
that most puulers utilize with a Dig Dug
influenced action game mechanic, Mr. Driller 
stakes out a unique niche in the genre. 
However, it's not nearly as deep or endlessly 
replayable as the true classics like Super 

.. Puule Fighter or Tetris. The DS gives Drill 
:: Spirits a slicker look, and players the ability to 

use the touch pad to control the characters 
-. ( of which there are now a few to unlock and 

• • ••• ' choose from) onscreen, along with some 
new modes like the tense Pressure Driller. Wireless multiplayer has been added 
as well, and the two screens allow you to get a better view on what's lurking 
above you. It's nothing spectacular, but all systems need good puule games 
and this seems to fit the bill nicely.- MATT 

NINTENDO OS 

Sprung illlDI 
> 5TYlf I-PLAYER ADVENTURE> PUBLISHER UBISOFT > DMLOPER GUILLEMOT 
> RELEASE NOVEMBER 21 > ESRB T 

S prung is a naughty choose-your
own-adventure styled romp without 
much discemable "gameplat Players 
navigate through a respectably long 

story mode that is honestly funny, nuanced, 
and unquestionably more adult-oriented than 
most handheld games (although there is no 
swearing or nudity, there is some mighty bla
tant innuendo). The art style and the game's 
many animations are very reminiscent of 
Dragon's Lair, and make nice use of the OS's 
two screens. During conversations, each par
ticipant has his or her own screen and you get 
to see all of the reaction shots. There's good 
humor and writing to be had here, but it's not 
so much a game as an interactive comic book 
with a backlight-USA 

GAME BOY ADVANCE 

Final Fantasy I & II: 
Dawn of Souls 

> STYLE 1-l'LAYER ROLE-PLAYING GMIE > PUIUSIB NINTENDO> DEVEi.OPEi SQUARE ENIX 
> IIELEASE NOVEMBER 29 > ESRB E 

S 
quare Enix's flagship fran
chise has been the subject 
of some criticism lately. With 
no concrete date set for 

Final Fantasy XII, all fans of the series 
have to hold them over are movie 
offshoots, spin-offs, and remakes of 
earlier entries. However, I challenge 
anyone who thinks that the RPG giant 
is running out of steam to spend just 
a few hours with Dawn of Souls and 
not have their confidence in Square 
Enix restored all over again. 

By now, you're probably familiar 
with the games that kicked off the 
console RPG phenomenon, so I 
won't waste your time with basic 
mechanics. These titles still play more 
or less the same as they always did, 
but with the added amenities of 
better graphics and a rewritten story. 
Plus, they still retain that indefin-
able fun factor that has kept me 
ferociously addicted to the series for 
years. 

It is important to note, though, 
that these versions of Final Fantasy I 
and II sport new tweaks to the battle 
system and menus that weren't even 

THE UNTOLD STORIES 

in place for Final Fantasy Origins. 
While the improvements generally 
streamline the gameplay, they also 
take something awwy from these 
classics. The first few Final Fantasies 
could be relentlessly diffirult, forcing 
the player to save judiciously and 
ration magic carefully. Now, with 
the save-anywhere feature and the 
addition of magic points, much of 
the old-school challenge has been 
extinguished. The games still keep 
the spirit of the originals, but much 
of the gravity of the key encounters 
has been lifted; WarMech shouldn't 
be this easy. 

If Final Fantasy Origins was like an 
obscure but revered John Hughes 
movie that finally came out on DVD, 
Dawn of Souls is the elusive special 
edition that never gets released 
(Unde Buck, where are you?). I 
buy the first one to get my greedy 
hands on it as soon as possible, but 
I hope for a follow-up of this caliber 
to deliver the reverent treatment 
and irresistible special features I 
crave.-JOE 

In addition to the revamped menus and battle 
systems, each of the two games induded in 
Dawn of Souls features special bonus dun
geons. In Final Fantasy, new areas become 
available after defeating each of the four 
fiends. In these randomly generated halls, you'll encounter some 
familiar creatures from subsequent games in the series like Gilgamesh, 
Cerberus, and Rubicante. As for Final Fantasy II, the extra content takes 
the form of a new adventure detailing the fate of four characters that 
leave your party at various points in the main story. For games that 
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have alreacly been re-released once, this expanded gameplay is quite impressive, and far more than 
simple trimming included to dupe gamers into shelling out more money. 
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: .. :: • :: .. : An In-Depth L1stmg Of The Best Selling Games 

TOP 20 
I"'"'~' ll,1wd Upon NPD D,11.1 Fur S,•pll•mb,•r 200~ 8J,rd On U1111, Sold 

TOP 10 JAPAN 
Rank Tille L. Mo. System 

Ace Combat 5: The Unsung War N/A PS2 
Rank Title LMo. System Score R~ease Price N/A GBA 

1 Grand Theft Auto: 
N/A PS2 10 10-04 $49 

San Andreas 
2 GBA 

N/A PS2 

N/A PS2 

2 NBA Live 2005 8 PS2 8.25 09-04 $39 
N/A PS2 

N/A GBA ,~. 

3 Mortal Kombat: 
N/A PS2 9.5 10-04 $51 

Deception 

7 GBA 

Tales of Symphonla PS2 
,_ 

4 ESPN NBA 2K5 N/A PS2 9 09-04 $19 

,_ 

5 Tony Hawk's 
N/A PS2 9.75 10-04 $47 

Underground 2 ,_ 

6 Mortal Kombat: 
N/A XBOX 

Deception 
9.5 10-04 $52 Soi.tcir.C'.ltoe..,._ s.sedO'IMoNhlyUnitsScid 

7 ESPN NBA 2K5 N/A XBOX 9 09-04 $19 
TOP 10 GI 

Rank Tille L. Mo. Syslem 

Metal Gear Solid 3: Snake Eater N/A PS2 

8 Paper Mario: The 
N/A GC 6.75 10-04 $47 

Thousand-Year Door 
Metrold Prime 2: Echoes N/A GC 

Grand Theft Auto: San Andreas 1 PS2 
,_ 

Halo 2 1 Xbox 

9 Madden NFL 2005 4 PS2 8.75 08-04 $44 Hall-LIie 2 2 PC 

Prince of Persia: Warrior Within N/A Mulli 

10 X-Men Legends N/A PS2 9 09-04 $47 
Medal of Honor: Pacific Assault N/A PC 

Call of Duty: Finni Hour N/A Multi 
, ___ - Ratchet & Clank: Up Your Arsenal 3 PS2 

11 Pokemon Fire Red 1 GBA 8 09-04 $33 
I Tony Hawk's Underground 2 4 Multi 

---~ 

12 NBA Live 2005 N/A XBOX 8.25 09-04 $39 

13 Pokemon Leaf Green 3 GBA 8 09-04 $32 

-

14 Star Wars: Battlefront 6 PS2 8 09-04 $48 TOP 10 PC 
Rank Tille L. Mo. Price 

15 Fable 2 XBOX 9.5 09-04 $48 
Star Wan Galaxies: .,.,. to Ugbtlpeed N/A $27 

The Sims 2 $48 

The Sims 2 Special Edition 2 $50 

16 Star Wars: Battlefront 5 XBOX 8 09-04 $49 Rome: Total War 3 $46 

Call 01 Duty: United Offensive 5 $27 
-

17 Tony Hawk's 
N/A XBOX 9.75 10-04 $48 

Underground 2 

RollerCoaster Tycoon 3 N/A $38 

Star Wars: Battlefront 4 $49 

Star Wan: bights ol the Old Republic N/A $16 

18 X-Men Legends N/A XBOX 9 09-04 $48 
The Sims Deluxe 8 $20 

9 $46 
-

19 Tiger Woods PGA 2005 10 PS2 8.5 09-04 $48 
~ ,_,. ,,~- , --
:J ,i ~ I . : 
I • ' 

,- - i . - ' -
• -✓ 

20 ESPN NFL 2K5 9 PS2 9.5 07-04 $20 . \ 

' I ~ 
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PLAYSTATION 2 
Pa Combo! 5; The ~ WM 
Alias 
"""1Homnd 
All-Star Basebal 2005 
Armo<ed we: Necus 
Asten>< & Obeio< XXL 
AsUo Boy 
Alhens 2004 
Bad Boys: Miarr, Takedown 
Bard's Tale, The 

