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40 WAR GAMES 
Video games have always had a hand in war simulation. Nowadays, though, it's much 

more than that - and much more confusing. Check out our handy roundup of the most 

52 REDZONE OFFENSES 
Every year we come at you with a gigantic spread devoted to the pig

skin. This year is no different, as we offer the most comprehensive 

breakdown of what to look for in each of the sport's titles. 
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1 2 EDITOR'S FORUM 
Chet bids adieu to the game industry, as a 
shocked world tries in vain to pick up the 
pieces. We do our best. 

14 GI SPY 
The Game Informer paparaui stalk the 
video game industry, bringing you candid 
photos of all the action. 

16 DIAR GI 
It's surely hard to believe, but we have 
an entire mailbag of intelligent, insightful, 
and even well-written letters. While some 
will surely complain, there are no random 
cheese queries or dissertations on ninjas 
to be found. 

20 NIWS 
What's this you hear? Ashamed that you 
didn't have any poignant insight to share? 
Get the full gist on what's shaking in the 
industry, who's selling what, and a few tid
bits of gossip to daule yer peeps with. 

58 PRIVIIWS 
Gratefully, a constant influx of new games 
keeps us busy making sure that you get 
all the best information right on time. We 
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just want to keep you informed - like the 
nightly news without the pastel suits and 

helmet hair. 

84 RIVIIWS 
You've heard about divining rods, right? 
Hold the stick and it will point you to 
water, you know, if you were trapped 
in the old west or something. 
Anyway, we' re like a divining stick to 
guide one through their journey 
within a local gaming retailer. 
Maybe not the most rock-solid 
analogy, but you're smart and get 
the point, right? 

107 CHARTS 
What's hot? What's not? 
What's up? What's down? 
It's not NASDAQ, it 's the 
Retail Sales Data and the GI 
editors' Top 10 Games. 

1 1 0 SICRIT ACCCISS 
It's only cheating if you feel badly 
about it. Otherwise, it's deemed a 
• programmed enhancement to your 
digital counterpart.· 

I 14 CLASSIC GI 
An exclusive interview with Sonic game 
designer and Naughty Dog co-conspirator, 
Hirokazu Yashuhara. In addition, we have 

our usual feast of Classic Reviews to wet 
your nostalgic whistle. 

We've got more books and figures 
than any edition of ETC in recent 

memory. Got some extra shelf 
space to fill? Make it styling 
with high-quality figures or intel-
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THE HANDHELD 
GAMING GOLD 
RUSH 
ANDY McNAMAU 
andy@gamelnfonner.com 

EDITOR~~HIEF 

Portable gaming Is happening all around the 
world on Game Boys, cell phones, and personal 
data assistants (PDAs) as we speak. This Isn't 
Just an underground movement, either. I'm talk
Ing about mllllons of people playlng and paying 
for the ablllty to take their games on the go. 
And It's not over yet .... 

This year alone will see the Introduction 
of Nokia's N-Oage and TapWave's Hellx, and 
2004 will bring the Introduction of Sony's own 
PlayStatlon Portable (PSP). That won't be the 
end of It, either. Sprint Is still actively pursuing 
Its own vision of portable gaming with phones 
that connect to controller bases and whatever 
other kinds of gadgets It can invent to explore 
the new frontier that's out there. 

The big question Is: What does this all 
mean to the hardcore gamer? I know that I 
have had a hard time answering this question. 
People already know and love their Game Boy 
Advances; and In some cases, still love their 
Atari Lynx, Wonder Color Swan, NeoGeo Pocket 
Color, TurboGrafx Express or even Game Gear. 
So why would we want to look to this new 
batch of handheld entertainment? 

On one hand, you can play games on your 
phone or PDA. Cool. I can dig that. On the 
other, these games are often pretty lame. 
Nine out of 10 cell phone and PDA games are 
nowhere near as entertaining as the ones we 
can find on a dedicated unit (and I won't even 
mention what they are llke compared to a high
end PC laptop). So for me, I really can't find an 
attraction yet. Fortunately, these new entrants 
Into the handheld market still have time to 
develop tltles that bring gamers llke us Into the 
fold. We Just have to sit back and wait untll 
they give us the compelling content we demand 
at a price we can afford. 
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IIINI■ relne amelnformer.com 

In Japan, capcom just issued an eight-disc box set of Resident Evil for GameCube. lhis 
monstrous package includes all of the RE games, two memory cards, and both YOlumes 
of Wesker's Report. It's an amazing compilation and something gamers would froth at the 
mouth for. Imagine how great anthologies along these lines would be for Anal Fantasy, Zelda, 
or Mano - especially if you throw DVD extras like Interviews, original Japanese versions, and 
commentary tracks into the mix. I think that I can safely say that we're all sick and tired of 
buying incomplete collections and GBA ports! 

MAIi I rnatt!Jameinformer.com 
Ah, the summet' ~ g.wne doldrums. It's as lnevttable as sunburn Md mosquito bites. I know 
1hat all the poollshers are holdlfC their big gt.wlS for a holiday release, but I always get frustrated 
l1f the lack of big-name g.wnes beir1 released <UV'( these months. I'm not ~ there's 
nolhir1 to buy- In fact, I'm h~ recommendilC you check out Downhill Domination - but It 
stre would be nice to haYe a t'K,Ce bloclcbuster like Halo 2 or Gran Twtsmo 4 to help me hide 
from the 1.,. of the sun durirC the dog days al summe1. Joystick Jockey 4 Life! 

K■IITIAN krtstla ameinformer.com 

I know that BioWare has moved on, but I stand firm In my assertion that the Infinity Engine 
is quite possibly the best RPG engine ever conceived. The ease of use, the artistic license It 
granted the developers, the rock-solid coding- It should never have been abandoned. Maybe 
I'm becoming a stodgy old RPG gamer clinging to games of the past, but I don't give a crap. 
Didn't the lcewind Dale and Baldur's Gate series sell enough to show there's a continued 
interest? Give us more! On a personal note, I'd like to bid a fond farewell to my frtend Chet 
Barber. He worked his butt off for us here at the magazine, and I wish him health and 
happiness in his new endeavors. 

IUl'IIII I justinOgameinformer.com 
I'm a cheap bastad. I rarely buy g.wnes for fuR price. Conversely, if a $20 title is any good, l'H 
definitely pick It up, I don't get _,, more companies don't release their pnes cheaper from 
the get.go. I know the stores Md the hlWdware manufacturer haYe to get their slice of the profit 
pie, but I think a lot more people would gamble on g.wnes - especially more niche or obscure 
ones- If It wasn't such a large financial risk. The lower price v.oold Inevitably breed more 
crappy g.wnes, but just check out the 11r11e titles we r8lliewed this issue: I ~ most of 
them come out for $50. Best wishes to Chet - he's good people, Md he tl9ads the path he 
believes is rvit-

lCAIO I kato@gameinformer.com 

After doing the football feature, I really believe that each game out there's got Its own thing that's 
going to hook gamers (which unfortunately isn't always true). So, don't just go out and buy the 
franchise you always do. Be open-minded (and not a marketing slave who thinks that "Madden" 
is a byword for video game football) and at least check out what the competition has to offer - I 
don't think you'll be disappointed. Anally, the thing I'm going to miss most about Chet is heartng 
him complain over the phone to anOll)1llOUS and powerless customer service people about the 
i(lustice of their companies' miscellaneous fees. Keep up the good fight, buddy. 

CHIT I chetOgameinformer.com 
This wlll be the last month you see my ffil.l in the mag. I an leavirC the g.wne irWslry for 
other ende8',0r5 -the most importMt of which Is graduate school, where I plan to study lwd 
to help make OIJ' world the most beautiful place It can be. I WM! to say thanks to~ on 
staff, especially Reiner for getting me a position at Gt In the first place. I also want to thank 
our poolisher, Cathy Preston, for her amazing support, which I promise won't be In vain. Anally, 
I would like to thank my~ most of aH. 'ttJIJr continued love and direction wiU help me 
achieve my potential. Peace M 

LISA I lisa@gameinformer.com 

It feels like there are more movie or TV licensed video games right now. If you really want 
to know, I'm not necessarily opposed to the trend. Both industrtes (film and gaming) seem 
to finally be understanding a crucial point: Like adapting books to the screen, a movie's 
video game counterpart shouldn't be an exact replica of Its namesake. Please, add to the 
experience (like the plot in Enter the Matrix) or just take the most action-packed parts (as in 
The l.oof of the Rings: The TIIO Towers)-but don't recreate the movie. And to Mr. Chet: 
Visit,dammitl 
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EXHILARATE YOUR SENSES in this all-new, all-out fast action frenzy created exclusively for 

the Nintendo GameCubeN. A Computer Arms Management System has gone haywire on a 

distant planet. The hopes of an entire civilization rest with Vanessa Schneider, a mercenary 

robot killer with a personal grudge to settle. With moves that amaze and an attitude to 

match, only she can demolish the mechanical menace. 

YOU'VE NEVER SEEN ACTION LIKE THIS. 

l master s1Ylisll mom 1ml powerflll 11t1eks I for enhanced choreoer1phtd 111111pl1y 
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A READERSHIP DIVIDED > > > 
As a fan of GI, I must ask you a question about your review 
of Star Wars Galaxies: An Empire Divided in your Issue 
122. The game is not complete, and I was wondering how 
you could rate the game? Its Initial release may have been 
scheduled for May, but the real release Is not until an 
unannounced time in June. How could you rate a game that 
was still In beta and sti ll has time to improve even more? 

Granted, a 9.5 out of 10 Is not bad at all, but this game 
may have received a perfect 10 or maybe a lower 8 out of 
10 depending on the finished product. This frustrates me, 
as I don't like to see a game Judged before completion. 

Matthew 
Via hotmail.com 

I just received my June issue of Game Informer in the mail 
today (May 20th), and I was very surprised to see a review 
of Star Wars Galaxies in there. I have to say that I think it 
is a bad business practice to do a review on a game (even 
if you gave it a high score) when it is not even finished yet. 
Presently, SWG is in beta 3 and Is mostly complete, but 
there are still things being tested and tweaked. While I do 
pretty much agree with your review of the game and I can 
understand the desire to get a jump on your competitors, I 
think It would have been better to wait until it had actually 
been released. 

Paul Blessing 
Via email 

• To accurately review a MMORPG like Star Wars 
Galaxies, one would need to revisit the tltle each month 
to account for upgrades, bug fixes, patches, add~ 
tlonal features, and a growing onllne community. With 
LucasArts giving us the go-ahead and a launch date 
less than a month from the time we played It, Game 
Informer's assertion Is that Galaxles was In revlewable 
form. LucasArts speclfically gave us the bulld we played 
for review purposes, so any problems with our review 
should be addressed with them. 

JUMP TO CONCLUSIONS > > > 
I was playing the PS2 version of Enter the Matrix and 
heard something interesting. As the game moved further 
into the post office, I overheard two guards talking. They 
said something to the effect of, "Did you get the new 
cover sheets for the TPS reports?" I also heard them talk
ing about the printer not working. Did anyone else notice 
this or am I just nuts? I tried to find out if the Wachowski 
brothers had anything to do with Office Space. But, as far 
as I can tell, Office Space is a Mike Judge film. 

Chad 
Via verizon.net 

• Ahh, young, observant one; you have noticed a great 
truth In Enter the Matrix. Although the postal employees 
don't allude to Mr. Judge's film when you Infiltrate their 
place of employment as Ghost, Niobe hears them discuss 
a memo received earlier requesting a cover sheet on 
their "TCS" reports and general disdain for the broken 
printer. 

We talked to Dave Perry (president of developer Shiny 
Entertainment), and he said, "The design team loves the 
movie [ Office Space]. Well spotted." Presumably, TPS 
reports (from the film) was changed to TCS reports (In 
the game) to avoid pesky legal Issues. 

• While IOffl8 readers certainly think that the men In pretty, white jackets lhould be called to take the Enter the 
Matrix reviewers away to their padded cells, other Matrix fans have let tMmlelVN have flHI with a tltle that II a 
departure from the 11111111 movle-lk:ellled video pme tare. 

Klaus - to alljpl himself with the "make thele ~ &o away, we're lk:k of their welntneu" brlpde. 
From the letters we received, the controversy revolves thusly: ti.. who uy that pmes should be flHI to play, 
not Just fun to watch; and ti.. who uy that the pmes should be fun, not Just technlcal marvels. 

Whlle pmers are ferocloutly divided on the merits of Enter the Matrix, It can't be denied that the movie Indus
try'• Involvement made the ,ame somethln, different - and In an era of rehalhes and mediocre aequell, any title 
with Innovation should ,at IOffl8 attention. 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 
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READ(ER) ERROR > > > 
I have been a Game Informer subscriber for the last two 
years, and have yet to read any information on the PS2's 
infamous • Disc Read Error.' I have been told that these 
errors occur because of voltage screws and/ or a dust 
problem. What's the deal? My PS2 is useless right now 
because you have failed to guide me in how to cheaply cor
rect this problem. Until then, my Xbox Is keeping me afloat. 
Please help me fix my PS2 or show me where to go. 

Garret 
Via email 

• We certainly get our Jollies by helping those poor, 
unfortunate souls with busted equipment. For complete 
Instructions on how to eet your PlayStatlon fixed, check 
out us.playstatlon.com/ support/ howtoobtalnservlce or, 
more directly, call 1-800-345-7669 for repair prfcln& and 
shipping Information. If your PS2 Is less than 90 days old, 
the machine Is stlll under warranty and you wlll only be 
responsible for shipping costs. 

When we talked to the very courteous and Informative 
representative John, he suggested the following troubl&
shootln& techniques, "Try different games to see If they 
all give the same results. Make sure the disks are free 
of scratches and/ or fingerprints. Clean the disks with a 
cloth wipe - these are available at most electronic and 
music stores. Try the system without a GameShark or 
slmllar device plugged In. Try the games In a different 
PS2 to determine If It's the games or the system that Is 
having problems. Run the PS2 self test and try again.• 

If these steps don't resolve the Issue, you'll probably 
have to send the system to Sony for repairs. Give them a 
call for a shipping address, packaging Instructions, and a 
service Identification number. We were quoted 15 to 20 
working days for the repairs to be completed and Sony 
foots the blll for return shipping via UPS Ground. 

GTA: ATLANTIS > > > 
What's the deal with the next GTA title? I heard a while ago 
that there was a rumor that the next GTA title was going 
to take place in medieval times. Please tell me that this is 
not truel What would you do ... steal horses and donkeys or 
something? 

Drew Kirkwood 
Via email 

I have heard from a few people online that there are 
rumors of a new Grand Theft Auto coming out by the end 
of the year that is based In Las Vegas. Is this true? 

Peter 
Via aol.com 

I've heard rumors about the next Grand Theft Auto game 
will be at San Andreas. Is this true? 

Cyberdragon 
Via email 

• Oy vey. Well , you want to know what we heard? 
Someone told us that their cousin's friend works at 
Rockstar, and they wanted everyone to know this little 
tidbit on the next GTA game: Bobby Mcferrin, who wlll be 
performing covers of hits by the Tran&-Slberian Orchestra, 
Is supplying the seven-disc special edition soundtrack. 

Stop! That was a Joke, people. We don't know much 
more than you do (which Is apparently very little), but 
we'll certainly let everyone In on the scoop when It 
arrives. The only persistent rumor we've heard Is that 
the game will mine the pop culture treasure trove that Is 
the 1970s. However, we don't expect GTA 4 this year, as 
Rockstar North's game for this hollday season will be a 
new franchise called Manhunt. 

18 GAME INFORMER 

Krlltlna Marroquin 
Monkey camping? Who says this 
isn't the greatest country In the 
world? 

• Note to self: 
in Saudi Arabia 

Maurice Jollnlon 
Superman's thighs look like butts 

AUGUST WINNIII 
Lull G. Cabrera 
"There's a choice we're making/We're saving our own lives/ It's true we make a 
brighter day/ Just you and meeee! • 

Nlcholas Hinojosa 
Later, we paid this guy $200 to airbrush 
this on the side of our custom van. Sweet! 

At Van Halen· s request, we 
removed the brown M&M 
from this envelope art 

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

Sendto: 
Game Informer • Envelope Art Contest • 724 1st St. N., 4th Aoor • Mpls, MN 55401 





ODDWORLD UNVEILED 
Oddworld Inhabitants' Oddworld: Munch'• OddyHe was a marquee 
game for the Xbox's launch in 2001, but it failed to connect with consum
ers. However, the developer is coming back with an all-new title in the series 
that totally breaks away from the ugly duckling of Munch. Tentatively titled 
Oddworld 4, the developer is getting ready to unveil a new character, Steef, 
and a whole new direction. 

While we personally think it's the tobacco industry's sly attempt to intro
duce Joe Camel to a new generation of gamers, 0ddworld Inhabitants' own 
Lome Lanning describes Steef as a combination of a horse, lion, gorilla, 
and Clint Eastwood! Whatever the inspiration, Lanning is ditching Abe and 
Munch in favor of a more action-oriented experience that fluidly combines 
gameplay and story elements. Not only does the mysterious Steef conceal 
a deadly crossbow - which can be used in first-person sequences - but he 
also alters his shape as the game progresses. We'll see him grow horns and 
maybe even gallop like a horse. Oddworld 4 is over a year away, but Lanning 
and crew are hard at work blending the amazing graphics we've come to 
expect from the developer with this new approach. 



JOHN WOO 
HARDBOILED 
WITH SEGA 
Legendary filmmaker Jom Woo is teaming with Sep for 
a multi-year video game contract that will include at least 
three titles to be headed by Woo's Tiger Ill Games studio. 
This partnership will draw on both new and pre-existing ideas 
of Woo's, which leaves open the door for video game adapt& 
tions of such films as HatdBolled and 1"e Klier- both 
starring Chow Yun-f=at. 

Woo's oft-imitated Hong Kong-style brand of action should 
make the leap perfectly into the gaming wor1d, where he has 
already left his influential mark on such titles as Capc:om'a 
Dfil May Cry and Nanc:o'• Dead to,,,,,,,._ nger Hill 
Games has already started on a trio of titles, although none 
of them have platforms or release dates assigned. 

Stranglehold 
This game features 
dual heroes, where 
the fates of a police
man and a gang 
leader become 
strangely entwined 
after the cop's son 
is killed. 

Sinner 
Play as an assassin 
who has been mur
dered and sent to 
Hell. Your character 
has to escape its 18 
levels for a chance 
to return to Earth 
and exact revenge. 

Burglar 
After your father - a 
thief - is ironically 
killed in his house 
by a burglar, you 
must take up his 
trade and avenge his 
death. 

THE MATRIX 
MOVES ONLINE 
Ubl Soft'• The Matrix Online was behind closed doors at E3, but 
now we can share with you one of the first sketches of the game. Why 
just a doodle, you ask? Well, we could go into a long-winded, patronizing 
explanation - but if you've seen The Matrix Reloaded, you've probably 
already had enough of that. 

The game is being developed by Monolith Productions (not Shiny, the 
creators of Enter the Matrix), and will feature a sprawling cityscape, a fluid 
mission structure, and even the chance to run around as an agent! Of course, 
your character's martial arts moves will become more fantastic as you become 
accustomed to The Matrix. As of now, The Matrix Online is only on the PC, and is 
shooting for a release in the second half of next year. Until then, let's dance! 



GI NEWS 
Game Informer's research and devel
opment operatives search the globe, 
seeking out the untapped licenses 
that will become tomorrow's killer 
games. If you have any great ideas for 
games of the future, be sure to drop 
us a line. Maybe we'll use our godlike 
power over the video game industry 
to turn you into a millionaire - or just 
steal your idea. 

DONKEY KONG: 
BARREL MADNESS! 

Do you remem
ber all of 
those times 
where you 
were playing 
Donkey Kong 
in the arcade 
and you said 

..----._ .... to yourself, 
"Man, control
ling Mario is 
cool and all, 
but wouldn't it 
be awesome if 
I could play as 
a barrel?" Well 
guess what, 
buttercup?! We 
have a break-

through idea that allows just this! Donkey Kong: 
Barrel Madness is a four-player game that taps 
into Nintendo's wildly popular connectivity. It's the 
same as the original 1981 arcade classic, but now 
it has an extra layer of fun! One player assumes 
the identity of Mario using a Wavebird control-
ler (it won't work with the standard controller), 
and the three other players control barrels with 
Game Boy Advances hooked up to the GameCube. 
Functionality-wise, you can't control the bouncing 
that the barrels make, but you can choose which 
ladders they go down. If your barrel hits Mario, you 
win! From here, you'll have to switch controllers 
so you take over the fat plumber. It's stinking bril
liant! Eat your heart out, Shigeru Miyamoto! We 
just took your game and made it, like, a thousand 
times better! 