81ood\'11Tell 
81oodR,yne 2 
Bujngai: The Forsaken Oy 
Burncx, 3: Takedown 
Cabela's 0eet' Hoot 2005 
u,p(J)l1l •PB EYOiutlon 
Catwoman 
Q,oroQ 
Combat Elite: WMI ParatroopeB 
Cooftie1:\letnam 
Corvette 
Crash 'n' Bum 
Crash T>WISOrily 
Crvnson Sea 2 
Cnmson T9rs 
Daoce Daoce RewluUoo E.ltreme 
Def Jam: F'8f,1 fo, NY 
Oe"1uclion Derby Atenas 
Dogs Ufe 
Oriv3r 
Dukes of Hazzard: 

Rewm of the General Lee 
Dynasty Warriors 4: Empires 
Echo N~: Beyond 
ESPN COllqe Hoops 2K5 
ESPN Maje, Leasue llasebaM 
ESPN NBA 2K5 
ESPN NFL 2K5 
ESPN NHL 2K5 
EyeToy: AnbGrav 
EyeToy:voo,o 
AFA5occef2005 
,,at,(Niaf)t200-4 
,onalFontasyXI 

·~~ll>a 
~ Realms: Demon Slone 
front MISSIOO 4 

9 Dec-04 
75 Aj)f-04 
8 Dec-04 
7 Aj)f-04 

7.25 Sep-04 
6 Sep-04 

55 Sep-04 
6 Aug-04 
5 Dec-04 

8.25 Dec-04 

5 -8 -7.25 Jul-04 
9.25 Qa-04 

4 Qa-04 
6 Dec-04 

4.75 Sep-04 
6.25 Qa-04 
3.5 Aug-04 
7 Qa-04 
5 Jur>-04 
7 Dec-04 
6 -7 Aj)f-04 
5 Aug-04 

8.25 Qa-04 
8.75 Qa-04 
6.75 May-04 

7 Sep-04 
6 Aug-04 

6 Qa-04 
7 Sep-04 
6 Aug-04 
9 Ooc-04 

7.5 Aj)f-04 
9 -9,5 Sep-04 
8 Sep-04 
7 Dec-04 
6 Jun-04 

7.75 -9 Aj)f-04 
7.75 May-04 

7.75 Dec-04 
8.75 Qa-04 
7.25 Jun-04 

Funkmaster Flex O.golal Hott FOCIO!y 6. 75 Qa-04 
FulU<eTactia: TheUpos,,g 5.25 Jun-04 
Callcllcl'hslling 

Jul-04 ffflunog Ulbmole Mu,de 4.25 
C.llopRacer2004 8.25 Qa-04 
Get On 0. Mk 5 Dec-04 
Ghoslhunoer 
Ghost in lhe Shel: 

6.5 Sep-04 

Soand Alone Complex 7.25 Dec-04 
Godzil~: Save lhe E•nh 6 Dec-04 
Cradius V 8.25 Qa-04 
Grand Theft Aulo: San AndrHs 10 Ooc-04 
Gu,lty Gear lsuka 6.75 Dec-04 
Gunerave: Overdose 4.25 -Guy Game. The 3 Qa-04 
Harry Poller and 
lhe Pnsoner of Azkoban 6.5 Jul-04 

Headhun1er: Redemption 6.75 Qa-04 
Hrtman: c.onuaos 7.25 Jur>-04 
Hoe Shoes Coif r...1 9 Sep-04 
!Jail 9.25 -Ju,ced 5.75 Qa-04 
ICatllOM!Revolubonll>iome2 8.25 Aug-04 
iCatllOM!ReYolulionll>iome3 8.25 -IOOmanllamacy 8 Qa-04 
IGllzone 75 Dec-04 
l(.ingAnhu, 7.25 -l(.ing of Flghoers: Maxrmum lmpacl 6.5 -Koon 6 -la Pucde: Taaics 8 Jun-04 
Leisure SUit Larry. 
Map u,m Laude 75 -~~~;,,. 8.5 Dec-04 

Madden NFL 2005 8.75 Sep-04 
Mcfarlane', Ev\! Prophe<y 4 Aug-04 
Mega Man X Command Mis.SK)l"I 6 Qa-04 
Mega Man Anorversa,y Collect,on 9 liA-04 
Midway~ TrNSUf~ 2 9 O<l-04 
MLB 2005 8.5 Aj)f-04 
MLB Slusfest Loaded 6.25 JIA-04 
Monster Hunter 5 Na...-04 
Morla! Kombat Oecepoon 9-.5 Qa-04 
MTV Music Generator 3 8 Aug-04 
MTX: Mototrax 7.5 Apr-04 
MVP llaseball 2004 w .APr~ 
NASCAR 2005: Chase for lhe Cl.II 8.75 Sep-04 
Naval Ops: Commande! 6 Apr-04 
NBA llaller> 8 May-04 
NBA I.Ne 2005 8.25 -NCAAFoo<bal2005 9.25 Jul-04 

NCAA March Madness 2005 8.25 Dec-04 
Need for Speed: Underground 2 8 Dec-04 
NeoCDntra 7.75 -NHL 2005 85 Sep-04 

N==The 4 -Onimu,ha 3. Demon 5,egc 9 Jun-04 
Oullaw Golf 2 75 Qa-04 -- 8 Sep-04 
Pitfal Hany 6 Aj)f-04 
Power Ranser>: D,no Thl#lder 6 Dec-04 
Pst-Ops: The Monds,le Consp,acy 9 l<Jl-04 
"""'PopFever 7.25 Aug-04 
Rachel and Clank: Up Your Atsen,,I 10 -Rarbow5o<3 7 Apr-04 
Rapa~ Pio fishons 8.25 Qa-04 
RedDeadRe,,ol,e, 8 Jur>-04 
Red Star, The 7.5 Qa-04 
Residenl E,il: Oulbreak 7.5 May-04 
Ribbrtl(.ing 7 Jun-04 
Robocech: Invasion 6.5 Qa-04 
Rocky:Lesends 6.5 Ooc-04 
SamUtai ~ The Shadow of Aku 6 May-04 
Samurai Warriors 7.5 May-04 
Soooby Dool: Mystery Mayhem 4 May-04 
Second~ 8.5 Sep-04 
Ses•~ 8 Dec-04 
Serious Sam: lhe Next Enc.ounter 7.75 May-04 
Sevei Sarmxai 20XlC 5 May-04 
ShadowHearts:Co,ena,,t 8 Qa-04 
Sharl<Tale 6.5 Dec-04 
Shelshock Nam '67 6 Qa-04 
51w, Mesarr, lenseo: Noaume 75 -Showdown: Lq,ends of llkesziing 6 Aug-04 
Slvek 2 7 l<Jl-04 
Slier< Hil 4: The Room 8.5 Sep-04 
Swen 6.25 May-04 
Sly2: 8andofThoeYes 8.75 Qa-04 
Smash Coon Pio Toumomenl 2 5 JIA-04 
Sonic Mes• Cofledion Plus 7.5 Dec-04 
Sptder-Man 2 8 Aug-04 

Spl,nt,r c.i: -· Tomonow 8.75 Aug-04 
Spongebob Squa,epanlS: The MoY,e 6 Ooc-04 
Spy Fw:t>on 75 Oc1-04 
Sp'f'o: A Hero's Tai 6.5 -Soar OCean: T~ lhe End of Trme 8.25 Aug-04 
Star Wars: Battlefront 8 Oct-04 
Street ,18f,1er Annn,ersa<Y Collection 8 Sep-04 
Street Racing Syndkale 6.75 Oc1-04 
Strike Force BO'Ming 5 Jul-04 
Suffenns Toe 8.25 Aj)f-04 
Syphon Filter: The CJmes• Strain 8.5 May-04 
Taiko Orum Master 7.75 Dec-04 
Tak 2: The Slaff of Dreams 7.25 -TerrninMof 3: Redempbon 8 Qa-04 
Technic 8eat 7.5 -TeeNBOMUIM'<Ninfa 

T<M1ies2: 8aUleNecus 6 -Test o.iw,: EYe of OestruCllon 7.75 Qa-04 
Trse,Woods PGA Tour 2005 8.5 Qa-04 
Trne °"'5: Cnsls Zone 6.75 -lOCARaceDrMI: 

Ult,mate""">sSimulotcr 7.5 -1ony Ha,,t's 1.1,dqrouod 2 9,75 -TrlOSformers 7 Jun-04 
Tnwl Pur>urt l.Ww,ged 5 Aug-04 

,::~Rescue 6.75 -UEM Euro 2004 PO<lug~ 7.25 Jul-04 
UFC Sudden Impact 6.5 l<Jl-04 
UnderlheSl:ln 5 Qa-04 
Urbz: Sims in lho City, The 7.75 Ooc-04 
Van Helsing 7 Jul-04 

~
: Purple Haze 5 Ooc-04 

v..w. Joe 9.5 Sep-04 
1/,ewtifu!Joe 2 9 Dec-04 ' 
WIiy of lho Samu,ai 2 3.25 Jul-04 
World Tour Soa:tr 2005 6.5 May-04 
WWE -I Vs. RAW 8.5 Dec-04 
X-Foles: Resis1 0.Se!ve 6.5 May-04 
X-Meni.,aends 9 Nov-04 
Yu l'u Halwsho: Dari< Tournamen1 3.25 Dec-04 

l,AMJ I.IJIU 
AJ;e,,Homnd 8 Ooc-04 
Amazing Island 7.25 Sep-04 
Bad Boys: Mwro Takedown 5 Dec-04 

e.~~~Ocean 8.75 Dec-04 
Catwoman 4.75 Sep-04 
C-..Robo 5.75 Apr-04 
Def Jam: ,,_.. for NY 8.75 Qa-04 
Donbyl(qo 7 -AFA 5occef 2005 7.75 -

Fulure Taclics: The Up<isins 5.25 Jun-04 

,:~- 6.5 Jul-04 
HaNest Moon: A Wonderful l.rfe 8 Apr-04 
l(.ing Allhll' 7.25 -

~
of Zelda: 
--....The 8 Jun-04 

LO<d of lhe fires: 
The llwd Af,e. The 8.5 Dec-04 

Madden NFL 2005 8.75 Sep-04 
Mega Man An,wer>l)ry Cofledion 9 -"'-04 

~
Man X ConYnand "'5slon 6 Qa-04 

Ar<adeT,....._.2 9 Qa-04 
MVP Basebal 2004 9.25 Aj)f-04 
NASCAR 2005: 0,,,. fo, lhe Cup 8.75 Sep-04 
NBA I.Ne 2005 8.25 -NCAA.Food>al2005 9.25 -"'-04 
Need for Speed: Underground 2 8 Dec-04 
NFLStre« 7.75 MM-04 
NHL 2005 8.S Sep-04 

pw:~Y~Door 6.75 -Phantasy Star Online Episode Ill 8 Apr-04 
Pitfall Harry 6 Apr-04 
~ Colosseum 7 Mar-04 
Pool Paradise 6 May-04 
Power Ranse,s: Dino Thunde< 6 Dec-04 
Rainbow Six 3 5.75 Sep-04 
Ribbotk'"I! 7 Jun-04 
S.murao Jack: The Shadow of Alw 6 May-04 
Soooby Dool: Mystery Mayhem 4 May-04 
Second 5'8f,I 85 Sep-04 
Senoos Sam: The Next Encounler 7.75 May-04 
Sharl<Tale 6.5 Dec-04 
Shrek 2 7 l<Jl-04 
Sptder-Man 2 8 Aug-04 
Spl,nt,r C,I: Pandora Tomonow 8.75 Aug-04 
Sponset,ob~:TheMoY,e 6 Dec-04 
Sp'f'o: A Hero's Tail 
Stre<tRacrosSVndoe 
Tak 2: The Slaff of Droams 
Tales of ~ 
Teenase MUIM'< ~ 

T<M1ies 2: llanle Necus 
T.,,,...,..,. 3: Redempoon 
T'B"' Woods PGA ToLw 2005 
'Tony H...;.'s Unde<J!OU1d 2 

,::~Rescue 
Urbz: 5"ns in lhe City, The 
V'oewolul Joe 2 
WaooWare, Inc.: Mega Party Games 
WWE Day of Reckonons 
X-Mon Lqencb 

XIIIJX 
Alias 
All-Siar llasebal 2005 
Almy Men: S.rs<'s Wo, 
Au1o Modelhsla 
Bad Boys: Miami Takedown 
8Md'sTale, The 

8loodRayne 2 
Breakdc:liM'I 
8umoul 3, Tokedown 
a.be~'s Deer Hun! 2005 
c:.twornan 
ChronidN of Riddid 

EJC,pe 110<0 Bu1d1c< e.v. The 
Coin McRae Rally 2005 
Colin McRae Rally ◄ 
Combat Eke: 'HwYH ParatrooperS 
""""'1:l.lelnam 
Ctash'n' Bum 
Crash 1winsanily 

6.5 -6.75 Qa-04 
7.25 -8.75 Jul-04 

6 -8 Qa-04 
8.5 Qa-04 

9.75 -6.75 -7.75 Dec-04 
9 ()ec-<)4 
7 Aj)f-04 

8.25 Qa-04 
9 Nov-04 

7.5 Apr-04 
7 Apr-04 
5 Qa-04 

75 Apr-04 
5 Dec-04 

8.25 Dec-04 

8 -7.5 Aj)f-04 
9.25 Oc1-04 

4 Qa-04 
4.75 Sep-04 

9,5 Jul-04 
8.25 Qa-04 
8.5 Aj)f-04 
3.5 Aug-04 
7 Qa-04 
7 Dec-04 
6 -Dance Dance ~ Ultramot 2 7.75 Dec-04 

Dead Man's Hand 7.75 Aj)f-04 
Dead Of Pli;e Ulm>al< 9 Dec-04 
Def Jam: •IIIN for NY 8.75 Qa-04 
Dnvlr 
Dukes of Hamid: 

6 Autt-04 
RelUm of lhe General Lee 6 Qa-04 

ESl'NCcflqeHQol>s2K5 9 Oec-04 
ESPNMap~Basebal 75 Aj)f-04 
ESPN NBA 2K5 9 -ESl'NNFL21<.5 9.5 Sep-04 
ESPN NHL 2K5 8 Sep-04 
Fable 9,5 Qa-04 
Fatal rrame II: Otnson 
&metfly OHaoo's Cut 9.25 Ooc-04 