In December 
1990, John 
Carmack and 
John Romaro 
(soon to form 
id Software) 
released their 1 

first product 
together. This 
PC game was very notable for several reasons. It not 
only signaled the birth of an innovative new company, 
but the game itself was the first to bring side-scroll
ing, Super Mario-style action to the PC. This title was 
offered as shareware via Apogee Software, and was 
the first in several iterations for the series. 

(Answer on page 26) 
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STUDY SE%: 
FIRST-PERSON SHOOTERS 
ARE GOOD FOR YOU 

Our lab-coated scientists are better than your lab-coated scientists! 
Finally, a study that says video games (even violent ones) aren't pure evil. 
In research published in a recent issue of the scientific journal Nature, Dr. 
Daphne Bavelier, an associate professor of cognitive neuroscience at the 
University of Rochester, and others found that people who play first-person 
shooters showed dramatically improved visual attention skills. 

Despite using a small sample of participants, the study found that play
ing for as little as 10 hours bestowed a marked increase in visual skil ls, 
even amongst novice players of the genre. The benefits include abilities 
such as identifying objects in one's peripheral vision, switching attention 
quickly, and tracking many items at once. Dr. Bavelier and her colleagues 
did not find that games in other genres, such as action or real-t ime strat
egy, produced the same results. The study did not find a direct correlation 
between improved visual skills and overall intelligence, although they do 
comprise an important component in many IQ tests . 

In one test, male and female non-gamers were trained for 10 consecutive 
days on Medal of Honor: Allled Anautt, while others played Tetrls. Only 
those playing MoH showed better visual skills. While these improvements 
waned within a couple of months for the newbies, those who were constant 
gamers showed permanent results. 

S FOR 
PTCY 

Despite having dodged numerous bullets in recent years, 
publisher / developer 3DO is filing for Chapter 11 bank
ruptcy. In past times of need, Trip Hawkins, chairman 
and CEO of 3DO, had reached into his own pockets and 
helped save the company, but not this time. "While we 
hope that this news will generate additional new oppor
tunities," said Hawkins, "at this point we are focused 
on pursuing either the sale of the entire company or 
its assets." Up for grabs are well-known franchises like 
Army Men, High Heat Baseball, and Heroes of Might 

and Magic, as well as The Four Horseman of the Apocalypse - a promis
ing title still in development (see issue #121 for more). 

Trip Hawkins, the founder of Electronlc Arts, was also responsible for 
bringing the public the 3DO console (a 32-bit, disc-based system) in 1993. 
Given Hawkins' resilience, we've no doubt that he'll pop up again with another 
venture sometime soon. 





GI NEWS 

SCRUMPTIOUS! 
When EA Sports' last Rutt,y title came through the offices, the staff was 
confused. Confused - but happy. Despite not knowing a lick about rugby, 
scoring our first try (equivalent of a touchdown) was quite a thrilling experi
ence. Now EA is giving us another shot at glory with the return of the sport to 
the PlayStatJon 2 (shown) and the PC this fall in Rutt,y 2004. 

Although this t it le will lack online options, it is matching other titles from 
the sports publisher in the feature department by giving fans intuitive con
trols and plenty of career options. Besides participating in the Super 12 and 
Domestic leagues, you can compete in World 
Cup Rugby. Players' accomplishments will 
earn them trade and maintenance points 
that can be used to strengthen their squad. 

We don't know a 
--11111•■ • whole lot about the 

He may 
haves 
swimming 
cap on and 
his shorts 
hiked B 

little high, 
but he can 
run like the 
wind 

sport of Rugby, but 
we can bet that grsl>
blng someone's fuzzy 
warbles Is something 
that's frowned upon 

In a pre-match 
ritual, this 
squad Is about 
to undergo Its 
team physical. 
First up, B 

visit from the 
proctologlst 

. THE GOOD, THE BAD, 
.·: THE UGLY 

GOOD - Sony's ICO is returning in a sequel titled Nico. 
Thankfully, you won't be leading around the ex-Velvet ► 
unc1erirounc1 "singer" to her next score. 

UGLY - After a much-troubled history, Ari-ut Games 
has cancelled development of 111111/ce. The game was 
once the toast of the Xbox, but was then quietly swept 
under the rug and setting to go to the PS2 - where it obvi
ously didn't fare any better. 

SAD - s..- has announced that it has turned off the servers for all Dreamc:ast 
online games except for ,,,..,,_, Star Online and ,,,..,,_, Star Online v.,. 2. 
If you listen closely enough, you can hear ' Taps" playing softly in the background. 

GOOD - Following up last month's story about the state of Washington's law 
restricting certain M-rated video games to those under 17, the Interactive Dl~I 
Softw•• A--iatlon (IDSA) is challenging the law in federal court. Also, the 
United Statn Court of Appeals for the El.,.U. Circuit has shot down a St. Louis 
County law prohibiting the sale of graphically violent games to minors. 

1 GOOD - Tecmo of Japan is selling Dud or Alive 
Xtr- INch VolleylM/1 swimsuits on its online site in 
Japan. We don't know when your girlfriend's birthday Is, 

' but we have a feeling this is the first time you'll remem-
1 ber it. 

' ijl~, LOOSE 
-- TALK 

If loose lips are spraying hot video game gossip, we 're sucking up the secret saliva and 
drooling it all over this section. Got a secret to tell? Email us at loosetalk@gameinform 
er.com and we'll be all ears. 

Eldos' Tomll Rlllder. J1le AIW•I of Datlule .. saga gets weirder. Despite being 
delayed numerous times, the team had to rush to the very end fixing bugs on the 
game. Regardless, the title had to be out the door by June 30. The reason? That 
was the last day the game could be counted towards this fiscal year - money that 
Eidos is banking on. 

Nintendo is determined not to get behind the eight ball in releasing its next console 
after the competition. Work has already begun on the successor to the Gameeube, 
and news of a renewed contract with chipmaker An is one of the first signs. Best of 
all, Nintendo is not only aiming to meet Microsoft and Sony when they release new 
consoles in 2006, but beat them by releasing its next hardware in 2005. 

This just in from Obvious City: Microsoft GamH has already begun work on 
RIIIIISporl Cllllll-.• 2 for the Xbox. The game should appear around the end of 
the year. 

At a recent event in the UK, Sony Computer Entertainment Europe's Chris 
Deering may have hinted at a price for games for the Playltatlon Portable (PIP). 
He stated that titles on the handheld's Unlv.,..I Media Disc format (UMD) 
could be as high as 60 euros ($70), but will more likely be about 20 or 30 euros. 
According to Deering, movies and music on the UMD should be comparable to cur
rent DVDs and CDs. For more on PSP, check out our last issue (#123). 

We applauded Eldol' boutique label Fresh Games for publishing Japanese titles 
here in the States, but after four releases, things have slowed down. Whether Eidos 
is having trouble finding good games to put out or the company needs the cash else
where (as may have been the case with the recently cancelled ,.., Effect: Inferno. 
Also, see above), don't expect much from Fresh Games in the future. 

How cool is "'-fSW.? So awesome that an expansion pack is already being 
worked on for this fall. New weapons, maps, and vehicles are on the top of the list, 
and we hear that you may be given the chance to form platoons. 
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Go To gameinformer.com To Enter 

> Your choice of a PS2, GameCube, or Xbox system! 

> Your choice of a Lazer Wireless Controller by lntec 
You get to choose a controller to go along with your brand new PS2, 
GameCube, or Xbox. 

> Acclaim XGRA 

> UbiSoft 
Splinter Cell and Rayman 3 
on system of your choice 

on system of your choice 

inteclink.com 

> Your choice of a Lazer Wireless Controller by lntec 
You get to choose the controller designed for your PS2, 
GameCube, or Xbox. 

> DragonBall Z DVD. BrolyThe Legendary Super Saiyan 

> UbiSoft Splinter Cell on system of your choice 

> Acclaim XGRA on system of your choice 

> Game Informer Magazine 1 year free subscription 

> Goto gameinformer.com, click on 

the Are You Game? icon and 

complete a brief Online Survey. We 

want to know what type of gamer 

you are. By completing the survey, 

you will automatically be entered 

into the sweepstakes. 

ARE YOU 13 DR OLDER? 
> The Are You Game? Sweepstakes 

and Online Survey is only open to 

people 13 years of age or older. 
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Gran Turismo 4 is perhaps the most hotly anticipated racer in video game history. with over 500 vehicles signed on 
for the future PS2 chart-topper. There is still a slew of as-yet~nsigned cars that fans are screaming for. It's time to 
let your voice be heard! Take this month's quiz, and match your score with the coffesponding car below. Then, write 
Sony Computer Entertainment America and DEMAND they include it. Better yet, chain yourself to the SCEA offices 
until they agree to your demands. Good luck. 

QUESTION 1: What doff Mlcrotoft call Its 
orl&lnal controller - the W, -1 

A. Duke 
B. Controller-8 
C. Sidewinder B 
D. Outlaw 

QUESTION 2: What la the - of the flnt Belmont 
In the Cntlevaila history to take on Dracula? 

A. Leon 
B. Simon 
C. Richter 
D. Sven 

QUESTION 3: At the end of the system's lh, a 
company released a,_. fof the NES bllMd on 
the movie Affaclr of tlle Klllw TomatOH. What la 

the - of this publlaher? 

A. Interplay 
B. Sony lmagesoft 
c. Jaleco 
D. THQ 

QUESTION 4: What la the IIIIWIINlffl speed 
that Peach, Yoshi, and Toad can .-ive In Marlo Kart 
64? 

A. 40 kph 
B. 70 kph 
C.100 kph 
D.150 kph 

QUESTION I: Thia la - of 
the -e obscure J.., 
,_.. tuturtnc ,...,..1na. 
AlthouCh It la clearty lnftu
-. by the .......... 
titles, It Isn't euctly • puz
zi...,.... C..you
thla,_.? 

A. Penguins 
B. Bernard & Rodney 
C. Penguin Doom 
D. Attack of the Mutant Penguins 

This odd game actually 
received decent scores 
from critics! 

0-1 
TheClnalc 
Low-Rider 

2·3 4-5 

Vldeo Game TrMI Anewen: 

The Deductlble The Souped-Up 
Pacer 

QUESTION 8: In 1998 • study w• COIDICted to 
reveal the -nt, of pirated aoftw•e on the 
Chi- niarket. What la this eatl-■ted percent. 
ap? 

A. 75% 
B.85% 
C.95% 
D.98% 

QUESTION 7: TIie NES ,_., GI Joe: A RN1 
~ Hero, lets you con-.!,_ playable 
'.loN. Who dllm't make It lllto ,_ iut-? 

A. Snake Eyes 
B. Lady Jaye 
C. Rock& Roll 
D. Blizzard 

QUESTION 8: Y-• Cleoalll Harria (AU Illa 
Cleo) appeared Ill Rocbta'a 8rad Theft Auto: 

Vice City • a c:llancter. What la her - 111 the 
,-1 

A. Auntie Poulet 
B. Auntie Cleo 
C. Miss Poulet 
D. Miss Cleo ~ 
QUEl110N I: TIie - ... Isn't just the title 
of• Yldeo ,Won 81mn.ai1, but It actually has 

• --- la J■p■nue. What la It? 

A. Spotted Dove 
B.Gray 
C. Colored Hawk 
D. Defender 

QUESTION 10: How -,di cld the ~ 8-
loy coat when It debuted III July 1989? 

A. $99.95 
B. $109.95 
C. $119.95 
D. $149.99 

6-7 
The ladles' 
Choice 

8-9 10 
The '66 Nova The Leftumator 

GI NEWS 
GBASP 
CELEBRATES 
SUCCESS 
To celebrate selling over one million units of 
the new Game Boy Advance SP in the United 
States, Nintendo will be offering two new color 
models starting Sept. 8 - Flame and Onyx. As 
you can see, that means red and black to your 
average Joe/ Jane. 

20% of Sega of Japan's development staff is being 
trimmed. The company is also consolidating some 
of its game studios 

100% The safety increase now that Kristian has 
finally gotten a new car (alignment included) 

60% of our Top Ten Games of E3 will appear on Xbox. 
Only 20% are scheduled to appear this year ------
37% of the staff is psyched that video game Rugby 
is coming back. The rest can't wait for Field Hockey 

0% The percentage of the staff using corked bats. 
Who's on 'raids? We don't know 
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GI NEWS 

KILL 1 EM ALL WITH 
METALLICA 
Lars Ulrich first set his sights on bootleggers for stealing 
his cash, now he's going after you! Metalllca has signed 
a deal with Vivendi Universal Games for a multi-platform 
car combat game set to debut in 2005. The unnamed title 
will feature voiceovers and music from the band. Here's a 
poetic sample of some of the type of lyrics the boys have 
in store for us: 

"Invisible kid. Never see what he did. 
Got stuck where he hid. 
Fallen through the grid. • 

- "Invisible Kid" 
by James Hetfield 

Whew! To think we've been mangling the English 
language all this time. At least Jason Newsted was lucky 
enough to be fired just in time to avoid this debacle! 
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COLIN MCRAE 
RIDES AGAIN 
Codemasters is already talking about the next install
ment in its racing series Colin McRae Rally 4 for the 
PlayStatlon 2 and Xbox. The game is scheduled to 
appear on shelves this winter - even though Rally 3 
came out just earlier this year. 

Besides being able to get behind the wheel again so 
quickly, we're excited because you'll now be able to play 
as other drivers besides just Colin (even though feeling 
the wind blow through our kilts makes us smile}. Other 
new features include two- and four-wheeled competi
tions, multiplayer career options, more realistic physics, 
and the parts challenges. These are segments where 
you can earn car upgrades by successfully test-driving 

.. parts for companies. 

GOOD AT [I] 
WOLFENSTEIN? . 
WANNA BET? -_ -
Move beyond the mere glory of being a great online FPS 
player with a lot of frags to your credit. Now, thanks to 
www.youplaypnes.com, you can start getting money off of 
suckers for the pleasure of killing them. The site has signed 
on id Softw .. 's PC hit Return to Castle Wolfenstein to 
deliver an interesting twist to online gaming. 

Those signed up for the site's service can earn money by 
participating in Wolfenstein games and accumulating cash as 
you kill opponents - or lose it out of your account if you're a 
little slow on the draw. The site hosts contests covering all 
different skill levels, so you can have fun in low loss/ gain 
events, or go for it all in high stakes battles. Although Return 
to Castle Wolfenstein is the only title available on the site now, 
youplaygames.com is in talks to offer up others. Watch your 
back - and your wallet! 
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8ynem: PC • Publiaher: Codema.sters 
Developer: 10 Company • BeleueDate: Spring 2004 

'1'IIJl&ftlB OJ' OPDAnOJIB: Features many different battles from Wortd War II. 

System: Xbox/PC • Publisher: THQ 
Developer: Pandemic • Beleue Date: 2004 

TBBATZB 01' OPBBATIONS: Facts regarding Full Spectrum Warrior's plotline and setting are as closely 
guarded as Saddam Hussein's whereabouts. 

IU!lCON: Full Spectrum Warrior totally caught us by surprise at E3, and went on to become one of the true 
stand-Out games of the show. It's had quite an interesting background as well. The project actually started as 
a light infantry training simulator for the U.S. Army, which was being created by a joint partnership between 
developer Pandemic and the University of Southern California's Institute for Creative Technologies. After see
ing how impressive this title was becoming, THQ scooped it up and is publishing it for Xbox and PC. Basically, 
it's like a 3D version of Commandos, but with an insane degree of depth and tactical authenticity that 
adheres to real U.S. military standards. 

Sl'.l'llEP: As you can see, this game is graphically mind-blowing, and as a result has been the subject of 
much talk in the video game wortd. From what we saw at E3, Pandemic has come up with a control scheme 
that is fully capable of delivering a ton of flexibility without overwhelming the player with detail. Our only con
cern is that too many garners might expect this to be a shoot 'em up based on the screenshots. This Is far 
from the case, as you only command your troops and don't actually engage in combat yourself. Still, we'll 
take this over another generic third-person action game any day. 

llaJOS: As a rea~tlme strategy title, Battlefield Command has done some interesting things 
to set it apart from the pack. lC Company took actual aerial photographs from the time period 
and extrapolated their mission landscapes. This in turn gives players a unique opportunity to 
strategize through terrain the way it looked when the likes of Rommel and Patton gazed at its 
possibilities. On the combat end of the spectrum, a complex Al system reacts uniquely to each 
formation and unit you throw at it, and the array of units available will be pleasantly plump; 
around 300 is the figure at present. To make sure players are getting their money's worth, over 
100 missions are being drawn up - some of them will be smaller in scope than others, but you 
can rest assured that big ones will be in there, too. 

8l'1'IID: Battlefield Command has variety going for it. The gargantuan size of the game itself, 
and the fact that so many different troops can be deployed into battle in such varied locations, 
is certain to tickle many war buffs' fancy. We're curious how the frequently arduous resource 
collection system will work, and what emphasis will be put on politics, if any. Additionally, 
research trees might become rather boring if players are forced to discover and rediscover the 
same technology over and over again. However, the game is a long way from release, so more 
information on these subjects should be forthcoming soon. 

System: PC • Publisher: U.S. Army 
Developer: U.S. Army • Beleue Date: September 20 

THJ!lA1'Ell or OPmlATIONS: Present-day conflicts in a number of dif
ferent settings from around the wortd. 

BECON: The first, second, and third thing to remember about this highly 
realistic online FPS is that it is totally and completely free. As the game first 
rolled out many months ago, the Army was shocked at its immediate and 
staggering success. Before the first full release day was through, it was 
already evident that many, many more servers would be needed to accom
modate interest. After playing catch-up with their enormous player base, the 
U.S. Army design team sat down and began work on what is now called 
version 1.7.20. However, that's a little misleading - the game's improve
ments will actually be trickled down piecemeal through patches over a 
period of time. A number of new vehicles and weapons are in the works, 
as well as more specific player roles as medics, engineers, etc. where the 
player is actually required to attend a virtual class on his chosen profession, 
then pass a test in order to acquire the skill. A bevy of impressive visual 
effects are also on the way, and from what we've seen, this game will likely 
rival many others that you have to pluck down $50 to play. 

SlTBBP: Through the Army's savvy implementation of better menus, read
out structure, and improved sound; the earty patches for America's Army are 
sure to greatly heighten an already-excellent play experience. We expect that 
over the next 10 years (the amount of time planned for the entire project) 
we'll see some prettY amazing things from the men and women in green. 

..... 
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System: PC • Publisher: Activision • Developer: Infinity Ward • Beleue Date: Fall 

THl!lATl!lll OP OPEBATIONS: Call of Duty will put players behind the eyes of three different soldiers from World War II 
in this highly realistic FPS. The American soldier will experience the legendary 101st Airborne drop behind enemy lines in 
the days preceding D-Day. The British section will focus on the 6th Airborne Troop as they assault Pegasus Bridge, and the 
Russian portion deals with the battle of Stalingrad. 

BECON: In what may amount to a major coup, over 20 of the original Medal of Honor. Allied Assault development team 
defected from Electronic Arts and began Infinity ward. It's well known that Allied Assault set a benchmarll in a number of 
areas, so the anticipation surrounding this game is near1y palpable. To that end, Call of Duty will feature a number of different 
locations, and promises to convey the camaraderie of a squad through intense battle scenes; sabotage, stealth, and sniper 
missions; and vehicle-based levels. The Al has been thoroughly refined as well. Your squad will emulate a trained unit by 
using authentic tactics when faced with a firefight. Be it laying down suppressing fire, covering fire, or even pulling wounded 
comrades to the rear, you're in store for some impressive encounters. Call of Duty is looking like a winner already. 

SlTBIIP: There can be little doubt that Activision has a rock-solid hit on its hands here. Not only does the game look and 
sound fantastic, but its developer's pedigree virtually guarantees a compelling and entertaining product. The implementation 
of cutting edge Al technology is sure to give players a thrill, and the accurate ballistic models as well as the incredible sound 
should all combine for an incredible experience. 

rtmlH\I. 01: HO~ ~OH: i\1.1.11:D i\SS \111.T - 11111:i\l( 

Syltem: PC • Publisher: Electronic Arts • Developer: EA LA • Beleue Date: Fall 

TmAnlB 01' OPIIRATIONS: The focus of this, the second Allied Assault expansion, will be on the struggle to retake 
Italy beginning from the battle for the Kasserine pass In northern Africa. We shouldn't have to tell you that Breakthrough is 
set in World War 11, but we will anyway. 

BIICOR: More of the same isn't always a bad thing - especially if you're talking about Medal of Honor. Allied Assault. 
From a singl&-player standpoint, Breakthrough looks to be hitting all of the high points with a lot of emphasis being put on 
blistering action, as well as giving players the feeling that they're part of a war; not Just a single soldier taking on an entire 
army. The weapons set has also changed for the long journey ahead, as has the onllne component. Liberation mode will 
place characters who have been defeated into a holding cell where players who are still kicking can then rescue them. Also 
included In the multiplayer portion will be the ability to drive tanks, call in artillery strikes, and defuse mines. 

SITBD: There's a reason why there are so many Medal of Honor games due to release in the months ahead - it's a 
good franchise with a lot of success under its belt. One thing to keep In mind is the fact that Allied Assault's last expan
sion pack was shorter than its fans would have liked. Hopefully, this won't be the case with Breakthrough, and at this point 
it seems as though the robust slr€Je-player experience and the expanded multiplayer role will keep its sales up and its 
customers happy. 



1111)1>1:N i\~ ~I) IU\NOl:HOIIS 2 
System: PC • Publisher: Gathering of Developers 
Developer: illusion Softworks • Beleue Date: September 

S01.DNl:H: , 'l:C:Hl:T \\' !\HS 
8y9'em: PC • Publiaher: JoWood Productions 
Developer: Wings Simulations • Be1eue Date: Fall 2003 

TDM'Jlll 01' OPIDlAnOJIB: The United States, Russia, China, and Japan .. .in the year 2010. 

BIICOB: This gcrne flew under the radar, but won praise from many who SaN it in action at E3, and was 
e-.en picked as one of wargamer.com·s best of show. Developed by Wings Simulations (creators of the tank 
sim Panzer Elite), Soldner is a tactical action title that can be played in either a first-or third-person perspec
tive. The game's settir€ is a near future v.tiere world superpowers don't square off against each other with 

• • full-&ale campaigns, but rather send out small groups of special forces to make surgical, covert strikes. 
You'll be cast as a commander of one of these cadres, leading your troops as well as light armored vehicles, 
helicopters, and aircraft. Although the futuristic premise might scare off hardcore sim fans, the developers 
assure us that the game is grounded in realism, and many of the weapons are based on information secured 
from the research laboratories of some the world's most-respected weapons makers. 

SlTBIIP: This is a title that may take many by surprise. Graphically it looks ready for the big leagues, and 
many of its features are well ahead of the accepted curve. Wif€5 Simulations promises that their destructible 
and deformir€ terrain qne is second to none, and they have implemented a character creation system 
that allows for over 60,000 different variations. Other impressive facets of the game include a single-player 
mission generator and the Customizable Multiplayer Modes - a tool that will make it very easy for players 
to create their own unique versions of most types of popular online contests like deathmatch, infiltrate, and 

. . capture the flag. 

TlmA1'D 01' 0PIIBATI0NS: Many of the geographical extremes troops visited during WOr1d War II make their 
way Into Hidden and Dangerous 2, Including North Africa, Czechoslovakia, Norway, and Burma among others. 

BBCOIIT: Gathering of Developers Is hoplf'€ to expand on its popular, but somewhat buggy, entry into the first/ 
third-person squad-based tactical shooter market with improved graphics, control, and a thick plot Much of the 
game will find you leading a squad around various environments as you are challer€ed to solve a number of tacti
cal problems with a limited number of resources. One mission could have you infiltratir€ a base, while another 
may demand that you steal sensitive German documents from a heavily fortified compound. How you use your 
other squad member's strengths and weaknesses will likely decide the outcome of the mission. If you get bored 
with the 23 single-player levels, a 32-player online mode featuri'l! deathmatch and skirmish modes will be avai~ 
able, as well as two different single-player modes. Lone-wolf will allow you to play the campaign without the benefit 
of the rest of your squad, and Carnage Is simply a way to see how many people you can eliminate before being 
squashed yourself. 

SITllBP: When we SaN this game at E3 this year, it looked crisp and very interesti'l!, The number of different 
play settings Is sure to satisfy those who partake, and the non-linear level design will help elevate the replayability, 
not to mention the online modes. The ef'€ine Mafia employed is used to fuel the game's graphical appetite, and is 
likely to brill! more fans of this series into the fold. 

44 GAME___. 

rtmN 01: \fi\l OH: TIii: \fll:TN u,~ \\fi\H 
System: Xbox/PC • Publisher: Vivendi Universal 
Developer: 2015 • Release Date: 2004 

TBB.M'D 01' 0PBB.U'I0JIJS: The Vietnam War, featuring locations around Da Nang, the 
Perfume River, and a number of others. 

BllCOlf: Game development tends to go in cycles. World War II is a very popular setting 
for many games presently, but there seems to be a new breed of titles popping up centering 
around the Vietnam War. 2015, which put together a little title called Medal of Honor: Allied 
Assault, has since experienced much tumult and change. Seeking steady ground, Vivendi 
Universal has given the company the backing it needs to continue making amazing first-person 
shooters. Men of Valor seeks to accurately portray the U.S. involvement in Vietnam from the 
beginning all the way through the Tet offensive and beyond. Relying on their acute attention to 
detail and intricate battlefield knowledge, 2015 is setting out to create the definitive war-based 
shooter of its time. Featuring skilled Al, impressive graphics, and the ability to play through the 
game in a cooperative mode with friends (not to mention the obvious online component), Men 
of Valor has a lot going for it. 

8lTBBP: This is one of the first triple-A titles we've seen that tackles the actions of this con
troversial war head-on. That being said, we're excited at the possibilities this location opens 
up. The cooperative play component is sure to be wildly popular, and if the graphics can keep 
up with the industry's ever-increasing technology, 2004 could be a very good year. We have a 
feeli'l! that when it finally releases (no exact date has been divulged yet), it will deligt,t e-.en 
the most jaded of garners. 



, ... 
System: PlayStatlon 2/Xbox/GameCube • Publisher: Electronic Arts 
Developer: EA LA • Release Date: Fall 

THZATD OP OPDATIONS: The Pacific Theater following the attack on Pean Harbor. Featured 
locations include Burma, Guadalcanal, and Singapore. 

BllCON: If there is one series that brought realistic, historically accurate war gaming to the main
stream audience, it's Medal of Honor. The first two PSone titles were classics and Medal of Honor: 

Allied Assault redefined the term "harrowing" with its awesome recreation of Omaha Beach. This time 
around, the epic scale will be even grander, allowing you to experience such events as Pean Harbor, 
the Battle of Guadalcanal, and even the chance to destroy the Bridge over the River Kwai. At E3, EA 
set up a theater to show a playable demo of the Pean Harbor level, and needless to say our jaws hit 
the floor when we saw swarms of Japanese planes bearing down on the gun position the demo leader 
was manning. Also, we duly noted the game's improved visuals, which were definitely at the top of the 
heap for console shooters. 

SITBIIP: There are few things that are a sure bet in video games, but Medal of Honor is one of 
them. The jungles of the Pacific islands will definitely provide a richer setting for your adventures, 
and open up the possibilities for more complex, stealth-based gameplay. Also, EA listened intently 
to the complaints of those who felt that Medal of Honor: Frontline was a linear cakewalk, and is 
constructing levels that allow you to take multiple paths and accomplish objectives in a variety of dif

ferent ways. Also, we can expect more of the series' legendary sound design, which is unparalleled 
in the world of gaming. 

System: PllcySta.tion 2/Xbox/PC • Publisher: Gotham Games 
Denlaper: Sci/Pivotal • Release Date: Fall 

TIDIADll OP 0PDATIOl'IJB: As the name ~ . Back to ~ takes place cWOll1d the Iraqi capital ruirg the heq(ht 

of the 1991 Gulf Wet. 

BJICON: New for this iteration of Republican Guard-shooting action is more cont>at, a'ld more say in what your troops do a'ld 

how they do it. The abilitY to raise your squad members' skill le<iels in~ W<1f you see fit will !'Ja1I plcP,'elS a good degree of 

oontrol aver how their troops deYelop, a'ld thereby how you play the gcrne. Also ~ for the seq.Jet is weaponspecific taget

ing; badly needed u~ to the l~ng a'ld errvironmental effects; a'ld the rlfNI Yehides, weapons, a'ld eremies that you'd 

expect to see in a follow-up release. The squad-based gcrneplay (¥laITlic is ba::k in full force, as is the abilitY to choose between 

playing as a U.S. Delta Force or British SAS group. 

SlTllBP: AJthot€h Conflict: Desert Storm received its fair share of critical jeers, ~ people picked it up at?fN3Y md liked it. 

With aver one million copies sold wor1cmide, it sta'lds to reason that Gotham v.ould go bed< to the well. Enter, Back to ~

The efforts being made to address the prEMOUs gcrne's low points seem to be ~ing at flcrik speed, but whether or not 

these c:ha-'€es can truly bring Conflict Desert Storm II into the rcriks of the military gcrne elite has yet to be seen. 

System: PC • Publiaher: Electronic Arts 
Developer: Digital Illusions CE • Release Date: September 9 

TJIZATZll OP OPDATIONS: Although Battlefield 1942 is a rather 
self-explanatory title in terms of when and where this game is set, it 
doesn't follow any dedicated storyline. Players are spawned into historic 
maps with the goal of eliminating the enemy and accomplishing their 
mission. The maps are set in and around the European Theater. 

BJ!lCON: Countless video warriors have been bathed in their own 
digital blood courtesy of this extremely popular and well-built franchise. 
Never one to lay about as opportunities to make more money slide by, 
Electronic Arts is set to release another expansion pack featuring weap
ons, vehicles, and items from Wor1d War II that were on the drawing 
board as the war came to a close. The first and most exciting addition 
to your arsenal is a jetpack. There will only be one pack available on 
most maps, put in a strategic location where both sides have an equal 
chance to get at it. Also included will be a Flying Wing, a remote-control 
rocket, a mobile anti-aircraft unit, new tanks, and updated weapons for 
the various character kits. 

SITBJIP: Battlefield 1942 doesn't have a fanatlcal following for nothing, 
and Secret Weapons looks to further solidify its position as one of the 
premiere multiplayer experiences. It is possible that EA could experience a 
decline in playership with the increasing popularity of Activision's recently 
released Day of Defeat - but either W<lf, this is a title that will likely put a 
smile on any fan's face. 
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SNll>l:H m.1 I:: 111:HI.IN 1 !t4S 
&ynem: Pla.yStation 2/Xbox/PC • Publiaher: Wanadoo 
Developer: Rebellion • Beleue Date: 2004 
'fDM'D OP Ol'DA1'IOJl18: During the spring of 1945, the Russians were In Bertin and 
bent on occupation. Sniper Elite is set in and around Berlin during this time frame. 
11.:olf: This is an interesting concept from a smaller company. As a German sniper who has 
been recruited by the OSS (the precursor to the CIA), it'll be your job to bump off an assort-
ment of Russians as they pillage war-tom Bertin. The levels will exhibit a refreshing non-linearity 
as players will be challenged to find ways to accomplish their missions without being led by the 
nose as many other games of this ilk are want to do. Also planned is a fascinating split-screen 
cooperative mode and an online multiplayer component. The single-player portion will encom
passes 10 missions and will allow players to switch between first-and third-person perspec
tives at the touch of a button. AA assortment of weapons is planned, and you'll find everything 
from machine guns and flamethrowers to panzerfausts and sticky bombs available to you. 
8ITllD: This type of stealth/action game has been generally well received in the past (think 
Hitman 2), and Rebellion is paying careful attention to the nuances that make sniping an 
interesting and fun occupation. The game Is sure to challenge player's reflexes, problem soi.... 
ing skills, and resourcefulness as they look for the perfect perch and the clean getaway. The 
graphics may hold Sniper Elite back, but it's still ear1y in development. so there's a lot of time 
for improvement. 

Sl:C:Hl:T \\'I: U>ONS 0\flm N IUIU\ND\' 
8ynem: Pla.yStation 2/Xbox/PC • Publisher: LucasArts 
Developer: Totally Games • Beleue Date: Winter 
TDAr& OP OPDATIOJIJS: Join the fight over Europe, the Pacific, Asia, and North 
Afnca as the Allies battle the feared German Luftwaffe during the four years that preceded the 
invasion at Normandy during World War II. 

:aaJOB: Some of you may remember a title by the name of X-Wing. No? How about TIE 
Fighter? Still no? Then you're a moron, and shouldn't be reading this magazine. However, if 
you've just come out of a coma, and have a hankering for Wortd War II-based combat flight 
simulators, you're boat is about to come in this winter. Lawrence Holland, the creator of the 
aforementioned titles is hard at work on Secret Weapons Over Normandy, the second WWII 
action flyer masterminded by Holland. This iteration finds players joining a secret squadron of 
elite pilots who are bent on destroying German plans. You'll be given the opportunity to fly 20 
authentic aircraft from the era through a staggering 30 missions. Considering that Mr. Holland 

•. has such an impressive track record, it stands to reason that SWON will likely be a force to be 
reckoned with. 

8ITIIBP: Just as the X-Wing and TIE Fighter games were able to allow any type of garner to 
have fun (not just flight sim fanatics), so too will Secret Weapons Over Normandy. We're very 
interested to see how this one turns out this winter, but we have every confidence that the 
game will live up to the increasing amount of hype surrounding it. Why LucasArts and Holland 
parted WaJS many years ago is no longer important - each is dedicated to making this title 
the best game it can be, and the benefactors of this renewed relationship will be all of us 
(Sid Holland's wallet). 
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01>1:IU\TION 1=1.t\SHl>(HNT: C:01.D ft\H C:HISIS ...... 
System: Xbox • Publilher : Codemasters 
Developer: Bohemia Interactive Studios • Release Date: Winter 
TBEA1'llll OP OPllBA1'IOJl18: OJring the confusing and politically charged time v.ilen Mikhail 
Gorbachev's glasnost and perstroika policies were rocking the Soviet Union to its very foundation, 
a Soviet underground resistance group seized control of an island community. Unable to deal with 
this surpisingly strong threat. Russia has enlisted the help of NATO to restore order. NATO dtbs 
this mission Operation Flashpoint. 

BECON: ~ this is essentiall-/ a port of the PC version, the Xbox iteration also contains a 
prequel ~ nanied Resistance, which is set years before NATO enters the picture. Players 
will assume the role of VICtor T roska, an ex-Special forces soldier who leads a resistance effort 
against the powerful Soviets on a ret1 1~ kilometer island created specifically for this 
game. Of course, the ~nal game is also available for pla'f. As a private, you'll \\Ol1I your way 
up the ranks by following your leader's orders, and then eventually issuir-€ your own through an 
advanced squad-management system. The game's highly realistic models and physics make sure 
you'll feel like you're on the battlefield, and the plethora of vehicles will make sure you stay there. 
There will also be an intricate weather system, and even accurate star constellations for night 
navigation. 

SlTIU!lP: The PC version of this game was quite successful, and with its additional features, 
Operation Flashpoint is sure to strike a chord with the predominantily hardcore Xbox audience. At 
the same time, there is going to be an influx of this type of game on Microsoft's console, so f ll be 
interesting to see which title weathers the storm the best. OpAash looks to be in an excellent positi?". at present. and has its predecessor's notoriety to help it jump out from the pack. 



System: Pl&yStatlon 2 • Publisher: Sony Computer Entertainment America 
Developer: Zipper Interactive • Beleue Date: November 

TRBATD 01' 0PDA1'10lll8: A wide range of locales, including Algeria, Albania, Brazil, and Russia. 

BIICOIIJ: As the sequel to the best PlayStation 2 online experience to date, people around the wor1d are 
eageny awaitif€ SOCOM II. Zipper Interactive is usif€ this opportunity to perfect what was already an impres
sive package. Twelve new single-player missions are there, and promise to offer more variety and even the 
chance to work together with British SAS and Russian Spetznaz agents. But, of course, online play is the 
heart of the SOCOM experience, and that is where the bulk of the improvements have been made. The live 
voice chat furctionality is slated to get an overhaul, with a new "who's talklf€" display that helps eliminate 
confusion, as well as sul>channels for defensive and offensive communications. Also, you'll be able to repre
sent your posse with new online clan rankings. 

On the gameplay side, there are two new types of multiplayer missions: Breach and Escort To tackle 
these new challenges, a host of new weapons are available, includir-€ the latest models of Light Armored 
Weapons and (yest) rocket launchers. Of course, you'll need all the help you can get, as your enemy is OOH 

equipped with armored jeeps and tanks. 

SlTBIIP: We doubted Zipper could make much of an improvement to SOCOM In such a short period of 
time. We were wrong. With new hk'es textures, it's looking better than ever, and the play mechanics have 
been improved by a new ·get-down" button that lets you hit the deck quickly and easily. From enemy Al to a 
si1'€1e-Player experience that promises to be more ergrossif€ than the first, SOCOM II is the rare game that 
offers the playability of a console game with the depth of a PC title. 

c:or,"1U\NDOS a: Dl:STINi\TION Hl:HI.IN 
System: PC • Publiaher: Eldos • Developer: Pyro Studios • BeJeue Date: September 1 

TDM'D 01' 0JIIIILAnOlll8: Wor1d Wet II, with missions occurir-€ on the Russlan Front and durir-€ the Allied invasion 
of Normandy. 

BIICOB: Commandos has a huge followir-€ on PC, and for good reason. Its squadbased strategy, formula is a perfect mix cl 
RTS depth and the actJon.game accessibility. Fans expect a lot from Eldos and deYetoper Pyro Studios, and will not be (jsap
polnted by Destination Benin. Aside from the expet1ed graphical updates (which Include impressive new particle and ~ 
effects), Pyro is incorporatir'4! a ton of imprcNements into its already impressiYe girne er'4!ine. Loretrne flYlS will be intlll9lled 
to teem that the familiar squad members (Nalasha and the OriYer, to name two) h8Ye been jettisoned In fawr cl some new, 
more versatile commandos. You'll also be pleased to note that characters aren't as specialized as they were before, mearlirC 
that thief characters can OOH do simple tasks like driYe a vehicle or lob a grenade. Of course, you'll need to be fast on '/(1,/f feet 
to 8ld:t the stiff enemy Al, which OOH featixes guards that are more flNale of sound - so step l~tly. soldiet1 

8lTBD: Conmandos 3 is almost certain to be a hit, if ort; for the fact that it still has a relawely llliQue niche in the market. 

It's also makir€ steps towards expaooir€ its appeal towards the mass market This tJme aroood, cinematic cutsoenes will help 
give the series a little dramatic heft. and a vastly Improved tutorial mlsslon will help ease the fears of those who were put elf 

by Commandos 2's h~ degree of difficulty. Also, the sometimes stow pace of the past won't be the rule In Destination Berttn, 
as some stages will force you to strategize under duress, maklr-€ It necessary for you to complete your moves before all 'l(1,lf 

comrades are wiped out. Even more interestir-€ Is the addition of multiplayer, which supports up to ~ piayefS for online or 
LAN matches. 

Sl>I.INTl:H (:El.I.: l>i\NDOIU\ Tor,~OHHO\\' 
8y1tem1 PlayStatlon 2/Xbox/OameCube/PC • Publlaher: Ubl Soft 
Developer: Ubl So~ Montreal • Beleue Date: Fall 

TBJIA1'IIB 01' 0PDA1'10lll8: Like many details about this game, Pandora 
Tomorrow's setting and plot are being kept under tight wraps. 

BIICOIIJ: Although It's not officially called Splinter Cell 2, Ubl Soft is adamant that 
this Is a full sequel, not a mission pack or expansion. Although it's coming to all 
systems, the Xbox version will be the only one to get what promises to be a revolution 
in stealth action: the Inclusion of Xbox Live multiplayer support. How Splinter Cell will 
work online is unknown, but we do know that there will be some new playable charac
ters (Including a female agent) to accommodate the action. Also, Microsoft fans are 
promised a host of future downloadable goodies, including new levels and missions. 
That's not to say that the game won't rock on other platforms, as the already-stellar 
gameplay is being fine-tuned to ease some of the frustrations that we had In the first 

8lTBD: Man, Ubl Soft is so secretive about this title that we're beginning to think 
that it would be easier to Infiltrate the real-life NSA than It Is to get them to spill the 
beans about Pandora Tomorrow. That said, we don't think they're hiding anything, as 
we have full confidence that this title will be worth the wail Multiplayer alone Is rea
son enough to be excited, but we have also learned that the already-amazing graphics 
and lighting systems are getting yet another overhaul, as is the physics ef€lne. Looks 
like more money in the bank for Clancy and the g8f'€. 



~~----'-~-~T_!_.l~l-~-1~~~~'-'l_l:T_~_A_M_◄~~--·-·-·-·-·-·~ · , 
Syatem: PC • Publisher: Electronic Arts 
Developer: Digital Illusions Canada • Beleue Date: Early 2004 is_-_x. __ z_ . 
TBIIATllll 01' 0PllllATI0llJS: Vietnam in the late 1960s, with locations in and around v,~ 
the Ho Chi Minh trail and the streets of Hue, among other areas. 