FlFA 5occef 2005 7.75 -F',at,1Niaf>12004 9 Aj)f-04 
FuU5-NmWl)r00f 8.25 Jul-04 
Future Tactics: The Upns,ng 5.25 Jun-04 
Galleon 4.25 Qa-04 
Godzil~: Save lhe Eanh 6 Ooc-04 
Guilty Gear X2 fReload 8.25 Sep-04 

~~,The 3 Qa-04 
10 llec-04 ,: =~- 6.5 Jul-04 

Hitrnan: Conlracts 7.25 Jun-04 
lndyCa, Series 2005 
JamesBond007: 

6.5 Aug-04 

EYery1hing Of Nochons 8.5 Mar-04 
Judse Dredd: Dredd YS. Death 6.75 May-04 

- 5.75 Qa-04 

.... '°'"'- 7.75 Dec-04 
Ki"l!Anhu, 7.25 -Kingdom Under , .. , 

Tlie Crusoder> 7.75 -leisure Sul Lany: 
Map um Laude 75 -Madden NFL 2005 8.75 Sep-04 

Mafia 8 Jur>-04 
Malia! 55 Aug-04 
Manhunt 9 Jun-04 
Men of Valcw 7.75 -Mela! Slus 3 8 JIA-04 
M,dw11y At<ade T,easues 2 9 Oct-04 
MLB Sk,sfest Loaded 6.25 JIA-04 
MonoiKombot:Decepoorl 95 Qa-04 
MTV MUSIC Generator 3 8 Aug-04 
MTX:Molotru 7.5 Aj)f-04 
WNP8as<bal12004 9.2S Aj)f-04 
MX Unleashed 8 Mar-04 
NASCAR 2005: 0,,,. for lhe Cup 8.75 Sep-04 
NBABalle<s 8 May-04 
NBA Live 2005 8.25 -NCM Food>ol 2005 9.25 Jul-04 
NCM Maid, Madness 2005 8.25 Dec-04 
Need '°' Speed: Undergrour,d 2 8 Dec-04 
NFLStre<t 7.75 Mar-04 
NHL 2005 8.5 Sep-04 
..,.,.Gaider, 95 Aj)f-04 
°"'812:-Wamors 7 Qa-04 
Oullaw Golf 2 7.5 Qa-04 
OulRu1 2 6.5 Dec-04 
l'iknwl2 8,75 Aug-04 
PldalHar!y 6 Aj)f-04 

Plo~Chalense 4.25 Sep-04 
~ Mondi,te ""-acv 9 Jul-04 
PIRPlrbal 5.75 Qa-04 
Raonbow5cx3: Blad<- 8 Sep-04 
Ralo5por1 Challqe 2 7.25 Jun-04 
RedDeadReY<Mr 8 Jun-04 
Red Star, The 75 Qa-04 
Rody: Legends 6.5 Dec-04 
Robolech: lnYISIOn 6.5 Qa-04 
Slmurai Wamors 7.75 Sep-04 
5cx>oby Dool: Mystery Mayhem 4 May-04 
Second 5'8f,I 8.5 Sep-04 
Shadow Ops: Red Mercury 5.75 Aug-04 
Sharl< Tale 6.5 Dec-04 
ShellShock Nam '67 6 Qa-04 
Showdown: Leser,ds of llkesd"B 6 Aug-04 
Sh<ek 2 7 JIA-04 
5'lerU Hil 4: The Room 8.5 Sep-04 
5"ns 2, The 8.75 -5onoc Mes, Cdle<lion Plus 75 Dec-04 
Spodef-Man 2 8 Aug-04 
Splrnoer c:.I. Pando<1 Tomooow 95 May-04 
Sponset,ob Squareponos: The MoY,e 6 Ooc-04 
Sp'f'o: A Hero's 1llil 6.5 -Star Trek: Shattered IJ<wef5e 5.5 Aj)f-04 
Star W,,,. Banlefronl 8 Qa-04 
Slee!-· L.r,e of""""' 75 May-04 
Street Racros 5'/n(ble 6.75 Qa-04 
Srie Force llcM4rc 5 Jul-04 
Sudelo 7.75 Sep-04 
Sullerrc,The 8.25 Apr-04 
S\'C O-, SNK YS. u,p(J)l1l 6.5 -Syb<n,11 6..25 -111k 2: The Slaff of o,...,,. 7.25 -_,...M...,.N"'fl 
1unlis 2: llanle Necus 6 -Tenchu: RelUm f10m Dar1<nm 725 Apr-04 

T.,,,...,..,. 3: Redempoon 8 Qa-04 
Test OnYe: Eve of Destruc1ion 775 Qa-04 
Thoe!: Deadly Shadows 725 JIA-04 
T,ger Woods PGA Tw 2005 8 5 Qa-04 
10CA Race Ol1Yer 2 7.5 May-04 
Tony Hawl/s Undejpound 2 9.75 -TrMOI Puoort Unhinsed 5 Aus-04 

,:::Resale 6.75 -UEFA Eu,o 2004 Fonupl 7.25 Jul-04 
Ull!a Bust-A-Move 7 Dec-04 
Unteal 11: The,_~ 8 Apr-04 
Urbz: s.ms " lho Oy, 7.75 Dec-04 
VanHels,-c 7 Jul-04 
1/ie<oong: Pu,ple Haze 5 Dec-04 
~ofWa, 6.5 -Wonns 30 8 Mar-04 
XMenl.qfflds 9 -Yage, 7 Qa-04 
YU-Gt-Ohl The 0-. of Desu,y 6 Jun-04 

AtmoesofE,ogo 8 Oec-04 
Aura: F ... of lhe Aces 725 Sep-04 

Baltlefield -
8 May-04 

Besieg« 6 Aug-04 
Bteed 5.75 Jun-04 
Cal of Ouoy: United Offenwe 8.75 -Cioyof- 9 Jul-04 

a,,;, Sawye,'s l.oCXlmoCion 
Codfflame: Panz,rs 
eoura,,--Srie: O:lndibon Zero 
Della faa, - Blad< 

7 -7.75 Dec-04 
7.75 Aj)f-04 

H...;. Down: Team Sabe 8 
DesenRalSvs.AlribKo,ps 6 
Doom3 9 
Ev\!Ger-..ls 8.5 
Far(rt 9.25 
~ 6.5 
Gnx.nd Ccnn,I N: ~ - 8.5 
Hil.U.2 9,5 
.,.. ~ : Typhoon """'8 8.5 
Kohan II: Kings of Wo, 8 
une,ge 11: The Choooc Ovcnode 7.25 
_.,Sinc,,-""'Wf 6.5 
..,,..,,_, 8 
Nemes&s of lhe Roman Emp,,e 7.75 
Northland 8 
Painkiler 8.5 
Penmeter 7.75 
l'l:lltt.ol Madw>e, The 7 
Rise of Nouons; Thrones and PdboolS 9 
Rolereoaster T~ 3 8.75 
Rome: Total War 7.75 
Saaed 7.75 
Saopl,nd 6 
Singles:Firt~-1.Jfe 7 
Soldiers: Heroes of Y«:wtd Wat II 5 
~ : The Oder of 0-, 7.75 
Sjbe,,all 6.75 
Thoe!: Deadly Shadows 7.25 
Tom Ciano/• Rainbow So< 3: 