IUICOB: If you play PC games, chances are you've already played the mind-blowing 
Battlefield 1942. Now, in a recently announced shocker, EA has decided to take a more 
modern slant on the franchise's exquisite multiplayer mayhem. Like 1942, this title will 
feature both a single-player experience and 64-player online matches, which will allow you to 
play as either the U.S. Armed Forces or the North Vietnamese Army and Vietcong. Given the 
jungle setting, the trusty helicopter will be the main mode of travel, but we also know that 
the NVA will have Russian T-54 tanks and Mig-21 jets in their arsenal. 

SlTBIIP: This product was announced literally days before our press deadline, so details 
are understandably a bit scarce. However, given EA's resources and usual devotion to qua~ 
ity, it's quite possibly going to be one of next year's standout PC titles. Vietnam Is obviously 
a difficult part of American history to deal with, so let's hope that it will be handled with 
good taste. But, these concerns aside, the prospect of multiplayer jungle warfare Is simply 
too compelling to be denied. 

\\fOHl,I) \\fl H II: I=110NTI.INI: c:or,~r/U\NI) 
Syatem: PC • Publisher: Strategy First 
Developer: The Bitmap Brothers • Beleue Date: August 

TDArD 01' 0PllllATI0llJS: The mountains of southern Germany and the beaches of 
Normandy. 

IUICOB: Strategy First Is a well known force in the world of hardcore real-time strategy, and 
with World War II: Frontline the company has united with another respected developer, the 
Bitmap Brothers - a company famed in Europe for its Amiga hits Xenon and Speedball. Now, 
the bros are coming back with a reaHime strategy title based on historical events of the 
greatest conflict in history. Unique features of the game include a morale system, which will 
affect troop performance, a "fog of war· dynamic that can obscure some areas of the map, 
and an emphasis on sound that allows your units to react to some enemy units by hearing 
them, even if they are out of their line of sight. 
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SlTBIIP: While it's hard to expect 
this game to compete with the big 
boys in the genre, World War II: 
Frontline Command should be a 
nice alternative to the Command & 
Conquer series for those who prefer 
a more realistic setting for their strat
egy thrills. There are some concerns 
about the troop Al and pathfinding 
routines, which have proved a bit 
suspect so far, but let's hope that 
can be resolved before the game 
ships. Despite these concerns, we 
can't wait to see what the Normandy 
beach invasion looks like from a 
God's eye view. 

1(11.1. S\\flTC:11 
System: PlayStatlon 2/Xbox • Publisher : Namco 
Developer: Namco • Beleue Date: Winter 

TJlllATIIB 01' 0PDATI0BS: Although the game's plot Is a bit unclear, we do know that 
levels will take place in North Korea, the Middle East, and the Caspian Sea. 

BJlCOB: Klll Switch Is a bit of an odd duck in comparison to the other games in this feature. 
While most of the titles you'll read about here are being created by veterans and enthusiasts 
of the military simulation world, this Namco shooter Is actually the product of the team that 
created the Pac-Man World seriesl Talk about a change of pace. Kill Switch will offer a different 
flavor for those used to conventional third-person action as well. It's certainly the most arcade
oriented of the upcoming war games, but it is far from mindless. In actuality, taking cover is 
every bit as Important as your trigger skills, and Kill Switch allows you to hide behind almost 
every object, wall, and doorway in the environments. You'll also be able to do a "blind-fire" 
maneuver, which let's you put your gun over your head and cap enemies at will (although with 
decreased accuracy). 

SlTBIIP: Trying to evaluate Klll Switch's prospects is difficult, if only because we know so 
little about the game's plot, setting, characters, and whether or not there are any other play 
mechanics beyond the "take cover and fire" formula. We have read reports that the lead char
acter is a bio-engineered soldier, so it's possible he has some superpowers that haven't been 
revealed yet. Let's hope there is some degree of variety added, or Kill Switch may well wear out 
its welcome after a few levels. 

r,a:IH\I. CH= IIONOH: I>iu:11=u: i\SSi\111.T .. "~ . ~, 
System: PC • Publisher: Electronic Arts 
Developer: EA LA • Beleue Date: Winter 2004 

TJIBATD 01' 0PDATI0BS: The Medal of Honor franchise is about to jump theaters. The 
Pacific is a big place, and the Japanese owned a lot of it during World War II. Pacific Assault will 
send players to many of the better known locales in that big body of water west of California. 

BJlCOB: Pacific Assault is quite a ways away from its eventual release next year, but as 
expected, the EA LA team is hard at work on the project, and it is already turning heads. The 
level everyone knows about at present is of course the Pearl Harbor scene where a peaceful 
December day is shattered by a savage Japanese air assault. As you progress through the 
game, you'll find a greater emphasis put on individual character progress, and it's likely that 
for the first time, the player will see the face of 
his onscreen alter ego, and watch as he ages 
and takes on the 1,000-yard stare. Although 
the game will run on the same Quake Ill engine, 
improvements are being made to everything from 
the water effects to the textures themselves. The 
action will still be intense, and the close proximity 
of jungle fighting will likely heighten the suspense 
and urgency of each mission. 

SlTBIIP: Most everyone familiar with this franchise remembers the much talked about Omaha 
Beach scene from Allied Assault. Pacific Assault representatives are promising other such 
memorable moments, but more importantly, they're also promising not to gut the gameplay for
mula that has brought the series such acclaim. Will the loss of the 20-plus members of Allied 
Assault's development team make a difference in this title's overall quality? As with all things, 
time will tell - but every indication we've seen leads us to believe that Pacific Assault will be 
every inch the game its predecessor was. 



System: PlayStatlon 2/Xbox/GameCube 
Publisher: Electronic Arts • Developer: IO Interactive 
Beleue Date: August 29 

TIIBA!rZll OP OPDA1'1O111S: New Yori< City, in an alternate un~ 
verse where the U.S. lost the Cold War and Russkies rule the globe. 

llllCON': Wow, this game goes through more name changes than 
01' Dirty Bastard (that's Dirt McGirt to you). First it was Freedom: 
The Battle for Liberty Island, then it was Freedom: Soldiers of 
Liberty, now it's known as Freedom Fighters. Whatever the title, 
this game was playable - and very impressive - on the show floor 
at E3. It's really amazing how 10 Interactive has come up with a 
control scheme that allows you to both engage in thir~rson action and command a squad of freedom fighters with a minimum 

of hassle. Through a system of icons, you'll be able to tell your men to follow, attack, or to take out specific installation or 
enemies. Even better, EA has just confirmed that the title will be coming to GameCube, a system that often gets left out of the 

military scene. 

SITBl!lP: While console squad-based action has traditionally been a mess of suspect Al, clunky control, and annoying level 

design, Freedom Fighters actually seems to be hitting all the light notes. So far, it appears to have the elusive quality of being 

'easy to pick up, difficult to master" down pat. Don't be scared, you're in good hands with 10 Interactive. 

IU\INHO\\f SIX ~5 

Synem: Xbox/PC • Publisher: Microsoft 
Developer: Valve • Beleue Date: August 12 (PC), Late October (Xbox) 

TDAr& OJ' OPDAn01ll8: Both versions will focus on theoretical present-day 
conflicts and areas of interest 

BalOB: Let's put an end to all of the confusion surrounding these titles rig)1t OOH. The 
PC version (Condition Zero) is embracing the si~ side of gaming with an 18 mis
sion ~lied extravaganza; and has an updated online component with addtional maps, 
an official bot for onllne and offline play, and updated graphics. The Xbox version will also 
have online and offline play in addition to exclusive maps for both modes, as well as the 
inclusion of the popula' leYels from the original PC title. VaNe representatives have also 
told us that the graphics for Counter-Strike X will eclipse its PC companion. We'll believe 
that 'M1erl we see it, but ea:11 version of this title sounds like it will be building on the 
enormous success of the Oliginal. 

8lTBD: When Counter-strike first hit the scene, it reached an elephantine popularity 
level. Not only was it incredibly fast and challenging, but it was also heralded for exhibiting 
an astonishing amount of accurate military detail. Drawing on this h~ installed base of 
gamers and the popularity of the subject, Valve has taken the next logical step with the 
introduction of both the Xbox and PC updates. Will the Xbox version be able to give the 
popular Ghost Recon franchise a 1U1 for its money? Will the PC version be able to fend 
off the ever~ncreasing number of competitors? These remain to be seen, but the Counter
Strike family is definltely a good one to belong to if you're looking to make your mar1<. 

System: Xbox • bliaher: Ubl Soft 
Developer: Ubl Soft Montreal 
BeleueDate: November 18 

THBA!1'D OP OPIIBATIONS: Several undisclosed locations in 
the Middle East. 

llllCOll: We know what you're thinking: ' I've already played this 
on PC, why bother with the Xbox version?" Well, Ubl Soft has a little 
surprise in store for you. This is not a port, but rather a standalone 
title built from the ground up with an engine that utilized portions 
of the Splinter Cell architecture. An entirely new plot line has been 
created, and numerous tweaks have been made to the gameplay, 
putting less of an emphasis on tactical-preplanning and more of 
a focus on action. Also, taking a cue from SOC0M, you'll be able to use the Xbox Voice Communicator to order around your 

troops. This will also come in handy during the game's Xbox Live mode, which will feature both Vs. and CO-OP play, and online 

stat tracking. 

SITBD: This looks like something special, at least special enough for the game's lead producer, Chris Lebbos, to boast, 

'Rainbow Six 3 will be the best-looking game released this fall - hands-<lown. • Them's fighting words, but a look at this screen

shot should be enough to convince you that Rainbow Six 3 has enough bite to back up its bar1<. With some awesome Xbox Live 

functionality, this could be the best competition for Counter-Strike X this year. We can't wait. 







Keeping Score 
With This Year's 
Football Crop 

In football, belnf In the tedzw mew you're nlde your llfJIIOMIIU' 20-yard line, which ,ut. you In• ,a«I pcM/t/on to come 
away with a touchdown. An .w.ctlve offenN i. c,pable of converting tflNe clulncfl Into ,even point, • hllh percentage of the 
time. &ch of th/f year's football,.,,,.. /f /ollded with offenllve we,pone. Fans of all m1pes will be pleeHd to ffnd that each 
publisher's tttJe his unique featutN to ,et you uclted, wfllch Itel,- them tum tlMl/r own tedzw chlnces Into points on the 
board. tbu'ff hive your pick of sultotl ""' can dlooN the tum that you fMI i. the belt ttt for your fates. 

Is NFL Blitz's new direction worth cltet:ld,W out? Who's got the deepest l'rancNN lff0f»1 Wfllt makes GlmeO,y's onllM fUnc.. 
tlona/lty so great? Wfllt's 5CS dol,W that MMlden /fn't1 How hll NFL Fever c,,.wed for the b«ter1 TheH qu..tlonl ""'more 
'WIii be ,nswered In the fol/owing fNllles, • a.me lnlotmer runs fllroulh the 1111 and outs of your flWIIH9 franchi.es • _, • 
wllat to uep you, ,,.. open for In th/f ye,,'• batch of football tme,. 

Ail facts and fig!Jres aro subject to charCe by I/le dave/oper 

Madden NFL 2004 ESPN NFL Football NFL Fever 2004 NFL GameDay 2004 NFL Blitz Pro 
Platform(s) PS2, Xbox, GC, PC PS2, Xbox Xbox PS2 PS2, Xbox, GC 
Publisher EA SPOrts sega SPOrts Microsoft Sony/989 SPOrts Midway SPOrts 
Developer EA Tiburon Visual Concepts Microsoft RedZone Interactive Midway 
Release Date August 18 September 2 August 13 August 12 September 3 
Franchise Mode/# of Years Yee/32 Yes/30 Yes/25 Yes/20 Yn/10 
Multiple Franchise Users Yee Yes Yes No Yes 
Fantasy Draft Yee Yes Yes Yes Yes 
Tournament Mode Yee Yes Yes Yes Yes 
Expansion Mode No No No Yes No 
Pre season Yee Yes No Yes Yee 
Create-a-Team Yee Yes No Yes Yes 
Create-a-Player Yee Yes Yn Yes Yes 
Create-a-Play Yn No I Yes ) Yes No 
Pro Bowl Yee .I Yes I Yes i Yes Yes 
Hall of Fame Yee (PC only) I No I Yee I Yn Yes 
User Stat Tracking Yee i Yes I Yee I Yes I Yes 
Middle-of-Game Saves Yes No C Yee No No 
# of Plays per Team 240 Off. and 140 Def. 500 C 650 A::'.11, 375 Off. and 125 Def. 300 
# of Off. Play Formations 13 Avg. 30 r 27 25 Avg. 9 
# of Def. Play Formations 9 A::'.11, 5 I 21 7 7 
# of Polygons per Player 2.400 i 5,500 r 8,000 I 2,800 I 3,000 
# of Player Animations 2,500 I 2,600 2,000 ' 1.400 r 1,500 
# of Stat Categories 299 I 350 69 I 150 I 87 
Off. Hot Routes/# of Routes Yn/8 I Yes/9 Yn/7 Yes/8 f Yes/5 
Def. Hot Routes/# of Routes Yn/3 Yes/13 Yes/6 Yes/4 r Yn/5 
Assil!nable Defensive Backs No (DBs can swap spots) Yes Yn No No 

Online Play/ Band Yee (PS2 only)/Broad & 
Yes/ Broad & Narrowband Yes/ Broadband Yes/ Broad & Narrowband Yn (PS2 only)/Broadband Narrowband 

Online Chat/Method Yes/Voice and Kellboard Yes/Voice and Kevboard Yn/Voice Yes/ Voice and Kevboard Yn/Voice and Kellboard VI Online Tournaments/ z Yn/Yn Yes/ Yes Yes/ Yn Yes;ves Yes/No 0 User Made Tourney's 
j:: Roster Downloads/Frequency Yn/Two Weeks Yes/Three to Four Weeks Yes/Two Weeks I Yes/Weeklv I Yn/(TBD) 0. Online Matchmakinl! Yn Yes Yn I No I No 0 

"' Fair Play Settinl!s Yee Yes Yn I Yes I Yes z Online User Stat Trackinl! I Yee I Yes I Yn Yes I No :::; Web Pal!e Suooort I Yee I Yes I Yn i Yes I Yes z Real-Time Results Ticker J Yes I No I Yn lvia PCl I Yes I No 0 
Online Messal!e Board Yes I Yes I Yes I Yes I No 
Non-Default Rosters Online Yes Yes I Yes Yes 1 No 
Online Subscriotion Price Free Free Free Free Free 

Commentary John Madden, Al Michaels, Chris Berman, Dan Stevens, 
Kevin Calabro and Ron Pitts 

Dick Enberg, Dan Fouts, Peter Grosz and 
Melissa Stark Peter O'Keefe Ian Eagle Keegan-Michael Key 

Cover Star M•chael Vrck Warren Sapp Peyton Mannrng LaDarnran Tomltnson Terrell Owens J 
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After accruing experience and accolades, last year Sega 
tried to take on the juggernaut that is Madden. The 
result? While critical opinion was very high on NFL 

Once the receiver catches it, you'll be switched to his 
perspective. Imagine running a route over the middle and 
getting smacked by a waiting safety, or being blindsided 

SEGA'S FIRST-PERSON FOOTBALL MAY 

REVOLUTIONIZE THE GAME 

2K3, sales weren't. Despite dropping the GameCube from its 
sports plans, don't think for a·second that Sega is backing 
down an inch. With a new name for its franchise, this year's 
effort from Visual Concepts is a daring attempt that is not 
only their best yet, but one which could change the way we 
play football from now on. 

EA Sports' motto may be "It's in the game,• but ESPN 
actually puts you there through optional first-person play. 
That's right; you'll be able to drop back, scan the field with 
your right analog stick, and make the correct reads before 
you toss the ball - all from the eyes of the quarterback. 

DEPTH CHART 
(Preseason Estimates Only) 

Frontend Gameplay Online Graphics 

by cover boy Warren Sapp. Big hits like these can even knock 
you unconscious momentarily. When you come to, the first 
thing you'll see is blue sky and the trainer over you. To help 
players adjust to the speed of this new mode, two aides are 
given. First, arrows on the side of the screen indicate when 
someone's charging you from behind or outside your view. 
These get redder as they approach. Second, by hitting R3, 
players can momentarily slow down the game in order to help 
with decisions. This feature is available as a meter that has 
to be charged up. Although only exhibition play is available 
in this mode (the game's Franchise mode uses the standard 

• scounNa REPORT • 
...... tlrat-plllOII footlllll mlCht not be for -,one, but the rewanla for 1111a frlnc:NN 

coald be~ Rtpnlleaa, lfowlll In otlllr - IIIO Wananll pralae. Sep la 

once apln llllldnl I atnJna - for the top and la hard to !pore, 

third-person view), Sega's First Person Football is far from 
a gimmick. However, getting used to changing players on 
defense can take some time. 

ESPN NFL Football is making strides in other areas as 
well. New player models have been added, as has a more 
friendly - non-analog- play-calling system. Off the field, fans 
will enjoy the increased "primetime· presentation (including 
Chris Berman's analysis before, during, and after the game), 
an improved Franchise mode, and the new Crib area where 
you can chill out between games and admire over 300 
unlockables. Elsewhere, challenges remain such as improving 
passes over the middle and smoothing the animations. 



.A. Jeff Blake gets tucked In with a CoodnlCht kiss 

IIDCIIY MOUITAII omaa 
INIUT IAIIDWICII 

11'11ACII PIE 
POPCOIII 

.A. Receivers' head backinC of the ball ls very welcome 

Playrnaker contlOls on offense (abon) allow lltuenef to get 
open and on defense (below) for the safeUes to shift 

18 

F
or a sports developer like EA Tiburon, the question 
comes up every year. Who do you please: pick-up-and
play fans of the series or the hardcore sim guys? It's 

not an easy decision to make. This year's Madden asks: 
Why not try to do both? 

EA Sports representatives GOOD DEPTH 
told us that the new Playmaker 
controls (allowing the QB to MAKES IT HARD 
dictate receivers to break 
out of their routes via the 
right analog stick when you TO BEAT 
move out of the pocket) were 
designed specifically for cover star Michael Vick. Well, for 
those of you who like to sit down and play a wide--0pen game 
of football, you'll appreciate the options this gives you. The 
new play-calling menus offer other gameplay bonuses, such 
as additional plays, formations, and personnel packages to 
tinker with. To counter your plans, defenses have an extra 
nickel formation, the ability to rotate the coverage of their 
safeties, and a run-stuffing option. On top of this are a host 
of momentum-based animations that scream realism. 

To the hardcore sim crowd: Prepare to have your mind 
blown. The Owner's mode brings depth that is unparalleled 
in any other sports game - period. Not only are you in 
charge of the team's finances (including determining 
signing bonuses for contracts), but you control its very look. 
Redesign your stadium, change the uniforms, rename the 
franchise, or move the team. Even the hot dogs fear your 
power. Coaches and trainers have been added to the mix to 
aid your Super Bowl quest, and the Mini-Camp minigames 
are back and better than ever. A pass-catching drill is new, 
as is your ability to add stat points to players that run these 
drills well. As with any team, Madden brings up concerns 
heading into the season, including having more over
the-shoulder catches, smarter defensive backs, and the 
elimination of the dreaded "catch-up Al. • 

can fans have it both ways? Yes. Pick-up-and-play people 
will enjoy how open and intuitive, yet complex, the game 
can be. Madden's greaUy expanded online plans (PS2 only) 
open up a whole new wor1d to the casual player, giving 
everything from broadband to voicechat to numerous ways to 
structure your tournaments and play style - including a way 
to cut cheaters out. GameCubers can hook up their GBAs 
to get exclusive Madden cards, as well as see cheerleader 
animations, stats, and suggested plays on their handheld. 

DEPTH CHART 
(Preseason Estimates Only) 

Frontend Gameplay Online Graphics 

Madden ,lult kNpl plcklnt ....... Slmllll' to Mlcliael Vick In real Ille, tllt quNtloll 
....... • to wlletlltr ICl'IIIIIIIIC QBa - tllt futln. How UMlul or wel lnlplllwd8d d 
tllt ,..,....., c:ontroll far tllt qlllllerbllckl bl? In terms of frontend ......... OWner'I 
IIIOde .. - absolute~-



After a relatively successful first year, Microsoft rested 
on its laurels and released a follo=p title in 2002 
that was largely unchanged. Big mistake. Like the 

Redskins' coach Steve Spurrier, the company found that it 
couldn't hang with the big boys. Welcome to the video game 
NFL, where there is no offseason. This year, however, lessons 
have been learned and changes - even innovations - have 
been implemented. Now that's more like it. 

a fly pattern and you need to throw it over the shoulder 
opposite the defensive back to avoid the pick. The Read 
and Lead system also brings out Fever's added animations, 
with behind-the-body catches and more. Gang tackles are 
abundant this year, and the character models and faces 
have been tweaked. 

Defenses have their own tricks, too. Before the snap, you 
can send linebackers on fake blitzes, shift the line, and your 
DBs can be told to cover either on the inside (to jump on 
quick slants) or outside of a receiver (to guard against fly 
patterns down the sideline). The question remains, however, 
as to whether or not defenses will be able to guard against 
the bomb pass - as well as the running game - which has 
been so effective for offenses in previous editions of Fever. 

This year's changes should make online, through the al~ 

Leading the charge this year is the Read and Lead 
passing system. After the snap, the player will have control 
of a reticle on the field through the right analog stick. You 
position this to wherever you want to throw the ball and 
then you fire away. The benefits of this are many. Not only 
does it add an extra dimension of skill to your air attack 
(you can also use icon or trigger passing); it allows you 
more precision than before. Maybe you 
have to throw it to the sideline on a quick NEW BLOOD BRIGHTENS 

inclusive XSN network, even more 
enjoyable. The ability to create your 
own tournaments through a variety 
of filters is cool, as is having your 
entire Microsoft sports bio handy. 

out pattern so the cornerback doesn't 

jump on the ball and intercept it for a quick FEVER'S PROSPECTS 
six. Or, perhaps the receiver is running 

DEPTH CHART 
(Preseason Esumates Only) 

A Here, Collins can use Read and Lead to either hit Shockey 

In the flat or throw Toomer a lade to the sideline 
Frontend Gameplay Online Graphics 

• SCOUTING REPOll1 • 
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the rwt oftlle...., ......_It ... to 111......, ... •* w-.m to 
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At Sony's E3 press conference this 
year, the company celebrated its 
new online partnership with EA 

Sports. Wait a minute. Doesn't Sony itself 
make Madden rival GameDay?! Despite 
this obvious disrespect, 989 and developer 

changes), tournament options 
GAME DAY IS STARTING (up to 64 participants), and even 

TO ADDRESS ITS 
a real-time sports ticker that 
keeps you updated on all the 989 
online games being played at that 
particular moment. 

RedZone are working overtime to bring their AREAS OF NEED 
product up to speed, and oddly enough, 

Last year, GameDay trumpeted 
an all-new engine. For 2004, the 
overhaul continues. Everything GameDay is sporting a very robust online 

component - take that, EA Sports! 
While Xbox owners have bragged about having voice 

technology before everyone else for online play, GarneDay 
is taking things one step beyond. Voice recognition has 
been added, allowing you to call plays, check hot routes 
at the line (the number of which have doubled), and even 
talk in the huddle with others on your team. Imagine the 
guy controlling Keyshawn Johnson screaming at you to 
give him the damn ball! Apart from this, Sony is putting 
together an online package that includes synchronization 
with a 989 website (including a message board covering 
both your PS2 and PC), weekly roster updates (with rating 

in the looks department has been redone. Totally new 
models, more dynamic lighting and shadows, detailed fields 
and stadiums, and a bunch of new animations are just the 
beginning. Beyond simply being neat to look at, the latter 
addition is very important. Whereas before your offensive 
tackles used to be very stiff in their pass protection, now 
they'll block more realistically and actually slide out to form 
a true pocket. Likewise, the improved pass-catching Al will 
bring out more animations than ever, such as sideline grabs. 
To round things off, GarneDay's playbooks are the result of 
RedZone watching hours of official NFL film to make sure 
that teams' formations and tendencies are correct. 

• IICOU1JNtl REPORT • 
,,. ............. ....., .............. llllt ............ ..,, ...... ......., 
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M idway's Blitz once labored under a curse similar 
to the Cincinnati Bengals: different year, same 
lousy results. Like the Bungles, this franchise 

is undergoing significant changes. Unlike them, however, 
Midway looks to be set 
for a breakout year. The 
series has switched 
to 11-on-11 play, and 
this has opened huge 
doors for the game - but 
without taking away from 
the bruising hits or fast 
action that it is known for. 

The changes this 
year have made Blitz 
a legitimate contender 

ANEW 

DIRECTION 

REVITALIZES 

THE FRANCHISE 

among the sim titles. This is because it gives players 
many of the staples of the realism-based games. Offenses 
can give their Impact Players hot routes, defenses can 
blitz on the fly, and there 's even a running game. Best 
of all, Midway is working really hard to make its players 
think and react like they would in real life. Sure, you' ll 
still have those leaping one-hand catches by receivers, 
but you'll also see DBs cover their zones like they should 
or offensive linemen pull and block accurately. All of this 
takes place at the fast pace you're used to, not to mention 
the post-play late hits - which include taking out players 
and coaches on the sidelines! 

Blitz Pro even has a Franchise mode. In proper Midway 
fashion, it adds a twist to the usual lineup of stats and 
roster management. Do well and you'll earn points you can 
apply to your player's attribute ratings. We've been told 
there are over 30 different ways to earn these points, such 
as a blowout bonus (beating someone by more than 20), 
defeating a division rival, or having a player rank among the 
NFL's elite in stats. In exhibition play, you can spend these 
points at the Blitz shop, where things like fantasy teams 
can be unlocked. 

Not to be outdone, Midway is also competing in the 
online (PS2 only) arena. Apart from using voice chat, the 
game is instituting an awesome tourney system. The Blitz 
Pro Tournament will consist of five tiers, with everyone 
starting on the bottom. In order to move up the ladder, you 
have to play 10 games with different teams, and those with 
a certain record can move up to the next tier. Fail that, and 
you'll be bumped down into a lower level - although you 
still have a chance to work your way up again. Champions 
should be crowned about every month, and will be awarded 
various prizes. 

DEPTH CHART 
(Preseason Estimates Only) 

Frontend Gameplay Online Graphics 

A Nothlnc feels better than bowline over the coach 
who cut you ITom your old team 

A This game has lost none of Its Blitz flavor 

& Goallne braaJn& can make you 
couait, up the ball If you're not careful 

A Blitz Pro's commentary contains muslnp on Corley 
Romano, microwave beef Jerky, and t h a A FL -

the Azerbaijan! Football Lea&ue 

• SCOUTING REPOll'J' • 
Midway II tr,in, to bit the belt of boll! worldl, 111d It Ju1t 1111.-it WOik. If Bitz Pro can tune the Al 
IO 1lllt ....,.,. make lffllrt cholcN on the 1111d, then lt'I IIIW9 a IPMt oomlllnllllan Ill boMI strat
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FABLE 
WHAT A TALE WE HAVE TO TELL 
Ever since we broke the story on 
Peter Molyneux's epic Xbox action/ RPG, Fable, back in January, 
gamers around the world have been waiting with bated breath 
for the title to arrive on store shelves. Unfortunately, recent 
reports have confirmed our suspicions that the game is going 
to slip to a 2004 release date. Let's hope that Big Blue Box and 
Lionhead are making the most of their time, as this is one of 
the games that Xbox fans are counting on. From what we saw at 
a behlnd-closed<Joors demonstration of the title at E3 (hosted 
by Molyneux himself), Fable certainly looks to be coming along 
nicely. 

•one thing [I've noticed] with role-playing games," com
mented Molyneux, ·rs quite often the world doesn't seem to 
notice that I'm doing anything heroic." This observation goes a 
long way towards illustrating what makes Fable such a unique 
experience: the constant interaction and cause-effect relation
ship between the player and the world. 

Like any good RPG, Fable's basic gameplay structure revolves 
around accomplishing various quests. However, the 
way that you complete these quests will depend on 
just how daring you are. Throughout the world are 
many Hero Guilds, where you go to get quests and 
address your adoring fans. On these platforms, you 
can increase the stakes of every quest though the 
"boasting" system. For example, we saw one of the 
developers bet a portion of the 100 gold coins he was 
to be awarded for saving five maidens by claiming he 
could do it without health power-ups, without weapons, 
and finish in under three minutes. 

With the money you earn, you'll be able to buy items, 
weapons, and even houses. For those of you with aris
tocratic ambitions, you can purchase titles like "Slayer 
of the Longsword" (might we suggest "Farmer Ted, 
King of the Dips• •ts?"). Of course, Molyneux revealed 
that some Lionhead game testers are actually doing a 

little dastardly insider trading by sneaking into towns during the 
night, killing shop owners, and then buying up the stores the 
next day at fire-sale prices. 

Certainly, we would never endorse that type of behavior. 
Unfortunately, it seems like the saucy boys at Big Blue Box have 
a few other rude skills for you to pick up along the way. By far 
the most impressive aspect of Fable we saw is the advanced 
learning system that has been put in place. Walking through the 
world, if you see an NPC engaging in some activity you've never 
seen before (these could range from combat moves to new 
vocabulary words), an icon will appear over them. All you have 
to do is assign that skill to one of your eight d-pad slots (more 
can be saved to be swapped in and out), and you have now 
acquired that ability. While most of you will use this to gain new 
tactics, we have heard that some sickos in Fable have already 
learned how to belch, fart, and relieve themselves at will. 
Conker, eat your heart out! As you can tell, in the world of Fable, 
the possibilities truly are endless. 

■ STYU 1 ·PIAYER ACTION/RPG ■ PUBUSHER MICROSOFT■ DIVILOPIR BIG BLUE BOX/UONHEAD STUDIOS 
■ RILIASE 2004 





PLAYSTATION 2 

JAK II 
JAK: BACK, AND BETTER 
THAN EVER 

In our Jak II cover story (Issue 120), Gane lnfomler was alk:,,yed to spill the 
beans on the sweepif'€ ~ beif'€ implemented by the Naughty Dog team. This 
time a-ound, )00'11 be doif'€ evet)ttlif'€ from pilotif'€ flyif'€ vehicles and blastif'€ foes 
with a host of higtHech armcments to bustif'€ tricks on a hollertloard. As generous as 
the boys were with us, there were still a few details left undisclosed. 

'M'.ile we did get Naughty Dog's Jason Rubin to confirm that Daxter would indeed 
be a playable character this time a-ound, he was a little ~ as to just v.tlat kind of 
gcmeplay this would entail. Thankfully, our welij)laced mole in Santa Monica has OOH 

lJl1CO'&ed the inside scoop on Daxter's antics. AltholWI he will only star in a few 
sequences, Jak II will see him stretchif'€ far beyond the secondbanana role he 
played in the first act.<enture. 

A rouple of the girne's numerous minigan'les will star Daxter, 
one of l'Alich will see the little 'l)Jof tryif'€ to beat OOMI vermin in 
a variation on the familiar "vmack-amole" arcade anll.lsemenl 

Another, much more interestif'€ diversion will be S1yled after ~ •s 
Parappa the Rapper, and may even (oh God, let this be true!) see Daxter 

flaunt his skills on the microphone. Booyah! 
Anally, Daxter will partake in a chase sequence that serves as a tribute of sorts to Crash 

Bandicoot, the fi'anchise that put Naughty Dog on the map. As those beloved PSone titles made 
so famous, Daxter will be runnif'€ to.vard the screen, beif'€ pursued from behind by a mysterious 
nemesis. Could this foe be Dar1< Jak, our hero's evil alter egp? 

Speakif'€ of D811< Jak, we also learned that his abilities will be much @'eater than we had 
previously ~t In addition to beif'€ nearly invincible, Dari< Jak will have four additional 
corrbat po,yers - inciudif'€ a J)O,'lerful shockwave and an ice uppercut that freezes opponents 

in midair. Dar1< Jak must have been hittif'€ the~ as well, because we hear he OOH has 
the strergth to kick he8',o/ vehicles out of his WfJf like David Becid1an on steroids. 

As ~these revelations weren't enough, we've also hecl'd that the girne's cut.scenes 
have been OYerhauled to gr..e them a cinematic punch that Naughty Dog hopes will 
lend Anal Fantasy a run for its rnonef. That's ~-there will be more than snippets 
of an old geezer ranillif'€ on about his yakc11/s! This time )00 can expect epic action, 

@'aPhical fireY.Orl<s, and shockif'€ plot twists. 
As )00 can see, Jak II is an incredibly deep girne that sounds better each 
time we get a new update. This fall, Na€Jity Dog should take the action/ 

platform cro,o,n once $n. 
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PLAYSTATION 2 / PC 

FINAL FANTASY XI 
COMING SOON ... REALLY 
After a year of uncertainty, Square Enix has at long last 
confirmed that Final Fantasy XI is coming stateside. Beta testing 
Is currently underway for both the PC and PlayStation 2 versions, 
and from what we hear, localization is coming along smoothly -
which should result In a late 2003 release date for the PC version 
and earty 2004 for the PlayStatlon 2 iteration. 

If you plan on purchasing the PlayStation 2 version, make sure 
that you are wearing jeans with fairly deep pockets when you 
head to your retailer. Not only will you be required to purchase the 
game, a Network Adaptor, and your choice of broadband or dial-up 
service, you'll also have to fork out the cash for the PlayStation 
2 Hard Drive and Square Enix's monthly PlayOnline fee. Topping 
it off, to streamline communication with other players, a USB 
keyboard (preferably Logitech's Netplay Controller) is an absolute 
necessity. All told, Final Fantasy XI could very well make Steel 
Battalion look like the bargain of the century. PC users, on the 
other hand, simply need the game and the service. 

That's not to say that you won't get the bang for your buck. 
The game itself can be played ... well ... forever. With gameplay 

architecture stylized much like the PC hit EverQuest, you could 
very well lose your life trying to level up your character or unearth 
a rare weapon. Exploring new lands, teaming with allies, accepting 
missions, and doing what you can to help your nation are the 
driving forces behind gameplay. 

Interestingly, Final Fantasy XI is a cross-platform title. This 
means that the PlayStation 2 and PC versions link together to the 
same world allowing users from both platforms to communicate 
and quest together. 

Outside of the game itself, Final Fantasy XI comes packaged 
with the PlayOnllne Viewer - a portal to a host of applications 
such as free email, chat rooms, downloads, and an ever-handy 
Friend List. The game is also equipped with the wildly addictive 
card game Tetra Master, which can be played either solo or 
against other users online. 

Since the Japanese version released well over a year ago, 
Square Enix is throwing U.S. gamers a bone and is Including the 
expansion pack, Rise of the Zilart, in the packaging as well. 

RACES ~:~ 

When the game begins, players will be asked to create a character. In total, there are five different races to choose 
from. Each race features a number of customization options (such as the style of hair, eyes, etc). 

AlleCJance: Republic of Baltok AllegJance: Republic of Baltok AllegJanco: Foderatlon al Wlndurst AllegJanco: Uvtnc wit!, the 
The Humes are the most balanced race in the game When It comes to sheer These little cutles may not look like a powerful race, T1rutaru In Wlndurst 
and can transition Into any job. In the Japanese strength, the Galka (a mal&only but their magical abilities are second to none. As you The Mithra are great hunters 
version of the game, the Humes are the most popular race) excel in hand-tonand can probably guess, the Tarutaru make the best Black. and thieves. The race Is 
race - mainly because players model their characters combat. To much surprise, they White, and Red Mages. predominately female (maies 
after themselves. It's also the easiest race to pick up also make great monks. are not playable but are In 
and play. the game). 

Allegiance: Kln&dom of San d'Orta 
Confident in their fighting prowess, the Elvaan exhibit 
exceptional strength and make great warriors. The 
Elvaans' high Mind and Vitality can also be tapped to 
make a respectabie Red Mage or Monk. 
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THE ONLINE KINGDOM 
The world of vana'diel is divided into three warring countries: Windurst, Bastok, and San 
d'Oria. Players will be able to select which nation they choose to side with. Your country 
and its townsfolk will present Missions and Quests to the player. Missions give players 
a glimpse at the mysteries of Vana'diel, whereas Quests unearth more of the underlying 
storyline. Once a mission is completed, the player's Mission Rank will rise. When a quest 
is finished, your nation's people will reward you with items and information. To go even 
deeper, at the end of each week, all three of the nation's Conquest levels will be evaluated 
and ranked by the game. The empire that comes out on top will be rewarded greatly. To 
raise your federation 's Conquest level, players will need to accept Signet missions from the 
town's guards. 

REPUBLIC OF BASTOK 
This powerful industrial and mining city was established by Humes and is 
surrounded by the rocky wastelands. 



TRUE FANI 
LIVE ONLI 
BIG ADVENTURE NOW INTERNETI 

LIVING-INGI 
l..eYel-5 has implemenled a IUTber fl ~ fea
tures that should ensi,e that every tunan<:ontrolled 
character is unique in appecrcince. For starters, the 
game has an incredibly deep character generator that 
allows players to tweak everythi1'€; rigJ1t down to the lip 
color, hairstyle, and facial shape. As the game lXlfolds, 
the appearance of your character will chal'€e in accor
dance to how you pla;. If you run out of food and your 
character goes hungry, his or her physique will W<JN 
frail and thin. If you chose blacksmith as a profession, 
the character's arms will become brawnier. Not only 
will the physical appearances change, their abilities will 
too. For instance, if you do something that adds weight 
to your character, ruming will be hindered. 

TRAVEL FOR THE WEARY 
Running for minutes on end seems to be a recurring most massive 
is still an option in True Fantasy, players can also choo I in style. Horses 
be mounted and ridden to your heart's content If you with a party, 

The masterminds behind the Dark c1oud 
series are quickly becoming the goto developer for triple-A role
playing games. Not only has Leve~5 been enlisted to develop 
the next installment in the Dragon Quest series, it is creating 
True Fantasy Live Online - a massively multiplayer online RPG for 
Microsoft. 

Within True Fantasy, hundreds of players will be able to inhabit 
the same land and quest together. Thanks in part to voice com
munication support, forming teams and coordinating attacks will 
be a breeze. As is the case with most MMORPGs, True Fantasy is 
entirely open-ended. You'll have the ability to go wherever you like 
and do whatever you desire. Tired of adventuring? Why not settle 
down in a village and become a cook or tailor? 

From what we've seen thus far, True Fantasy is shaping up to be 
a serious contender alo1'€; with Final Fantasy XI and the Phantasy 
Star Online series. The combat system is incredibly smooth and 
just as complex as it was in Dark Cloud 2 and the ce~shaded 
graphics are just as beautiful. Unfortunately, a release date - let 
alone a season or year - has yet to be determined. 

AN EYER-EXPANDING WORLD 
The wond ofTrue Fantasy is as alive as a digital wo~d can be. 
Cities are bustling with merchants and fellow citizens, time passes 
(at an exaggerated pace), and thanks in part to the ability to 
download new content to Xbox's hard drive, new locations and 
structures will be added on a timely basis after the game ships. 
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PLAYSTATION 2 

RESIDENT EVIL OUTBREAK 
INTER{NET)CONNECTION 
When we first heard about Resident Evil Outbreak, 
we were extremely intrigued about how this new chapter in the saga 
was going to mesh with what we'd come to know and love. Was it 
going to be a free-for-all 
full of zombi~pping 
vigilantes? And how was 
multiplayer going to affect 
the puzzles and scare 
factor? After getting some 
hands-on time with the 
title, we can safely say 
that Outbreak's slightly 
different approach keeps 
all the core elements you'd 
expect from the franchise. 

The game is structured 
around chapters and the 
grouping of up to four 
characters per segment. You start out by choosing from one of 
eight characters, each with their own specialties. Some may begin 
with weapons (Kevin); while others' purpose might be the ability 
to pick locks (Alyssa). Further adding to the unique nature of each 
character, cutscenes are experienced only through your player's 

viewpoint. Also, several different endings are possible depending 
on how you and your crew work together throughout the game. As 
always in Resident Evil, there are even some instances when you 

will be left on your own - alone 
and vulnerable - to join up with 
a party later. 

While it may seem harder 
to keep the suspense when 
environments are more wide 
open and you are no longer 
all alone, fear enters because 
your sense of desperation is 
heightened. You might have to 
fend of zombies with a shoulder 
charge while another character 
fumbles trying to get a door 
open. Trust us, your heart 
will race. 

Capcom has not divulged the fee structure for Outbreak yet - but 
whether you want to tie your fortunes in a zombie-infested Raocoon 
City with the fate of others, or would rather try and go at it in the 
singJ~layer offline experience, this Resident Evil should be a bold 
chapter in the series. After all, you can even become a zombie! 