-- 7.25 Tri>es.~ 85 
Uon,alTounamn2004 9.5 
Uru: The Pooh of lhe Shel 8..25 
WioNmrTler 40.000: 0-. of W.. 9.25 
Warbds 8alllecry 111 7.75 
WiJIS .-d Warnors: Joan of NC 7.5 
Wonns30 8 

f,flr,11 1\11 t AllV/1111 I 

Mar-04 
Jun-04 
Qa-04 
Nov-04 
Mar-04 
May-04 
Auf-04 
Ooc-04 
Aug-04 
Qa-04 
iul-04 

Sep-04 -Jun-04 
Mar-04 
Jun-04 
-"'-04 -iul-04 

Dec-04 -Jun-04 
Dec-04 
Aug-04 
Aug-04 
Mar-04 
Apr-04 
iul-04 

May-04 
Dec-04 
Moy-04 
Sep-04 -Aug-04 
Aj)f-04 
Mar-04 

AdvanceGualdianHeroes 
AsUo Boy: Omega foelot 
Bacman: The Rise of Son Tzu 
Bol:lao 2: Sow boy 0,...., 
Catwoman 

7 Ooc-04 
8.5 Aug-04 
7 Mar-04 

6.25 Dec-04 
65 Sep-04 

Crash 8androool Pu,ple: ·, 

Donley~ e 
~ BIi z. Bw's Fury •5 
~ Bal z. 5uper,cnc w'"""' 55 
Du,1-~Lqffi!s 75 
F-Zero: GP leg<nd 6.5 
Har!y-,nd 

lhePnsonerofAzlc,ban 
Ice None 

~~~~ 
Kaby and the Atnamg M'""' 
Madden NFL 2005 
Mano Golf: Advance Tour 
ManoPirballand 
Mano YS. Donley~ 

Mega Man - °"" Challqe MepManl!anleNetwclt.•. 
Rid Sun/Blue Moon 

Mep Man Zero 3 
Mela!SlusAdvonoe 
M,pyl!eanzl'l:>dral'lwles 
-~; 

Oper-.Sumlo 
PmlThel.oslE,ped,bon 

- Fir< Red/leol Gl«n Power Rarrse,s: D,no-
!Mr City Ra\som EX 
R-Type ffl; The llwd ~ 
Solxewulf 

8 
3.75 

7.75 
7.75 

7 
8 

7.5 
7.5 
6 

7 
6.75 

7 
6 

6.25 
6 
8 

35 
8 

6.25 
65 

Slwqf<lftl!: 
Resumlalonollhe[)..t~ 75 

5onocAdvance3 6.75 
SOnocBM!le 6 
SCuldof-, A 4.5 
Sptder-Man 2 7 
Sp4imor C,I: Pandora Torronnw 8 

~~~ 
5.;;.':.~~ Force 
SWer Mano Bros. 
Thunderbwds 
Tron 2.0: Kile- App 
Tye:',;,~Trse,2: 

Ultimate uwd Games 
Urbz: s.ms in lhe City, The 
Wade Hix!on's Cr>n,r P\n!, 
ll>G-Oht Reshef of OestruCllon 
ll>G-Ohl World 

5.75 

6 
9 

5.75 
6.5 

6 
7 

75 
75 
◄5 

Jun-04 
Qa-04 
Sep-04 
Auf-04 
Nov-04 

iul-04 
Aj)f-04 

Mar-04 
Qa-04 
Sep-04 
Jun-04 
Qa-04 
Jun-04 
Mar-04 

Jun-04 
Qa-04 
Ooc-04 
Sep-04 

Mar-04 
Aj)f-04 
Qa-04 
Oec-04 
Jun-04 

May-04 
Aug-04 

Jun-04 
l<Jl-04 

Aj)f-04 
Aj)f-04 
Aug-04 
May-04 

Jun-04 

Qa-04 
Juo-04 
Qa-04 
Nov-04 

Ooc-04 
Sep-04 
Nov-04 
May-04 
Sep-04 

Chan_,.t,p 2004 6.5 May-04 
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·=======· ACCESS ••••••••••• • ••• • •• • •• ••••••••• ••••••• 
• :: • •:::•. ::. Codes, Strategies, Hints, Droids, And Tips 

AttNtlNADCllutenl 
Cheat codes, by their lll'fY nature. are in many 
cases buggier than Virginia in August. Sa, unless 
you don't mind re-doing those 70 hours you put 
into the latest game. do yourself a favor and back 
up your save before using any codes. 

On a lighter note. you can send your codes to 
seuetaccess@gameinfarmer.com for a chance ta 
be footured here and win a lll'fY special prize! 

MULTI-SYSTEM 
The Bard's Tale 
> PLAYSTATION 1. XBOX 
Hold L and R (Xbox) or L 1 and Rl (PS2) down and 
enter these codes during gameplay. They have to be 
entered pretty quickly, though. 

10,000 Sllvtr And 100 Addentona - Up (x2), 
Down (x2), Leh, Right Leh, Right 
Can't Be Hurt - Right Leh, Right Left, Up, Down, 
Up, Down 
Can't Be Struck - Leh, Right Leh. Right Up, 
Down, Up, Down 
lhlmase xlOO • Up, Down, Up, Down, Left, Right 
Leh. Right 
Refll Hulth And Mini - Left (x2), Right (x2), 
Up, Down, Up, Down 
Unlock All levels - Right (x2), left (x2), Up, 
Down, Up, Down 

'Cl Droid' 
(location unknov.n - last seen 
filming racy NFL rommerdals) 

The lncredlbles 
> PLAYSTATION 1. XBOX. GAMECUBE 
Enter these codes at the Secrets screen, located in 
the pause menu. 

llisHudModt 
Blur Effect & Extra Damage 
llurnins Footsteps 
Destroy Nearby Object 
Eye Lasers! 
Refill Health 
Refill lnmdimeter 
Super-Fast Mode 

NBAL1u2005 

EINSTEINIUM 
KRONOS 

ATHLETESFOOT 
SMARTBOMB 
GAZERBEAM 

UUDDLRLRBAS 
SHOWTIME 
SASSMODE 

> PLAYSTATION 1. XBOX. GAMECUBE 
From the main menu, go to My NBA Live. then 
EA SPORTS Lounge, then NBA Codes. Enter these 
there. Keep in mind that these are case-sensitive. 
For the Dynasty Points code, you have to go to 
Dynasty Mode fil5t, then My NBA to EA SPORTS 
Lounge to NBA Codes. 

50,000 Dynasty Points 
All Hardwood Clasics Jerseys 
Al Shoes 
All Team Gear 
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YISSSSQ0E 
PRYl234N0B 

FHM389HU80 
1NVDR89ER2 

Nike Air Huarache 2K4 
Nike Air Unlimited 
Nike Air Z- Generation low 
Nike Air Zoom LeBron II 
Nike BG Rollout 
Nike Shox Elite 

AIJERNATEJERSEYS 
Celtics 2004-05 
Hawks 2004-05 
Hornets 2004-05 
Mavericks 2004-05 
Supmonics 2004-05 
Warriors 2004-05 

VNBA60230T 
XVUD9895V 
234SDJF9W4 
1KENZ023XZ 
0984ADF90P 
2388HDFCBJ 

XCV43MGMDS 
HDl834NN9N 
JRE7H4D90F 

AAPSEUD09U 
BHD87YY27Q 
NAVNY29548 

Teenage Mutant Ninja Turtles 2: 
Battle Naxus 
> PLAYSTATION :i. xaox. CAMECUBE 
From the main menu, go to Options and then 
Password. Enter these there. 

Abyss 
All-You-Can-Throw Shuriken 
Endurance 
Fatal Blow 
Hulth 
Lost Shuriken 
MlshtYTurtlt 
Nighbnart 
Nous OUtftt (Donatello) 
Nexus Outfit (Leonardo) 
Nexus OUtftt (Mkhelangelo) 
Nexus Outfit (Raphael) 
Pizza Paradise 
Playmates Bonus Material 
Poison 
Self-Recovery 
Squeaking 
Super Defense Power 
Super Offense Power 
Super Tough 
Toddling 

Tony Hawk's Underground 2 
> PLAYSTATION :i. xaox. GAMECUBE 

SDSDRLD 
RSRLRSM 

MRMDRMO 
LRSRDRD 

DSRDMRM 
RLMRDSL 
LSDRRDR 
SLSDRDL 

DSLRDRM 
LMRMDRD 
MLMRDRM 
RMSRMDR 
MRLMRMR 
SRMLDDR 

DRSLLSR 
DRMSRLR 

MLDSRDM 
LDRMRLM 

SDLSRLL 
RDSRMRL 
SSSMRDD 

From the main menu, select Game Options, then 
Cheat Codes. Enter this there. 

Perfect Rail & Lip Balance - straightedge 

PLAYSTATION 2 

ATV Qffroad Fury 3 
From the main menu, select Options, then Player 
Profile, then Enter (heal Put this in there. 

Unlock Everything (Except Fury Bike) -
!SLACKER! 



Nao contra 
Enter this at the title screen. 

19 lives - Up {x2), Down (x2), ll, RI, l1, R2, 
L3, R3 

Ratchet & Clank: Up Your Arsenal 
Enter these at the indicated screen. For the 
Vidcomic codes, you have to press D when 
you're at the Vidcomic level select to bring up the 
password screen. Press Start after entering the code 
to enable the cheat 

Sly 2: Band of Thieves Demo - At the main 
menu, press LI, L2, RI, and R2 at the same time 
Two-Bladed Energy Sword - While paused, 
press 0 , 0 ,0 , □, Up, Down, Left (x2) 
Vldcomk llombennan - YING_TZU 
Vidcomic Pirate Vs. Ninja - _MEGHAN_ 

The Urbz: Sims in the City 
Enter all of these during gameplay. First, enable the 
cheat gnome. Then enter the codes to unlock cheat 
gnome actions. 

Acquire Skill Objects - LI, R2, Righ~ 0 , L3 
Enable Cheat Gnome -0, ll, l1, R2, RI 
Fill All Motives- R2, ll, RI, l1, Left,O 
Give All Powersocial Items - A R2, LI, X , 0 
Max Artistic Skill- L3, R3, RI, R2,O 
Max Physical Skill - ll, RI, Down, X , L3 
Unlock All Socials - l1, R2, Up, A L3, X 

XBOX 

Outlaw Golf 2 
Enter the appearance-modifying codes while holding 
the L button during gameplay. For the Unlock 
Everything code, create a save file with that name. 

Big Heads - B, A. B, Y, Back 
Huge ... Tracts Of Land - B, Up (x2}, B, Y 
Unlock Everything - I Have No Time 

Outrun 2 
From the main menu, go to OutRun Challenge, 
then press X to enter the gallery. From there, select 
Enter Code. 

Unlock All Bonus Tn<ks 
Unlock All cars 

TIMELESS 
DREAMING 

Unlock All Mission Stages 
Unlock All Music 
Unlock Original OutRun 
Unlock Reversed Tracks 

The Urbz: Sims in the City 

THEJOURNEY 
RADIOSEGA 

NINETEEN86 
DESREVER 

Enter all of these during gameplay. First, enable the 
cheat gnome. Then enter the codes to unlock cheat 
gnome actions. 

Acquire Skill Objects - L, Black, Righ~ X. left 
Enable Cheat Gnome - Left, Y, Down, A. X 
Give All Powersocial Items - Down, Black, 
Righ~ X. Left 
Max Artistic Skill - Y, Down, Black, A. B 
Max Physiol Skill - L, R, A. Down, Black 
Unlock All Socials - Black, Up, Y, Down, R 

GAMECUBE 

Star Wars Rogue Squadron Ill: 
RebelStrlka 
In the Passcodes screen, enter these codes. For the 
cheats with two codes, enter the first and choose 
·Enter Passcode. and then immediately enter the 
second and choose •Enter Passcode• again. If you 
did ~ correctly, the code will ~ up on the screen 
and you'll have to ~ and return to enter another 
one, 

Black & White Mode - NOCOLOR? (Note: You'll 
have to reset the game to go back to color) 
Infinite lives - IIOUAOYE, WlMPIAM! 
Level Select (Co-op) - SWGRCQPL, UCHEATED 
Level Select (Single-player) - HYWSC!WS, 
NONGAMER 
level Select With Bonus Missions (Single
piayer) - EEQQ?YPL, CHE!ATER 
Unlock Asteroid Field level (Co-op) -
RWALPIGC, NOWAYOUT 
Unlock Beggar's canyon level (Co-op) -
FRLL!CSF, FARMBOY? 
Unlock Death Star Escape level (Co-op) -
YFCEDFRH, DSAGAIN? 
Unlock Endurance level (Co-op) - WPX?FGC!, 
EXCERSIZ 
Unlock Jedi Starfighter - BBGMYWSX. 
JEDIWHO? 
Unlock MIiiennium falcon - QZCRPTG!, 
HANSRIDE 
Unlock Naboo Starlighter - RTWCVBSH, 
BFNAGAIN 
Unlodl Slave I - TGBCWLPN, ZZBOUNTY 
Unlock TIE Advance - VDX?WK!H, ANOKSHIP 
Unlock TIE Bomber - JASDJWFA. !DABOMB! 
Unlock TIE Fighter - MCKEMAKD, ONESHOT! 
Unlock TIE Hunter - FRRVBMJK, LOOKOUT! 

Extras Menu Cheats 
To access these cheats, after entering the 
passcodes, go to the "Extras• menu and from there 
to the "Special Features• screen. 

Ace Mode - YNMSFY?P, YOUDAMAN 
Art Gallery - !KOOLART 

Credits - LOOKMOM! 
Documentary - THEDUDES 
Music Hall - HARKHARK 
Original Star Wars Arcade Game - RTJPFC!G, 
TIMEWARP 
Original The Empire Strikes Back Arcade 
Game - !Hlf?HXS, KOOLSTUF 

The Urbz: Sims in the City 
Enter all of these during gameplay. First, enable the 
cheat gnome. Then enter the codes to unlock cheat 
gnome actions. 

Acquire Skill Objects - Down, z, Up, Y, R 
Enable Cheat Gnome - Down, L, Z, R, X. Left 
Give All Powersocial Items - B, Left, X. R, L, A 
Max Artistic Skill - R, Y, Up, Z, Down 
Max Mental Skill - Down, X. Left, R. Down 
Max Physical Skill - R. Z, Down, Y (x2} 
Unlock All Socials - L, R. Down, A. Y 

GAME BOY ADVANCE 

Enter these codes at the password entry screen to 
start the indicated level. 

level 1-1-1 
level 1- 1-2 
level 1-2-1 
level 1-3-1 
level 1-3-2 
level 2-1-1 
level 2-1-2 
level 2-1-3 
level 2-2-1 
level 2-3-1 
level 2-3-2 
level 2-3-3 
level 2-4-1 
level 2-4-2 
level 2-4-3 
level 2-5-2 
level 2-5-3 
level 3-1-1 
level 3-2-1 
level 3-2-2 
level 3-2-3 
level 3-2-4 
level 3-3-1 
level 3-4- 1 
level 3-5-1 
level 3-5-2 
level 3-5-3 
level 3-6-1 
level 3-6-2 
level 3-6-3 
level 3-7-1 
level 3-7-2 
level 4-1-1 
level 4-2-1 
level 4-3-1 
level 4-4-1 
level 4-5-1 
level 4-6-1 

MSWS 
BKSV 

69NN 
GFVY 
V34K 
94HR 
ZWLG 

SP?? 
KDY3 
Y27F 
612N 

BHBV 
MQRS 
3YTK 
?GDS 
G?SR 
SNJS 

MNW9 
BFSZ 

GSNS 
'rVKK 
KGTY 
SDRG 
ms 
9?5M 
F03 
Nl1? 