■ STYU 1-PIAYER ACTION/ ADVENTURE IUP TO ,1-f'IAYERS VIA BROADBAND ONLY) ■ PUIILISNU CAPCOM 
■ DIVILONR CAPCOM ■ ULIASI WINTER 

THAT'S WHAT FRIENDS ARE FOR 
Because of the unique abilities and items for each 
character, working together is paramount to staying 
alive. For instance, in one scene we played, we started 
out in a bar being overrun with zombies. After we all 
independently searched the nearoy rooms for items, we 
figured out that one person held the key to an escape 
door. After regrouping on a landing past a set of stairs, 
we came across more zombies and - just in time -
some herbs. True to Resident Evil's usual scarcity of 
supplies, we had to hesitate before we grabbed them 
all, as some had to be left for the other players, and 
thus the good of the party. Similar cooperative situ& 
tions will oome up time and time again in the game. 
Sometimes, it'll be helping catch your newfound friends 
after they jump across a chasm, or you'll be escorting 
a wounded - but still vital - member of your team to 
safety. Capcom will have set text messages you can 
send to those in your party, but whether the game will 
support IIOioe chat has not yet been announced. 



PLAYSTATION 2 I XBOX I PC 

NASCAR TH 
2004 
ON THE LEAD LAP 
The field of NASCAR games has 
narrowed to just one this year (on all systems), 
but that doesn't mean pole sitter EA Sports won't work 
hard on race day. Graphically, the series seems unchanged 
in many ways, but more effects bring the beating and 
banging alive. Smoke and sparks abound, crashes are 

more spectacular, and you can even blow a tire. 
Rookies will find more info to help them along (like the 

SpeedZone Morial/minigames), while veterans can dive into 
40 new Lightning Challenges, Happy Hour, a deeper Career 
mode, and more. Online includes peer-to-peer racing, and EA 
Sports has just told us Thunder will support voice chat. 

■ ITYU 1 TO 4-PIAYER RACING (UP TO 28-PIAYER BROADBAND OR 18 VIA IAN) ■ PUIWIHU EA SPORTS 
■ DI YILOPIR EA TIBURON ■ ULIASI FAil 

OF JOHNSON RODS 
AND GARAGES 
Last year's Career mode has been 
overhauled for the better:13oth the menu 
system and the R&TI ~ion of )'OIJ' shop 
have been replaced to make things easier 
and more intr~in{.--Upgrade_µo your 
Cc![ must be tio;igt,1 throµglrtne garage. 
B~ a Aowbeifh and you'll get a boost in 
your ride's power. By purchas~s. you 
can then get an Engine ~r. which 
increases engine fficlency, as well as 
decreasingyour repair or overhaul costs. 
All tokl;"these additions make the learning 
curve for your career both easier and a 
whole lot more fun. 
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EAT IT, GORDON! 

·Yaj,"ii_,ifo1_ - 14 601 , 

,/bes{,:!ap _ •:···.··· 

We all hate Jeff Gordon, but here's your chance to really 
go out and prove yourself against the SOB. NASCAR 2004 
takes the usually stale opponent Al and injects some real 
life into it, through opponents who really can treat you 
like a friend or foe. Crumple a guy's back fender, and he'll 
do a lot worse to you the next lap around. On the other 
hand, teammates (or someone you've already treated with 
respect) might help you draft or pass instead of slamming 
the door in your face. Pre-existing, real-life rivalries and 
friendships have been included, and you'll see them 
illustrated during races via a handy icon system. This new 
dynamic really brings out the passion of the sport. During a 
season or career, a constant tally of allies and enemies will 
be kept, included a rating of how much your peers respect 
you, so you can watch the drama unfold all year long. 
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PLAYSTATION 2 I XBOX I GAMECUBE 

TRUE CRIME: 
STREETS OF LA 
A CITY WITH EVEN MORE VICES 
It's been a while since we last brought you the 
lowdown on what's crackalackin' with the seamy underbelly of 
Los Angeles in True Crime. We blame it on those dang Map to the 
Stars' Homes things they sell on Hollywood Boulevard. Did you 
know that Alex Winter, better known as Bill S. Preston Esquire in 
the Bill and Ted trilogy (including the little-known third installment, 
BIii and Ted: More Than Friends), lives in the back of an In & Out 
Burger? He must get discounted rent for slicing onions part-time. 
He signed our napkin and quickly ushered us out the back door. 

True Crime will evoke comparisons to the Grand Theft Auto 
series, and for good reason. You can drive a bunch of different 
vehicles, you shoot people who cross you, and it has non-linear 
aspects to the missions. But, the fact that True Crime won't let 
you rock a van with a lacly of the night isn't the only thing separat
ing these two games. Streets of LA's star Nick Kang is on the 
good side of the law. He doesn't jack cars; he commandeers 
them. He only kills guilty people; of course, some are only guilty of 
jaywalking. but hey - when you fight the law, the law wins. 

This batch of screenshots highlights the gun battles and fist
fights of True Crime more so than the cruisin'. The out-of-vehicle 
stuff doesn't take a back seat to the driving in the least. Unarmed, 
Kang possesses a formidable hand-tCH1and offense. Kicks and 
punches are thrown like one-liners at a comedy club. Things get 
more advanced when you travel to various dojos in the environ
ment to learn a few new skills. They're a bit like Neo's fight with 
the Oracle's protector in The Matrix Reloaded. Cool combos, 
grapples, and stealth attacks will all be at your disposal. 

Sometimes, you need to fight fire with fire - though our source 
at the Minneapolis Rre Department seems to disagree. When the 
action gets really heated, Kang can unload ammo with the best 
of them. The targeting here looks much more honed than Grand 
Theft Auto, and more obvious than The Getaway's. It even allows 
for aiming at multiple enemies. Hong Kong action staples like 
slow-motion dives spice things up, and there's also a heavy dose 
of wal~slinking. 

The city of LA isn't just mentioned in the title; Los Angeles is 
faithfully reproduced street for street in this game. This encom
passes hundreds of square miles that include Bever1y Hills, Santa 
Monica, and Hollywood. From what we've played, the attention 

to detail is impeccable. We saw the big Hollywood sign, the Walk 
of Fame, and even the hotel we stayed at during E3 (we love you, 
Red Roof lnnl). 

The voiceover cast emulates this LA st)1e, with a flurry of 
famous stars. Christopher Walken, Gary Oldman, and Romeo 
Must Die's Russell Wong highlight the list. All the pleoes are in 
place for True Crime to be a blockbuster game. We'll find out for 
sure soon. 
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GAMECUBE 

PIKMIN2 
IT'S FUNNY WHEN THEY SCREAM 

Captain Olimar is in some trouble. 
While attempting to rebuild his ship within 30 days during the 
first Pikmin game, his company went bankrupt. To save it, Olimar 
must pay off a whopping debt of 10,000 Pokos. This time 
around, the premise requires Olimar to return to the planet he 
just escaped and salvage treasure in order to save his ailing 
company. 

If you missed the first title, the gameplay in Pikmin is a mixture 
of strategy, puzzle, and action. You preside over a bunch of 
little flower bud-like creatures called Pikrnin, of which there are 
various types with different attributes to aid you in solving the 
numerous kinds of puzzles. Some Pikmin can carry bombs, 
some can swim, and others can survive in fire. Thus far, we only 
know of two new Pikrnin: the large and stout purple Pikmin, and 
the small and quick albino Pikmin. Their specific abilities are, 
unfortunately, still unknown. 

In Plkmin 2, Olimar will have the help of his partner Loozy 
(Olimar = Mario? Loozy = Luigi?), who will try to nab goodies 
and command faithful troops. By pressing the Y button, you'll be 

able to switch characters on the fly and take teams to separate 
areas. Nintendo has also made selecting different color Pikmin 
easier by mapping them to the d-pad, which should make acci
dental deaths less frequent. 

The gameplay will still be broken down into days, but there 
won't be a limit as to how long you can scavenge -encouraging 
more exploration of the environments. The locales seem to be 
on par with the original, but now you'll be taking your Pikmin into 
underground caverns. Each cave that you enter will be randomly 
generated, so no two will be the same. 

Pikmin 2 will also feature two-player split-screen modes, allow
ing you and your buddies to team up for some Pik.<fude action. 
You can either cooperate to accomplish level goals together, or 
race to collect the most Pokos. 

With the addition of multiplayer possibilities, unlimited days, 
and randomly generated caverns; Pikmin 2 is shaping up to be 
a meaty sequel. Just remember, albeit fun in a sick and twisted 
way, killing your Pikmin isn't advantageous. 
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PLAYSTATION 2 

STAR OCEAN: 111.L 
THE END OF IIM 
ITS TIME WILL COME - EVENTUALLY 

In last November's issue, we broke the story 
on Star Ocean, the highly anticipated PS2 role-playing game. 
That's right, we were first. That makes everyone else the 
worst - you included, tough guy. Since then, we haven't 
heard much of anything about the title. Much of that veil of 
silence can most likely be attributed to the merger between 
Square and Enix, and the upheaval that accompanied it. 

Few major changes have taken place since our feature, 
but loads of polish and a ton of tweaking have been 
instituted. At this year's E3 convention, the game sat 
sandwiched between the upcoming Final Fantasy titles, X-2 
and XI, and was in playable form. It's shaping up nicely, 
though it's still a few agonizing seasons away from release 
in the U.S. 

Games like Suikoden Ill and Xenosaga have taken RPG 
plot lines to the next level. Star Ocean is definitely up to the 
challenge. The galaxy is split into three commanding entities. 
Prime protagonists Fate Unegod and Sophia Esteed are 
just chilling on a resort planet when it's brutally attacked by 
the smallest and least threatening of the factions. The two 
escape the ensuing chaos, but have to face 
the fact that it may be them specifically that 
this federation is after. Throughout the journey, 
many other faces will join their cause. What's 
so special about these two, anyway? We don't 
know, but we're sure the tale will unfold over a 
few dozen hours of gameplay. 

Speaking of gameplay, Star Ocean tries 
doing some things to set it apart from the 
mooing herd. The battles don't occur randomly; 
instead, enemies show up in the overworld and 
skirmishes only happen when you touch them. 
Once the lines have been drawn, you have a 
variety of attacks. Up to three heroes can be 
in the battle at once - like Final Fantasy X. You 
take control over one of the trio, and can either 
issue commands to the others or let their Al 
take care of themselves. However, switching 
which character you're in charge of is extremely 
easy. Special attacks, magic, and status 
changes are all here. 

Other, not so obvious, 
facets give Star Ocean 
its originality, too. For 
instance, stereotypical 
shops aren't here, per 
se. Instead, you must 
collect the raw materials 
to create your own 
weapons and items. This is 
done using a junction system, similar 
to the one in Final Fantasy VIII. What you come up with 
depends on the properties of the resources, as well as who 
you take them to. 

A lot has changed in the RPG genre since we got our 
first look at Star Ocean: Till the End of Time. Does it have 
what it takes to contend with the heavy hitters? With FF 
X-2 going an alternate route and FF XI doing the MMO 
thing, this is likely Square Enix's flagship "traditional " role
playing game. That is a coveted spot, and not one to be 
underestimated. 
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UNREAL 
TOURNAMENT 2004 
MILKING IT? 
Unlike the additions for the original Unreal 
Tournament, which players could download for free, Atari will 
charge gamers for these yearty installments. Yes, to remain 
in line with the present trend of onllne titles, Atari (like a 
dealer) is going to make you pay to support your addiction. 

Foremost, land, air, and space-based vehicles will be 
available. Atari hasn't confirmed whether players will be 
able to employ them in current 2K3 modes, although it's 
a reasonable guess that they won't be, as most maps 
simply aren't conducive to vehicular combat. However, the 
developers could design maps for present game modes that 
would suit one or all of these vehicles. 

It's more likely that Atari will relegate vehicles only to the 
two new game types: Assault and Onslaught. Assault makes 
a welcome return from the original UT, and basically requires 
one group to invade a base and take control of it. The other 
team must simply defend. In one scenario, players will 
engage in space combat and attempt to down or defend a 
Skaarj mother ship! 

Oetails on Onslaught remain scarce, but it resembles 
Domination in that teams must vie for command of certain 

control points. Onslaught's maps will supposedly be large 
enough to accommodate each of the three vehicle types; plus 
players will have access to new Onslaught-exclusive weapons 
like the Spider Mines. 

Atari will add a number of peripheral features so as to 
streamline 2K4. A new user interface (UI) will make scrolling 
through menus less tedious and allow for greater filtering 
options; and for those of you into building Mods, you can 
actually create your own UI! Next, Atari has decided to 
integrate UnrealTV completely Into the server browser in 
order to permit hundreds of people to view matches with 
hardly any impact on server performance. Finally, players with 
microphones and 3D audio capability can take advantage of 
the enhanced audio chat system. Although it sounds fancier 
than its actual functionality, it's still welcome. Enable it and 
players can specifically detect in what direction a teammate's 
voice emanates from! 

If you're new to the series, you need to purchase both 
versions to enjoy the full package. However, Atari will at least 
include the two 2K3 bonus packs so that you don't have to 
waste time and energy trying to download them. 
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EVERQUEST II 
THE EVERCRACK STRIKES BACK! 

SOE's press release states that EverQuest 
II is ' based 500 years after EverQuest, and is a new and 
different game experience in a changed world marred by a 
fantastic life-changing event.· What that life-changing event 
is, Sony Online isn't saying; but we do know that players will 
climb their way into this new massively multiplayer online 
RPG by creating their own unique character from 16 races 
and 48 classes. 

If the thought of 48 different classes doesn't get your 
head spinning, the player creation options will. We asked EQ 
II art director Stuart Compton how many options there were, 
and he answered us with an "Eep!" 

"I'm not good enough at math to do a permutation 
computation on that scale. A lot? A whole lot?," he adds 
jokingly. "Let's deal with the categories; hair, beard (for the 
guys), facial features, facial texture, skin color, eye color, 
hair color, not to mention some special categories for the 
severely non-human races. · 

On the surface, that seems pretty general; but once the 
player gets a hold of the face-shaping options that enable 
a wide variety of manipulations, you'll realize that you can 
create, "tiny-nosed anime characters to Cro-Magnon thugs," 
according to Compton. 

There is also a new race in this sequel, the rat-men known 
as Ratonga. Compton describes them as "a top-notch thief, 
sneaky guy. They are small, maybe about dwarf size, and 
nimble. They are fairly sophisticated and intelligent." 

Of course, all of this character development goes to waste 
if there aren't some interesting dungeons to take your 
avatar into, and the development team has also expanded 
this portion of the game considerably. For example, the 
dungeons themselves are more interactive with the player. 
As you walk down corridors, dust settles from the ceiling and 
large mysterious crashes in the distance cause the entire 
passage to shake and hunks of rubble to fall. It's all very 
menacing - and very cool to see in action. 

Luckily, this is just the beginning of the list of 
improvements in the works for EQ II. There will be player
owned real estate. Motion-captured, highly detailed fighting 
animations that Compton states will feature, "a lot of variety, 
as we recorded several variations of each type of attack and 
up to 10 or more 'special' moves for each form or weapon.· 
In addition, look for a brand new quest system, a fantastic 
looking particle system, a new dedicated trade skill class, 
and player-controlled ships for travel. Prepare for your social 
life to end this winter. 
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HOMEWORLD 2 
FORM UP 

The first Homeworld title took PC gamers by the short ones and hasn't let go. Because of this stunning 
success, and because two is always better than one, Sierra has seen fit to give the world an overhauled look at a game that 
wrote its own rules. With that in mind, it must be remembered that sequels of successful games have a difficult task ahead 
of them. We, the gaming public, have expectations. Not only does the offspring need to live up to its parent's achievements, it 
needs to eclipse them for most people to be satisfied. It must look better and sound better, and it has to play better as well. 
The Relic team knows this, and from the looks of their charge, they are more than up to the challenge. 

SHELTER THE LEADER 
In many strategy-oriented games where a player groups 
large numbers of units together then issues movement or 
attack orders, the unit types tend to become snarled and 
confused as the faster subjects surge ahead of the pack 
and the rest play catch-up. Additionally, when attacking 
and defending, units are no more aware of each other's 
strengths and weaknesses than they are of their enemies'. 
This type of mindless dronery has officially ended. Allow 
us to illustrate: Let's assume that you've built a capital 
ship, and have a number of other supporting craft lounging 
around the vicinity. In comes an opposing force, bent on 
destruction. By grouping your units into what Relic has 
dubbed a "strike group," the Al will catalogue what types 

of ships you select, what their strengths and weaknesses 
are, and how it will be most beneficial to arrange them in 
a formation. As your newly formed strike group coalesces, 
you'll find that your capital ship is in a position where it Is 
most easily defended, and a few of the craft in your group 
will be tasked (automatically, mind you) with its support 
and defense. When the battle is about to begin, the Al will 
then look at your opponent and decide on the best method 
of attack - it won't sent units blindly to their deaths. If the 
battle is taking a turn for the worse, attackers will break 
off from their targets and aid in the defense of your larger, 
more vulnerable craft. Have you crapped yourself yet? 

■ STYU I ·PLAYER ACTION/STRATEGY IUP TO 6-PLAYERS VIA ONLINE) ■ PUBLISHIR SIERRA SlUDIOS ■ DIYILONR RELIC 
■ ULIASI AUGUST 26 

WHOA ... 
The imagery this game has in store for us is stunning. 
Look at those fantastic screenshotsl Everything from the 
painstakingly detailed textures to the excellent particle 
effects of the first Homeworld have been sent into the 
graphical stratosphere with Homeworld 2. When we saw the 
game in action, it was hard to believe the amount of care 
each and every environment and structure received to make 
it look its absolute best. Let's hope that most people will be 
able to run it on non uber-machines. But you need a new PC 
anyway, right? 
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PLAYSTATION 2 I XBOX I GAMECUBE 

BUFFY THE VAMPIRE 
SLAYER: CHAOS BLEEDS 
THE GANG'S ALL HERE 
Buffy the Vampire Slayer was a standout on 
the Xbox last year, so it's odd that Vivendi Universal and Fox 
Interactive have made some big changes for the development 
of Chaos Bleeds, a multiplatform sequel slated for September 
release. We were surprised to learn that the Collective, the 
team behind the first Buffy and the equally stellar Indiana 
Jones and the Emperor's Tomb, has not been hired on for the 
follow-up. Instead, workhorse development house Eurocom 
(which has worked on everything from Crash Bandicoot: Wrath 
of Cortex to James Bond 007: NightFire to Hydro Thunder) 
will be crafting the highly anticipated title. It 's odd, since the 
Collective did such a bang.up job on the ortginal, but one 
certainly can't argue with Eurocom's track record. 

Despite these changes, fans of the first Buffy should not 
worry that the game is going in a radical new direction. No, 
this is still very much the occult beat 'em up that you know 
and love - one with a few new tricks up its sleeve. Envisioned 
as a "lost episode" that takes place between shows 17 and 
19 of season five, Chaos Bleeds is a family affair that lets 
you play as six of the sertes' most popular characters: Spike, 
Willow, Buffy, Faith, Sid, and Xander. Even better, all the 
actors, except for Ms. Sarah "I'm too cool because I make 
out with Freddie Prtnze Jr. and was in Scooby Doo' Gellar, 
came on to do voice work for the game. 

Each of these characters lends their own twist to the 
basic, button-mashing brawling. For instance, Willow, being 
a witch, prefers to use spells like a fireball instead of her 
fists; while Xander, who's a bit of a wuss, must rely on 
weapons like crossbows to get his dirty work done. As 
before, you'll be able to pull off a startling number of unique 
combos (over 100 in all) with a minimum of button 
presses. Also, the developers were wise enough to 
keep the intuitive inventory 
management system that 
the Collective had created. 

Graphically, Chaos Bleeds 
is as much of a looker as its 
titular heroine. Even on the PS2, 
the character renders are detailed 
and crtsp, which is especially evident 
in the eertly realistic facial models. Eurocom also 
promises that the game will feature such visual eye
grabbers as volumetrtc smoke and lighting effects. 

So, what more is there to say, really? Buffy is sassy, 
spunky, and even - as TLC might say - crazysexycool! 
She's already a legend in TV-land, and is well on pace 
to becoming a feminine icon on the video game scene 
as well. 

■ STYLI 1-PIAYER ACTION ■ PUSLISHH VMNDI UNIVERSAL/FOX INTERACTIVE ■ DIVILON■ EUROCOM 
■ ULIASI SEPTEMBER 



PLAYSTATION 2 I XBOX I GAMECUBE 

X-MEN LEGENDS 
EVOLUTION DEFINED 

If there's one thing that Raven Software knows how to do, it's 
driving comic book fans absolutely stark-raving mad. We were recently treated 
to a behind-the-scenes sneak-peek at X-Men Legends that left us in complete 
and utter awe. Not only did the team-0ased gameplay look too good to believe, 
the graphical details (which were enhanced through 720p widescreen support) 
rivaled the likes of Baldur's Gate: Dark Alliance. Up to four players will be able 
to quest together in an adventure that should consume at least 30 hours of 
your life. You'll be able to suit up as 15 different X-Men who can level up and 
join specific teammates for tag-team special attacks. As irresistible as this 
game is shaping up to be, we're just going to have to sit back, control our 
drool, and wait for the game to ship in fall 2004. Excelsiorl 

■ ITYU 1 TO 4-PIAYER ACTION/RPG ■ PUaUIHIR ACTIVISION ■ DIVILOHR RAVEN SOfTWARE ■ ULIAII FALL 2004 



PLAYSTATION 2 

MAFIA 
THIS LITTLE THING OF OURS COMES TO PS2 
Sure, Mafia took a few cues from the 
Grand Theft Auto series, but Illusion Softwor11s definitely took 
Rockstar North's blueprint and turned it into an experience 
that had its <™1 unique identity. Where GTA is a cartoonish 
broadside aimed at skewering the ridiculous nature of modem 
society and pop culture; Mafia displayed a masterful, sincere 
brand of storytelling detailing the saga of a simple working man 
who is dragged into a life of crime against his will. 