VXBG 
YWKJ 
GJQZ 
KHP2 
313K 

?UT 
MLl7 
YXFC 

GHVl 
VW4C 

YX!F 

secret access 

GAME INFORMER 153 



secret access 



Over 220 Brands! 

the web's most popular shoe store! ® 

See www zappos com/cs zhtml 
for details on all poltc1es 



With Cameron Diaz reportedly getting $1 O million for the 
week of work she put in an Shrek 2, voicework seems ta 
be an easy and lucrative woy for stars to get in an the 
digital action. From by-the-numbers line delivery to overly 
bizarre concept games, stars seem most adventurous 
when they won't be making a visual appearance. 
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* Star Power: Leonard 
Nimoy 
* Released: 2000 
* Publisher: Sega 
* Platforms: Dreamcast 

Clincher: Undeniably weird, 
Nimoy seems to take particu
lar pleasure in mocking play
ers who check on their pets 
frequently - Mr. Spock can 
belittle a gamer in no time. 

Discworld 
* Star Power: Eric Idle 
* Released: 1995 
* Publisher: Psygnosis 
* Platforms: PSone, PC 

Blazing Dragons 
* Star Power: Cheech 
Marin, Terry Jones, and 
Harry Shearer 
* Released: 1996 * Publisher: Crystal 
Dynamics * Platforms: PSone, 
Saturn 

Clincher: Based on the 
famed Terry Pratchett novel, 
this game has a very specif
ic brand of humor (namely 
British). Monty Python alum 
Eric Idle supplies his voice 
to this adventure game. 

)) " Clincher: Terry Jones of 
Monty Python's Aying Circus 
fame created the characters 
in this comedy adventure title 
with a few minigames thrown 
in for good measure. 

Broken Helix 
* Star Power: Bruce 
campbell 
* Released: 1997 * Publisher: Konami 
* Platforms: PSone 

Clincher: The world's most 
famous B-actor takes up the 
genre-stretching role of an 
explosives expert in Area 51 . 
Deep, man. Really deep. 

* Star Power: Phil Hartman 
* Released: 1998 * Publisher: Sony Computer 
Entertainment America 
* Platforms: PSone 

Clincher: The leg
endary comedian 
took only six hours 
to record every
thing that Blasto 
said in this action 
game, and every 
word of it was 
funny. We miss 
Phil Hartman. 



There are some stars that take the leap into digital form full-on - opting to provide voice and body ( often as a playable 
character) to a video game. For all the trouble of being scanned and recorded, these intrepid thespians have often been 
rewarded with substandard action or fighting games, but playing as a superstar at least has a definite amusement factor 
for gamers. 

Apocalypse 
* Star Power: Bruce Willis * Released: 1998 * Publisher: Activision * Platforms: PSone 

Revolution X 
* Star Power: Aerosmith 
* Released: 1994 * Publisher: Midway * Platforms: Arcade 

Clincher: Neversoft, the 
game's developer, originally 
planned for Bruce Willis' 
character to be a sidekick.. 
Realizing that people would 
rather be Bruce Willis than 
have him as a buddy, the 
game was released with 
the actor as the playable 
character who spouts some
what-witty one-liners and 
blows a lot of stuff up. 

Clincher: After shooting New Order Nation bad guys 
with your auto-load multi-CD launcher in Los Angeles, a 
chemical factory in the Amazon, a brainwashing opera
tion in the Middle East, 
and a warehouse in the 
Pacific Rim, you'll defeat 
Headmistress Helga dur
ing an Aerosmith concert 
at Wembley Stadium. 
Rock power! 

Journey Escape 
* Star Power: Journey * Released: 1982 
* Publisher: Data Age * Platforms: Atari 2600 

Clincher: Besides the heart-with-arms to represent group
ies and disembodied heads symbolizing promoters, this 
title features admirably translated versions of Journey's 
biggest hits. Rock out to "Don't Stop Believin'" as if your life 
depended on it 

Shaq Fu 
* Star Power: Shaquille 
O'Neal 
* Released: 1994 * Publisher: Electronic Arts * Platforms: SNES, Genesis 

Mike Tyson's 
Punch Out!! 
* Star Power: Mike Tyson * Released: 1987 
* Publisher: Nintendo 
* Platforms: NES 

Clincher: This truly bad 
fighting game lets you play 
as Shaq or beat him sense
less with a handful of other 
fighters. There is a story 
mode, but it makes Mortal 
Kombat look like deep, 
insightful fiction. 

Clincher: Defeating Tyson was a rite of passage for many 
gamers in the late '80s, but after his unsavory encounters 
with law enforcemen~ Nintendo pulled Tyson from a re
release of the title. Simply called Punch-Out!!, the heavy
weight pugilist was replaced with the fictional Mr. Dream in 
the final title bout 

■ 
- . - .... 
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► Entertainme nt Bus iness 

Film 

► Game D esign & D e v e lo p rn 

R ecording Arts 

Shovv Productio n & T o unn 

800.226. 7625 
fullsail.com 

3300 University Boulevar 
Winter Park. FL 32792 
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:• classic gi feature 

* £i/dime- llduwnwtt llwaul * 
On behalf of video game players everywhere, we would like to present the award for 
most appearances in the video game medium to the very special Michael Jackson. 
Being held captive by aliens who feared his elaborate dance steps in Space Channel 
5 and offering himself as a playable boxer in Ready 2 Rumble Boxjng: Round 2 ore 
only two of the singer's more memorable roles. Moonwolker, the action adventure 
opus, hod the most famous Jockson saving dozens of kidnapped tykes and ploying 

with his pet monkey, Bubbles. 

Collecting a group of similar celebrities into one gome con moke for either a long-remembered enteltoinment experience or a 
snapshot of one very small moment in pop rulture histofy. l/lthife mony titles hove one big celeb, these each offer a bounty. 

NBA Jam 
* Star Power: Bill dinton, 
Al Gore, and George Clinton 
* Released: 1994 * Publisher: Arena 
Entertainment 
* Platforms: SNES, 
Genesis 

Clincher: Sports games 
(especially when based on 
actual leagues) are by their 
very nature loaded with 
recognizable folk - but we 
don't remember the former 
president's stint with the 
NBA. Luckily, the home 
versions of Jam let us live 
the magic that could have 
been. 

Hell: A Cyberpunk Thriller 

: Rapjam: Vol. 1 
: * Star Power: Queen 
: Latifah, Warren G, Public 
: Enemy, Naughty by Nature, 
: LL Cool J, House of Pain, Yo
: Yo, Onyx, and Coolie 
: * Relea.sed: 1995 
: * Publi.sher: Motown 
: Games 
: * Platform.s: SNES 

Clincher: It seems a little 
presumptuous to throw a 
Vol. 1 moniker at a brand
new franchise, and Rapjam 
ultimately proved why such 
an addition was a bad plan. 
Although the superstar 
lineup is everything that a 
gamer could hope for, the 
game itself just plain sucks. 

* Star Power: Dennis Hopper, 
Grace Jones, and Stephanie Seymour 

Clincher: Without any explanation, Stephanie Seymore 

* Released: 1994 * Publisher: Take 2 Interactive 
* Platform: 3D0 

is the only character whose likeness is digitized into the 
game. The rest of the principal actors have CG models that 
the players move through this demonic adventure game. 

GREATEST GAME OF ALL TIME 
By Tr1sla11 J Clark 

..... SUPER MARIO WORLD 2: 
YOSHI'S ISLAND 
> FORMAT SNES 
> PUBLISHER NINTENDO 

Towards the waning year.; of a console's life, some of the most 
impressive titles are released, as the programmer.; have adapt· 
ed to making the most out of their electronic limitations. II was 
during this time for the SNES that Nintendo released a superb 
sidescroller known as Super Mario World 2: Yoshi's Island. 

The gameplay mechanics of Yoshi's Island never grow old, 
as new abilities or environmental interactions are steadily intro
duced practically every few minutes. 

One place may find Yoshi having to transform into one of 
many vehide types in order to progress, while another will 
switch the main character from Yoshi to baby Mario. My favorite 
section 1ndudes haV1ng the player avoid fuzzy hallucinogenic 
spores that, having touched Yoshi, cause the poor fool to swing 
out of control in a euphoric daze. Watching a Crayola-colored 
dinosaur suffer from an addictive contact high is one of the 
greatest digital experiences I have ever witnessed and was quite 
enjoyable, until Yoshi uncontrollably stumbled into a very lethal 
bottomless prt. 

The graphics sport bril
liant mock-ups of pamt
stroked environments, 
while the sprite charac
ter.; are left crisp and 
clear. 0verworld stages 
are filled with bright now
er.; and trees, while caves 
reflect hghl from their 
polished stone walls. Most importantly, each of these locales 
complements each other by haVlng a consistent graphical style. 

The processing technique that allowed the SNES to smoothly 
scale spnles, dubbed Mode 7, is seen in full effect in Yoshi's 
Island. Walls collapse toward the view of the player. Bosses 
quickly expand and shrink in size. And I won't give away the 
final boss battle, but suffice it to say that it rocks, using Mode 
7 to create an entirely new gameplay mechanic, just for this 
d1mact1c final scene. 

From light and blissful tunes to dark. secretive tones, Yoshi's 
Island engulfs the player in music and sound effects that have 
grown from the roots of the Nintendo sound library. Cheerful 
and bright levels have appropriate melodies, all feeding off of a 
tromping, bopping synthetic beat. Boss lairs swiftly change the 
mood, playing an eerie lune lo passively remind the player to 
tread lightly for traps. 

SNES copies of this game are a little harder lo find today, but 
ff you are an owner of the GSA, then find your.;ell a version of 
Yoshi's Island: Super Mario Advance 3. Either way, grab this title 
and experience one of the best 16-bit era games. 

THIS MONTH IN GAMING HISTORY 

On January 6, 2001 al the CES opening keynote speech in Las 
Vegas, Microsoft head honcho Bill Gales officially unveiled the 
company's Xbox game system. Games in the spodighl induded 
Malice and Oddworld: Munch's Odyssey among a collection of 
very impressive tech demos. Heralded 
as the most powerful home game 
console on the market, the software 
giant promised big things and, 
especially in the last two years, has 

delivered. 
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VIDEO GAME TRIVIA 
The New Year is upon us, which means it's time for everyone to start ignoring their New 
Year's resolutions. But forget lame ideas like losing weight. quitting smoking. or ending 
your nasty habit of fleeing crime scenes - we've got some New Year's resolutions you can 
live with! The higher you score, the better gaming-related resolution you get for the year. 

1 What is the name of the ter
rorist organization that you 
must destroy in the original 
Shinobi? 

A. The Hand 
B. The Ring of Five 
c. Al-Qaeda 
D. Menudo 

2 What was the first Star Wars 
game released for the N64? 

A. Star Wars: Shadows of the 
Empire 

B. Star Wars: Rogue Squadron 
c. Star Wars: Episode I Racer 
D. Star Wars: Out of Ideas 

3 After beating Punch-Out star 
Mike Tyson for the Heavyweight 
Champ, which pugilist went on 
to star in the first boxing title 
for the Sega Genesis? 

A. George Foreman 
B. Riddick Bowe 
c. James "Buster" Douglas 
D. Julio Caesar Chavez 

4 Rash, Pimple, and Zitz are the 
individual names of what video 
game super team? 

A. Three Dirty Dwarves 
B. The Lost Vikings 
c. Guardian Heroes 
D. Battletoads 

5 How many players are sup
ported for multiplayer in Saturn 
Bomberman (for the Sega 
Saturn, duh)? 

A. 10 
8.4 
C. 16 
D. 2 

6 Which of 
the following 
games did not 
feature voice 
work by the 
world's best 
ador, Bruce 
Campbell? 

A. Tachyon: The Fringe 
B. Broken Helix 
c. Pitfall 3D: Beyond The Jungle 
D. Mace Griffin Bounty Hunter 

7 Reissuing the adventures of 
everyone's favorite plumber has 
been going on for a while now. 
How many games appeared on 
the Super Mario All Stars collec
tion for Super Nintendo? 

A. 3 
B. 4 
C. 5 
D. 6 

8 X-Men Legends is the hottest 
mutant title out right now, but 
Xavier's students have starred 

in several other quality games. 
Which X-Man was not playable 
in X-Men: Mutant Apocalypse 
for the Super Nintendo? 

A. Wolverine 
B. Gambit 

9 Which of the following Xbox 
titles was available the same 
day as the console? 

A. Blood Wake 
B. Star Wars: Obi-Wan 
c. Tony Hawk's Pro Skater 2X 
D. SSXTricky 

10 What was the final entry in 
serialized PS2 RPG series .hack? 

A. .hack/ /QUARANTINE 
B . . hack//lNFECTION 
C. .hack! /OUTBREAK 
D . . hack/ ! MUTATION 
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BREAKDOWN 
60.!I% of those polled at the Tokyo Game Show fee( that the DS is aPPfopri
ately priced Everyone else thinks it shookl come with a per-,aeen tax credit. 

92°/4 of the staff refuses to ride to lunch with Adam. The dilapidated milk 
truck he drives reeks of expired dai,y produas and no one likes to sit on the 
old sofa in back. 

76.5o/, of those polled at TGS say they never play PlayStation 2 games online. 
Asked the same question about the GameCube, 91.9% said no. 

47"/4 of the staff has never worked in a circus freak show. One staff member 
was previously known as "Snappy the Turtle Man'. Try to guess which onel 

40% of male gallle!S aged 13-34 said in a recent study that they were rno<e 
ikely to buy a product advertised 1n a video game. The same study also 
revealed that many gallle!S found product placement increased a game's 
realism, and 30% said that ads ,n game are rno<e memorable than those 
on rv. 

* Trivia Score & Rank * 

0-1 
Finlly finish DrlM 
ofthe99Dnpls 

4-5 
Ga ... the way'" in 

Singles: Flirt Up Your Life 

8-9 
Take the""""' 

diampionwp in Halo l 

2-3 
Move into your own place 

in Animal Crossinc 

6-7 
Beat Ninja Gaiden 
Hurricane Pldi tl 

10 
fGlgel the job - play 

games 24/7/165! 
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