Given that it was a hit on PC, the Xbox port was a nobrainer; 
but we were surprised to hear that Gathering of Developers 
is OOH bri~ng the game to the PlayStation 2. Can Sony's 
console handle this ambitious title? Yes, says Gathering of 
Developers producer Andrew Morley. 

"[This] version of Mafia has had to take Into account the 
fixed specifications of the PS2, • comments Money. • And, while 
this has been a challenge, we're pleased with the results. 
The LS30 ~ne is being used as in the PC version, but [it's] 
completely redone to fit PS2 requirements. The missions 
remain faithful to the PC version." 

To make sure the game appeals to the console crowd; the 
control scheme, mission pacing, and especially the driving 
aspects of the game have been completely retooled. Basically, 
expect that the sometimes painfully slow car sequences of the 
PC version to be revved up a bit to accommodate the tastes of 
the PS2 audience. 

"It's well known that console gamers expect a different 
experience than hardcore PC gamers,• says Morley. •we 
believe that the console crowd will love the game. The action 
and pace of the game has been one of the biggest areas 
addressed, especially in the transition from the PC mouse and 
keyboard control method to a controller. We have completely 
changed the Wf1'/ the car is controlled and also the car param
eters have been improved in order to provide more action plf1'/ 
experiences." 

Mafia is certainly an epic title that should not be missed, 
whatever the platform. Plus, Morley even hinted that there 
m<1f be some hiclden extras put in especially for this console 
version. 

■ ITYU 1-PlAYER ACTION/RACING■ l'USLIIHIR ILLUSION SOFTWORKS ■ DIYILOPIR GATHERING OF DEVELOPERS 
■ ltlUASI NOVEMBER 11 



PLAYSTATION 2 I XBOX 

LEGACY OF KAIN: 
DEFIANCE 
TAG TEAM 
Legacy of Kain: Defiance is the latest 
entry in a franchise known best for all-powerful antiheroes, big 
swords, blood sucking, and soul capturing. Defiance features 
(for the first time in the series) two playable characters. 
Longtime fans will be excited to learn that this iteration finally 
allows you to take on the role of both the titular demigod Kain 
and Raziel (an angel of death) from the Soul Reaver games. 

You'll battle through the wortd of these two characters as 
they attempt to understand their place in the universe and 
save their realm from eternal damnation. AArf Hennig. project 
director at Crystal Dynamics, boasts that, "[The] new combat 
system emphasizes intuitive controls, over-the-top attacks and 
combos, powerful telekinetic assaults, and visceral finishing 
moves which draw from our heroes' dar1<, vampiric natures.· 

Each character has their legendary sword to deal out 

massive melee blows in addition to a brand-new palette of 
telekinetic abilities. Combos enhanced with these mental 
skills can last upwards of eigt,t hits and easily demolish most 
foes. Your powers can also be used to move distant objects, 
smash locks, shatter windows, and generally wreak havoc 
in environments; a feature Crystal has taken advantage of 
for most of the game's puzzle-soMng elements. The action 
plays out througt, a new camera system that grants the player 
full control but also dynamically switches the perspective to 
afford the most cinematic vantage point. 

Cleaey, the plot of this vampire-demon-undertord epic is 
being closely guarded, but it certainly looks like the developer 
has thougt,t long and hard about how to innovate within their 
series of blood-sucking, soul-stealing "heroes.· 

■ ITYU 1-PIAYER ACTION ■ PUaUINIR EIOOS ■ DIVILONR CRYSTAL DYNAMICS ■ UUAII NOVEMBER 



PLAYSTATI0N 2 I XB0X I GAMECUBE 

TERMINATOR 3: RISE 
OF THE MACHINES 
UWHAOO! 
The history of Black Ops is a curious 
one. The studio has had its hands in developing everything 
from Street Hoops to Knockout Kings to Bond games to the 
upcoming X-Rles title. Likewise, the motivation of the T-800 
model Terminator has been hard to pin down. In the first 
Terminator, it tried killing John Conner. In T2: Judgment Day, 
he helped keep John alive. Aocording to trailers we've seen, 
in the upcoming movie, Arnold's robotic character will play 
both sides - alternating between wanting to help Conner and 
trying to take him out. Talk about moody! 

The game's plot incorporates elements from the film, 
which released in July, but also goes off on its 
own. Much like Atari's Enter the Matrix, Rise of the 
Machines will feature exclusive footage - starring 
Schwarzenegger himself - specifically filmed for 
the game. Incidentally, T3 marl<s the first time 
Arnold's 110ice and likeness will be used in a video 
game. Score! 

Terminator 3 is first-person shooter/third-person 
brawler hybrid with you filling the heavy shoes 
of the T-800. We can only assume you won't 
always be shooting people in the knee, a la T2. 
All manner of weapons will be at your disposal -
including grenade launchers, assault rifles, and 

lasers - as you fight both human and cyborg enemies from 
the past and future. Melee tactics take advantage of his 
advanced strength by letting you toss people into walls and 
delivering fearsome kicks. 

As tough as Schwarzenegger is, the uber-badass T-X will 
grind your butt into paste, then brush her teeth with you. It'll 
take much more than a few shotgun shells to the ~ups to 
keep her down. Likewise, Atari and Black Ops know that it'll 
take more than a few robots with guns to make this game 
great, and they'll be putting in wor1< to ensure that Rise of the 
Machines is a killer app. 

■ STYU 1-PIAYER ACTION ■ PUBLISHIR ATARI ■ DIVILOPIR BlACK OPS ■ ULIASI FALL 



KAMEO: ELEMENTS 
OF POWER 
XBOX'S CREATURE FEATURE 
Rare originally debuted Kameo 
as a GameCube title, but (following Microsoft's acquisition 
of the company) it is now one of Xbox's most exciting titles 
of next year. While the jury is still out on Rare's Grabbed by 
the Ghoulies; this title demonstrates all the gameplay depth, 
graphical detail, and innovative concepts that were the hal~ 
mark of the legendary development house's best work with 
Nintendo. 

Players assume the role of Kameo, a fairy princess who 
must rescue the six Elemental Ancestors from an evil troll 
named Thorn. In her pursuit of Thorn, she'll combat a variety 
of fantasy-based creatures and solve different sorts of 
puzzles, which Rare has built around the attributes of 18 allied 
monsters. 

Before Kameo can morph into these allied monsters, she 
must catch them. Rare - the purveyors of the idea "bigger and 
more always means better" - has built an additional gameplay 
mechanic around capturing them. Rrst, Kameo's cohort 
Meepo detects a potential monster partner in the environ
ment. Next, players must snag it through an elaborate-looking 
gameplay mechanic that actually resembles those found In 
fishing titles. Once in your possession, you simply need to wait 
a certain amount of time for your creature to mature. 

Rare has only shown a few allies at this point, but they 
seem interesting and fun, nonetheless. The first resembles a 
humanoid plant with boxing gloves that is most advantageous 
In melee encounters with numerous enemies. The second 
one is made of rocks and has the ability to launch projectiles 
or execute a super move. The last ally creature looks like a 
caterpillar. We have yet to witness its abilities, but we presume 
they will involve digging. 

Although Rare remains secretive, it reveals, "Garners can 
also capture other incidental creatures such as worms and 
butterflies which have a secret purpose." We suspect that 
• incidental creatures" are those that Kameo cannot morph 
into, but if apprehended, endow her with special abilities like 
flying - although this is an assumption we're making based on 
screenshots featuring Kameo with and without wings. 

Couple all this with the fighting and puzzle components, and 
it seems as If all the bad press surrounding Rare's E3 showing 
might be a bit premature. Given this game's high concept and 
the main character's shape-shifting ability, it certainly has the 
chance to be one of the most rewarding third-person action 
games in Xbox history. 

■ STYU 1-P\AYER ACTION/ ADVENTURE ■ PUBUIHH MICROSOFT ■ DIYILOPIR RARE ■ RILIASI SPRING 2004 



WARCRAFT Ill: 
FROZEN THRONE 
MIGHT MAKES RIGHT 
The evolution of the warCraft series has been a 
lef'€!hy and interesting one. Wrth each successive title there's 
always been a slight altering of the core gameplay. The most 
dramatic of these changes came with the advent of WarCraft 
Ill and its persistent heroes. Frozen Throne is looking to take 
that idea and make it a much bigger part of your experience. 
This increasingly individualized play will illicit a number of maps 
where players will spend more time with their heroes than they 
will pumping out offensive and defensive fodder at their bases. 
To this end, a Hero Stash, found at the beginning of assorted 
missions, will allow you to place up to six additional items for 
your Hero to peruse at his or her heart's content. 

Also updated has been how you progress through the 

different maps. On some occasions, you'll find yourself 
reentering an area you've already been to, but exploring a 
section that was previously unavailable to you due to any 
number of juicy circumstances that Blizzard is so adept in 
creating. Furthermore, the famed CG department has been 
hard at WOik creating new dazzling imagery that we all play for 
hours to see. Although these updates are nice, one thing is for 
certain: Gone are the days of leading a faceless horde against 
another faceless horde. The story progression and character 
building have received an enormous amount of attention, and 
you may find that Frozen Throne plays a bit more like an RPG 
than it does an RTS. 

■ STYU 1-PIAYER ACTION IUP TO 8-PIAYER ONLINE AND IAN) ■ PUBLISNIR BUZZARD ■ DIVILONR BUZZARD 
■ RILIASI JULY 1 



PLAYSTATION 2 I XBOX I GAMECUBE 

MISSION IMPOSSIBLE: 
OPERATION SURMA 
IMPOSSIBLY DELICIOUS! 
Atari is seeking to take the latest installment of the 
Mission Impossible sefies in a reN direction - one obviously 
influenced by a little game called Splinter Cell. However, given 
that hightech skullduggery is what Ml is all about, it's hard to 
fault Atari for attempting to put a reN twist on one of the hig)l 
watermarks in console stealth. Based on the game's E3 showing, 
we're very excited and can safely Sa-J that this game will have 
everything but Tom Cruise daocing around in his underwear. 

Like Sam Rsher, Ethan Hunt can perform a variety of stealthy 
moves and employ numerous crazy gadgets to aid him in his 
exploits. His stealth techniques consist of creeping, disposing 
of bodies, choke holds, methods of distraction, and a silencer. 
Althoug)l he lacks Sam's limber ability to do the splits, Ethan's 
special binoculars more than compensate. With them, he can 
photograph foes, send their mugs to headquarters, and have their 
faces converted into one of those nifty lifelike masks! This helps 
Ethan infiltrate areas previously off limits, and creates an open-

<.: --

ended CfyT)amic unique to the series. 
Operation Surma also draws inspiration from its film 

counterparts. In one such case, Etral dcV-gles from a ceilirg 
in an attempt to twass the security alarms of a building, 
which is ob'viously reminiscent ofTom Cruise hangjr€ from the 
ventilation ducts in the CIA building, Between the two fllOYies, 
many other scenes stick out too, so let's hope Atari doesn't 
stop here. 

Fortunately, at least one element in Surma will be re,r; 
the story. A secret underground group has developed a 
rel.Qlutionary microchip called ICE'M>rm that allows the user to 
disable any security system, renderirg powerless the v.ood's 
largest organizations. Your mission (no, we won't Sa-J it) is to 
destroy the chip before the creators can sell it and ruin the free 
world's economy. It's not goirg to be easy, but we third< EIMl 
and the posse (which includes Luther, who is modeled after 
and voiced by Virg Rhames) are more tMl up to the task. 

■ STYU I ·PLAYER ACTION ■ PUBUSHER ATARI ■ DEYILOPER PARADIGM ENTERTAINMENT ■ REUASI WINTER 
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84 GAME INfOIUIH 

Perfection. One of the best games of all time. if not THE 
best game of an time. Th,s game is virtually flawless, and 
thus this rating is rarely given out 

Worth owning. Fans of the genre should definitely enjoy this 
game. but even those who don't normally like this type of 
game may find themselves ge~ hooked. 

Worth playirc, Sfill a great game, but arguably so. It may not 
be the best ever, but there's e~ to keep )'Ollr fingeis 
wrapped around the controller for some time. 

Worth renting. Unless )'OU're a fledgling gamer, you've prob
ably seen everything this game has to offer before. Still, just 
checking it out won't ruin )'OU' weekend. 

Limited appeal. There are always a few people who will fall in 
love with a game of this caliber, but for the most part. those 
playing it will be yearning for something more. 

Garbage. From this point down. it's just a matter of how 
much of a failure the game is. The lower the score. the more 
)'OU're hating life for play,'"( it . 
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NEWBIE 
CHEAT SHEET 
FOi' our newer readers. here Is a glossary of terms and 
acronyms that commonly appear in the magazine. Video 
game veterans should l'l'IOYe along (these aren't the 
droids you are lookiCC for). 
1080! - A resolution spectfication used fo, HDlV. 1080, 

stands for resolution of 1920x1080 pixels. The ·i· 
means that the video is being interlaced 

480p - Progressive scanning. this option ("p·= 
p.-ogressive), creates a p,cture s~ with double the 
scan lines of a conventional interlaced picture. 480i 
(i=interlaced), to create a noticeably sharper irMge. 
The 480p image offers higher picture resolution and 
eliminates Vlrtually all motion artifacts in a 640x480 
pixel resolution setting 

720p - A resolution speciflcatJon used for HDlV. 720p 
stands for resoMion of 1280x720 pixels. The "p" 
means that the video is in progressive format 

action - A term we use fOf games like Zone of the 
Enders and Gauntlet 

adventure - A term we use fOf games like Myst and 
Escape Fro,n Monkey Island 

Al - Artificial Intelligence. Usually used to refer to how 
well the computer reacts to a human opponent 

board - A term we use for games like Jeopardy! and 
Mario Party 

buml)ffl8ppin& - A technique where var~r( ligllt effects 
simulate depth on textures 

c~ shadln&: - A technique used to create 30 rendered 
objects that resemble haocklrawn animation eels 

CG - COmputer-Generated graphics 
E3 - Electronic Entertainment Expo, The wofld's largest 

convention for video games 
eBay - Place to find great deals, money vacuum 
fl&htlne: - A term we use for games like Street Rghter 

and Dead or Alive 
FMV - Full Motloo Video. Usually refers to an animated 

CG cutscene 
FPS - Frames Per Second. How many animation frames 

happen in one second. Also used to denote First
Person Shooters like Doom, GoldenEye. and Unreal 
Tournament 

framerate - The frames of animation used to create the 
Hluslon of movement 

trontend - A game's menus and options 
GBA - Game Boy Advance 
GBC - Game Boy COior 
GC - Gamecutie 
HDlV - High Definition Tele>islon 
lsometr1c - Three-quarters top daM\ view, like StarCraft 

or Red Alert 2 
ISP - Internet Service Provider. The company that 

provides you with access to the Internet 
JaggJes - Graphical hnes that are jagged when they 

should be straight 
LAN - Local Area Network. Connecting oomputers 

or consoles together wrt.hin a small space to allow 
communication between them. Provides fast, 
simultaneous gameplay 

mffll&ame - A small, simple game within a larger one 
motk>ft.capture - Using human models and infrared 

cameras to record moYement for game animation. 
Also mo-cap 

motion bhar - Phantom frames follow an Object to give 
the impression of realistic speed 

N64 - Nintendo 64 
NES - Nintendo Entertainment System 
NPC - Noni'layer Character. Those people 

and creatures you see wandering around 
in games that are not being controlled by actual 
humans 

particle effects - Things like smoke or spa~s created 
in rea~time 

PKer - Player Killer. This is a person who thrtves on 
kilhng newbie or vulnerable characters in MMORPGs or 
shooting their teammates in games like Counter.Strike 

platfonn - A term we use for games like SUper Mario 
and Crash BandiCOOt 

pop,up - When onscreen objects, usually distant. 
suddenly appear 

PS2 - Sony PlayStatlon 2 
PSone - Sony PlayStatlon 
puzzle - A term we use for games like Tetris and Chu 

Chu Rocket 
racing - A term we use for games like Gran Turismo 

and Mario Kart 
RPG -Role-Pl~r« Game. A game that Involves 

character Improvement through collecting and 
spending pomts. A term we use for games 11ke Anal 
Fantasy and Dragon Warrior 

lhooter - A term we use for games like Mars Matrix 
and Gradius 

SNES - Super Nintendo Entertainment System 
aports - A term we use for games hke Madden NFL 
stratee,y - A term we use for games like Command & 

Conquer and Fallout Tactics 
tlllrcl-party - Something made fo, a console by a 

company other than the console manufacturer 
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PLAYSTATION 2 

VIRTUA FIGHTER 4: 
EVOLUTION 
STILL VIRTUALLY ASS-KICKING 

D on 't mistake Evolution as an entirely reN entry in 
the series; rather, consider it a stand-alone update 
priced fairly at 20 clams. As such, players get the 

same stellar gameplay with a few improvements and additions, 
including touchedup graphics, redes~ stages, two original 
characters, and most significantly, a reN gcrneplay mode 
dubbed Quest 

Quest thrusts you into an arcade gaming experience that 
you would encounter if you lived in Japan. Players choose a 
character and virtually lra'lel to different arcades (referred to 
as gcrne centers in Japan) to battle against other competitors. 
Unfortunately, this traveling merely involves moving a cursor 
to various locations on an OYerhead map. Although Sega does 
a fantastic job of creating Al that not only gets progressively 
harder, but varies in fighting styte in an attempt to simulate the 
human experience; it would be more engaging if you could walk 
around in a virtual wor1d seeking out competitors and tourna
ments. Perhaps this idea is the basis for VF 5 or an online 
edition! We can only hope. 

Furthermore, Quest supports certain tournaments that 
are governed by different rules - much like those found in 
Soul Calibur 2. In one type (Hyper Action Battle), Sega greatly 
reo.iced the pause in between moves, thereby enabling you to 

create insanely large combo strings. In another event called 
Seesaw Game, each competitor begins with half an energy bar. 
As the name implies, you add energy to your life bar according 
to the amount of damage you inflict, and the same goes for 
your opponent. This energy tugof-war, as you'd suspect, often 
results in some very intense matches. 

Wiming these battles in Quest mode mainly yields money 
and prizes. With your dough, you can purchase a whole host 
of secrets such as reN models, body parts, and accessories. 
The only other reward for victory is respect. Beating certain 
virtual competitors will earn you their badges, and once you 
win any game center's tournament, you automatically become 
its champion. However, if you continue to play at that arcade, 
those defeated foes will challenge you for their badges and 
your spot. 

Despite all of the wonderful effort put into making Evolution 
a must-buy, I do have a few minor gripes. First, the throwing 
mechanic should require a little more technique. Second, Sega 
might discontinue manufacturing the original VF 4 in favor of 
Evolution, which doesn't seem detrimental on its surface. 
However, Evolution lacks the Al training component from 
Kumite mode. - CHET 

■ STYU 1 OR 2-PIAYER FIGHTING ■ PU■ulNU SEGA ■ NVILONR SEGA ■ ULIAA AUGUST 12 

■ Concept: 
VF4 with a new mode, new 
characters, and improved 
graphics 

■ Graphics: 
Stellar! The graphics were 
good before, but Sega did 
some nice touch-ups 

■ Sound: 
The effects get you into the 
fighting and the music is 
decent to good, depending 
on the stage 

■ Playablllty: 
Flawless 

■ Entertainment: 
Although Kumite mode has 
disappeared, the new Quest 
portion proves at least 
equally addicting 

■ Replay Value: 
High 

SECOND OPINION 
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PLAYSTATION 2 

DOWNHILL 
DOMINATION 
CIVILIZATION'S SPEEDY DECLINE 

R
ocketing down a steep~ with nothing but a foam egg 
protecting your fragile melon sounds like a damn good 
idea for a video game. Until nc:NI, it's been an untapped 

premise. The obscure PSone game. No Fear Downhill Mountain 
Bike Racing. comes to mind; but the only accolade it received 
was Longest Name. Enter lncog, fresh off the disappointing 
War of the Monsters, but still in the pink from the amazing 
Twisted Metal: Black. 

Downhill Domination is definitely influenced by EA BIG·s SSX 
and Freekstyle. It's a race game where tricks abound. It also 
alludes to PSone's Jet Moto. If I were a movie reviewer. I'd 5<1f 
something about a "white-knuckle thrill ride.• but thankfully 
I'm not a movie reviewer. Kidding aside. this game does the 
equivalent of grabbing you by the groin and tossing you off a 
cliff - which is much more entertaining than it may sound. 

The game's speed is flat-out intense and puts many Muristic 
racers to shame. Much of the velocity can be attributed to the 
downward slant the races take. Through much of the 24-plus 
levels. you'll be tilted at an SO<legree angle. Obstacles (llamas. 
passersby. etc.) and pickups (speed bursts. weapon upgrades. 
etc.) appear almost out of nowhere; and the decline allows you 
to get more air than an oxygen bar. 

These stages are massive - the largest I think I've ever seen 
in a racing game. Not only are they ior€, but there·s a lot of 
room for lateral movement and plenty of alternate paths. They 

also really take advantage of their locations. I could barely see 
during the Siberian snowstorm. and I had to avoid lava in the 
Hawaii leyeJ_ City streets. waterfalls. and dark caverns also 
show up. 

Physics play a big role here. 1t•s as if Sony told lncog, "We 
lost Rainbow Studios [makers of ATV Offroad Fury], and it's 
your job to pick up the slack.· When you go careening into a 
tree. your body flops around painfully. Also, you have to lean 
forward or backward to take optimal advantage of the contours 
of the leyeJs. 

Racing isn't all you do. Tricks are a big part of Downhill 
Domination•s charm. You've most likely seen them all before, 
but they do add to the fun. Put some distance between your 
Vlheels and the ground, then ~ on the shoulder buttons and 
trnr€Je to execute some sweet moves. At the end of the race, 
you're awarded cash based off your tricking. 

You also get money for combat (think Road Rash) and 
ranking. With this capital, you can upgrade parts or unlock new 

items and features. The list of upgrades is a little shallow. so 
you won't be doing it as often as with your baller in NBA Street 
\bl. 2. for example. This. and the fact that the interface and 
HUD aren't as user.friendly as I'd like them to be, are my only 
complaints in an otherwise entertaining offering. Fans of both 
racers and extreme games will likely put Downhill Domination 
at the top of the gaming pile. - JUSTIN 

■ ITYU 1 TO 4-l'IAYER ACTION/ RACING ■ PU9UINIR SONY COMPUTER ENTERTAINMENT AMERICA ■ DIVILONR INCOG 
■ RILIASI JULY22 

■ Concept: 
Getting down a mountain -
the easywwy 

■Graphics: 
Decent on all fronts. I think 
the framerate impresses me 
most, since it's so fast 

• Sound: 
Some good tunes. but a 
little more alterna-rock than 
I want. The voiceovers get a 
bit repetitive 

■ Playability: 
I can't fault any of the 
controls, but there are a few 
variations if you can 

■ Entertainment: 
A great racer in the vein 
of SSX. If it's got wheels, 
apparently lncog can do 
no wrong 

■ Replay Value: 
High 

SECOND OPINION ,_ ......... ...., 
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PLAYSTATION 2 

SILE 

5 ilent Hill 3 weaves an unnerving web of psycho-
logical horror that is illustrated with some of the most 
grotesque and sadistic visuals seen in any game, 

television show, or motion picture. Just the thought of a woman 
eating a fetus is disturbing as is, but in the world of Silent Hill 
3, it's an ordinary everyday occurrence and something that 
you'll have to stomach continually during play. Nerves of steel 
and the ability to accept the most shocking of content are an 
absolute necessity if you dare venture into this ghastly game. 

Through a slow pace, frightening 'what just happened?" 
moments, and the never-ending sensation that something 
horrible is about to occur; Silent Hill 3 achieves horror in a 
truly classical sense reminiscent of such films as The Shining 
and Rosemary's Baby. Players step into the shoes of Heather 
Morris, a somber teen who suddenly finds herself alone in 
a demonic alternate reality. As Heather progresses deeper 
into this strange new world, the plot and true conflict slowly 
emerge. As you can probably guess, this is one of those stories 
where you won't know everything until the credits roll. Much 
like The Sixth Sense, Silent Hill 3 is riddled with clues, allowing 
players to formulate their own theolies prior to the climax. I can 
safely 5af, however, that no matter what you figure out, the last 
five minutes of gameplay will leave you speechless. 

LL3 
As clever as the storytelling dynamic is, the gameplay actu

ally leaves much to be desired. Heather's movements are very 
robotic, and her combat prowess is limited to standing in place 
and firing or slashing until she or the adversary perishes. The 
enemy Al is also suspect and usually has no defense to stop 
Heather from simply running by and avoiding conflict altogether. 
On top of this, the puzzle-solving element - something that the 
series is heralded for - has been toned down considerably, so 
you won't find yourself racking your brain over a riddle. Most 
of the puzzles revolve around scouring the massive worlds to 
find an item that can be used to open a door. As a whole, the 
gameplay is uninspired and hasn't evolved since the first entry 
in the series. 

Konami concentrated all of its development efforts on the 
storytelling and visual atmosphere. With blood seeping out of 
cracks on a wall, invisible children whispering as their bloody 
footsteps appear right in front of you, and sweeping shadows 
that move accordingly to changing light sources; Silent Hill 3 
embodies the true essence of horror and never once gives the 
player a moment to relax or breathe. 

Play-wise, there's not much going on, but the graphics will 
surely suck you in and the story will keep you attached until the 
very end. - REINER 

■ STYLI I .PLAYER ACTION/ ADVENTURE ■ PUBLISHH KONAMI ■ DIVILONR KONAMI ■ RELEASE AUGUST 5 

■ Concept: 
An overly disturbing story 
about a teenager girl and 
her coming of age within a 
demonic world 

• Graplllcs: 
The texture mapping is 
photo-realistic and the 
lighting (especially the way 
shadows move) rivals the 
likes of Splinter Cell on Xbox 

■ Sound: 
Decent spoken dialogue 
and ambient sounds that 
will send shivers down your 
spine 

■ Playability: 
Sluggish and far from 
inventive. The puzzles are 
nowhere near as good as 
they were in previous games 

■ Entertainment: 
Storytelling outweighs 
game play, but it's good 
enough to keep you hooked 

■ Replay Value: 
Moderate 

-- -- - -

SECOND OPINION 
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ALIENS VERSUS 
PREDATOR: 
EXTINCTION 
EVERYONE CAN HEAR YOU SCREAM 

There is about as much point to doing this game as there is to rolling around in a room 
full of tacks (I hate when that happens). Throwing Aliens, Predators, and Marines into 
a free-for-all has the potential to be bloody good fun, but is this really what you had 

in mind? 
Probably the worst thing about this game is that RTS fans can get their kicks from the genre 

elsewhere on the PC - and done better, too. You 'll miss things like camera control, intelligent 
Al, and set battle formations for your units. Also frustrating is the fact that you don't carry over 
supplies or accomplishments from mission to mission. You have to start over from square 
one every time. This is particularty bad because there are some cool upgrades to attain. 

Unlike other similar RTS titles, Extinction excels at differentiating its species. Aliens are cool 
because they build their numbers by infesting hosts; Marine dropships make finding Atmos 
key; and Predators can use their cloaking ability for stealth. If there's one thing I like that 
pulls Extinction ffflay from most RTSs, it's that the game largely cuts out your typical resource 
management. letting you concentrate on searching and destroying. Even this is a burden, 
however, as you waste lots of time traversing the map looking for action. You can look, but you 
won't find it here. - KATO 

■ STYU 1-PLAYER ACTION/STRATEGY ■ l'U■UINIR FOX INTERACTIVE/ELECTRONIC ARTS 
■ DIVILOPIR ZONO, INC. ■ ULIASI JULY 21 

■ Concept: 
Sounds like the fight of the 
century. Yes, that"s what it 
sounds like 

■ Graphics: 
A fairty bland part of the 
game that falls to stand out 
whatsoever 

■ Sound: 
A rich experience in both 
orchestration and sound 
effects 

■ Playability: 
Lacks a number of 
amenities common in the 
genre 

■ Entertainment: 
Not wholly unredeeming -
but not a lot else. either 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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PLAYSTATION 2 

TOMB RAIDER: 
THE ANGEL OF DARKNESS 
A DEVIL WITH D-CUPS 

A milliorl-selling franchise finally making the jump 
to the current console crop should be cause for 
celebration. With Tomb Raider, however, the buzz 

has been more negative than anything. Going into this 
review, I resolved to transcend all my preconceived notions 
and just play the damn game. Unfortunately, this resulted in 
me screaming, "Damn this game!" 

Angel of Darkness is a disappointment on all fronts and 
a crystal-clear example of a stubborn developer unwilling to 
change with the times. Lara Croft still has her charm and is 
a dynamic character, but the game she's dropped into isn't 
fit for a woman who has a pair of such gigantic ... er, movies 
to her credit. 

Control has always been a sore spot with Tomb Raider, 
and Core made some valiant attempts to correct it. Instead 
of requiring you to line up perfectly to climb a ladder or 
flick a switch, Lara does it for you. This brings up its own 
problems, as you'll grab a ladder while passing by it. 
Walk and stealth modes are toggled, which is helpful. No 
doubt attempting to draw praise for having "RPG aspects," 
Tomb Raider now makes Lara level-up certain abilities. For 
example, there are doors that won't budge until she "feels 
stronger," and moves like the sprint that aren't immediately 
available. While refreshing at first, it comes off as a cheap 
tease in execution. 

Tomb Raider uses the tried-and-true method of increasing 
replay by repeated menial tasks. Tried as in trying my 
patience, and true as in truly aggravating. With all the hoops 
you have to jump through just to get to the next section, I 
was expecting a doggie treat and a tummy scratching for 
my effort. It's 2003, yet I'm still stuck turning six hidden 
gears in order to open one friggin' door? That's just archaic. 
Games like Deus Ex and Eternal Darkness have proven that 
puzzles don't have to be ridiculously monotonous. 

To me, the series' most memorable moments are 
when you're in a massive, five-story area, making daring 
jumps and taking out enemies from a higher elevation. 
These events are here (the nightclub scene is especially 
cool), but they aren't nearly as numerous as I'd like. 
Instead, you have to sift through endless conversations 
with French denizens, or search for ancient symbols at 
an archeological dig._A satisfying blend of action and 
adventure is never established. 

Only the most devoted Lara Croft followers will get their 
money's worth with this release. The rest of us will grow 
increasingly frustrated with the overly anal and buggy 
gameplay, and pawn it off on our gaming newbie friends. 
Angel of Darkness just proves the point: You can't go Tomb 
again. - JUSTIN 

■ STYLI 1-PIAYER ACTION/ ADVENTURE ■ PUBLISHIR EIDOS ■ DIVILONR CORE ■ ULIASI JUNE 24 

■ Concept: 
A PS2 Tomb Raider sequel 
that's indistinguishable from 
the PSone versions 

■ Graphics: 
The environments aren't 
bad, but lack interactivity 
and detail. Characters' 
fingers look like breadsticks 

■ Sound: 
Done by the London Symphony 
Orchestra. Coupled with the 
gameplay, it only serves to 
put you to sleep faster 

■ Playability: 
I'm convinced Tomb Raider 
will never control smoothly. 
Executing the simplest of 
moves is a chore 

■ Entertainment: 
Core took all the power of 
PS2 and did nothing new 
with it. Coffin, meet nail 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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PLAYSTATION 2 QUICKIES 
Fl CAREER CHAMPIONSHIP 
■ ITYLI 1 OR 2-PIAYER RACING 
■ PU9UIHIR EA SPORTS 
■ RILIAH JUNE 23 

EA Sports has stretched 
out the Career mode, but 
this game as a whole is 
still incomplete. While Fl 
driving demands a high skill 
level, I don't appreciate 
how your car's handling 
lacks that fine touch. Also 

frustrating is the poor Al, average graphics, and an almost 
non-existent damage system. While EA Sports is trying to 
give this sport depth, this game seems to neglect other 
areas - almost a role reversal from previous efforts. The 
result is a title with an odd u~ Sports 1'21 
feel to it. - KATO 1,1;1 7 
SUMMER HEAT BEACH VOLLEYBALL 
■ ITYU 1 TO 4-PIAYER SPORTS 
■ PU9UINIR ACCLAIM 
■ RILIAH JUNE 17 

Sex doesn't always sell (see 
BMX XXX), but I still wish 
this game was a bit sexier. 
The play is serviceable - the 
control scheme grows on 
you - but the character 
models are quite shoddy. 

~ It lacks depth, despite 
minlgames and unlockables. I want upgradable characters 
like NBA Street, or DOA Xtreme's attention to detail (I.e. 
hotlles). Summer Heat is a good volleyball slm, but that's 
all it Is. Thus, It's geared toward hardcore r.ii 
v-ball fans - all 11 of you. - JUSTIN 1,1;16.75 

SMASH CARS 
■ ITYU 1 OR 2-PIAYER RACING 
■ PU■UINIR METRO 3D 
■ RILIAH JULY 24 

I try to avoid cliches like 
• been there, done that," but 
that Mountain Dew slogan 
is begging to be used in 
reference to this game. Like 
RC Revenge and Stunt GP, 
Smash Cars is a remote
controlled racer with little new 

or unique. To make matters worse, the visuals are a throw
back to the early days of the PS2, if not Drearncast. There's 
novelty in human characters that pick up and toss your car if 
you run into them, and some depth to the upgrade system; 
but I can't think of a good reason why you'd 1'21 

4 want to play Smash Cars. - MATT 1,1;1 

FREESTYLE METALX 
■ ITYU 1 TO 9-PIAYER ACTION/ SPORTS 
■ ,U9UINIR MIDWAY 
■ RILIAH JUNE 23 

For a motocross game, 
MetalX is pretty hardcore. 
The soundtrack is stuffed 
with old-school heavy hits 
(Motorhead, Megadeth, 
Twisted Sister); the levels 
are muy grande; and there 
are a bunch of modes that 

encompass all you can do on a bike. Those things 
don't make it a must-have by any means - especially 
with buggy collision, generic goals, and unattractive 
graphics. However, they keep it out of Suck City, 
and move it on up to Rentopolis or ~ 

Buywhenitscheapsville. - JUSTIN i.:.,i 1 

FREAKY FLYERS 
■ ITYLI 1 OR 2-PIAYER ACTION/RACING 
■ PU9UINIR MIDWAY 
■ ULIAH AUGUST 4 

With 34 playable 
characters and 
expansive theme
driven levels that 
are overflowing 
with shortcuts, 
narrow passes, 
and interactive 
objects; Freaky 
Flyers definitely 

has what it takes to draw players into the fold. Once 
you get there, however, you'll be bored to death by the 
dullness and sheer simplicity of gameplay. The graphical 
quality is certainly impressive, and it does continually 
reward players with CG movies at the end of each stage 
and the occasional hidden character, but the meat of 
the game really has nothing going for it. The racing is 
slow as molasses, the weapon selection is pathetic, 
and it only supports two-player split- 1'21 
screen. - REINER 1,1;1 6 

EJAY CLUBWORLD 
■ ITYU 1 TO 4·PIAYER SIMUI.ATK)N 
■ ,UaLIIHIR EMPIRE INTERACTM/ CRAVE 
■ ULIAHJJNE 16 

While I could live 
out my virtual DJ 
fantasies with 
almost any title 
like this, I just 
didn't get my 
groove on with Ejay 
Clubwol1d. This is 
mostly due to the 
interface, which 

doesn't offer the ease-of-use of MTV Music Generator 2 or 
the on-the-fly sample manipulation of Music Maker. I am 
annoyed by the fact that you can't place samples between 
measures (I'm a geekl). It's definitely got a lot of depth, 
and techno fans will love the fact that it's endorsed by the 
legendary Carl Cox and features many famous real-world 
clubs. Still, the devil is in the details, and Ejay Clubwol1d's 
clunky controls will wear on you after a f.!1 
while. - MATT 1,1;1 7 

THE ITALIAN JOB 
■ ITYLI 1 OR 2-PIAYER RACING 
■ ,UaLIIHIR EIDOS 
■ UUAIIJUNE24 

Every time you 
pass a mission 
in Story mode, 
the game asks 
if you are sure 
you want to play 
the next section. 
You want to know 
wh'{? Because 
it is serious gut

check time and you really have to ask yourself if you want 
to continue playing this dreadful game. The missions are 
short, the graphics are average at best, the playcontrol is 
horrendous, and having to listen to the monotone voice
over relaying the story is like listening to fingernails grading 
on a chalkboard. The circuit and stunt modes are better, 
but not by much. Sure, Mini Coopers are neat little cars, 
but I think I would rather be run over by one ~ 
than play this game again. - ANDY ~ 5 
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PLAYSTATION 2 

INDIANA JONES AND 
THE EMPEROR'S TOMB 
SUBLIME SWASHBUCKLING 

E very action game needs a great character. This game definitely has one of the 
best ever created - the tough-as-nails archeologlst Indiana Jones (recently picked 
as the second-greatest hero in movie history by the American Film Institute). For 

my money, the Indiana Jones series Is second to none, and I am happy to say that the 
franchise has finally been given a proper video game treatment. 

The Collective, who also crafted the surprise hit Buffy the Vampire Slayer, really knows 
how to make quality games based on high-profile licenses. The company does this in a 
couple of obvious, but hard-to-achieve, ways. For one, the combat is actually entertaining, 
encompassing guns, whips, fists, grappling, and even environmental objects like chairs 
and bottles. This Isn't even counting all of Indy's other platforming-oriented maneuvers. 
What's more impressive is that this huge move set is incorporated into a simple control 
scheme that keeps frustration to a minimum. 

I do love this game, but there are some drawbacks that keep it from joining the ranks 
of the elite. Most notable is the severe graphical degradation that occurred in porting it 
to the PS2. If you have the ability, play this on Xbox. My other major gripe is that some 
levels rely too heavily on tricky platforming, which brought back some bad memories of 
Tomb Raider. However, this title's epic scope, engrossing story, and addictive combat 
system easily outweigh these minor concerns. - MATI 

■ STYLI 1-PIAYER ACTION ■ PUBUSNIR LUCASARTS ■ DfflLOPIR THE COUfCTIVE 
■ ULIASI JULY 15 

■ Concept: 

Find precious antiquities, fight 
Nazis. and explore gorgeous 
ruins with whip In hand 

■ Graphlca: 
This game was created for 
Xbox, and the PS2 version 
suffers as a result 

■ Sound: 
Amazing. In addition to John 
William's Iconic theme, the 
score Is widely varied. Also 
features a dead-on Harrison 
Ford Imitator 

■ Playablllty: 
Does a good job of 
incorporatir( a large variety of 
combat and platforming tactics 

■ Entertainment: 
This is a great example of how 
to do a licensed game right 

■ Replay Value: 
Moderate 

SECOND OPINION 
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GAMECUBE 

THE ITALIAN JOB 
MINI MEDIOCRITY 

The Italian Job is a licensed product, but just barely. 
Since there is no FMV from the film and none of the 
stars' images or voices were used in the cutscenes, 

it's basically just a run-0f-the-mill racing title with Mini 
Coopers. I'm not saying that a game has to follow the 
movie it's tied to exactly, but this is really pushing it. So, 
we've already established that this isn't going to do much 
for Marky Maril fans. What we're left with is just another 
driving game - one that fails to distinguish itself. 

The story mode is essentially a series of point-to-point 
missions like Crazy Taxi, only minus the wild, over-the-

SECOND OPINION 
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■ Concept: 
A point-to-point racer (very) 
loosely based on the Mar1< 
Walhberg caper movie 

■ Graphics: 
Crisp, but not very detailed 
or inspired 

■ Sound: 
J=, lou~ techno that 
reminds me of the score from 
Ocean ·s Eleven. None of the 
film ·s stars did YOiceovers 

■ Playability: 

top excitement. Since the city environment is very generic, you don't really get much If you can press A and steer, 
you'll have no problems -
except for those pesky (and 
apparently super-human) oops 

of a thrill from exploring it. This weakness is exacerbated by the fact that many of the 
checkpoints are repeated time and time again. I actually had more fun with the Stunt 
Mode, which requires you to negotiate some tricky obstacle courses. Unfortunately, after 
finally succeeding in getting an A rating on the first three to unlock the next course, I was 
dismayed to discover that the fourth stage was just the first three strung together. RiP-Offl 
All told, The Italian Job is a workmanlike, uninspired racer that just doesn't do enough to 
sustain my interest. - MAn 

■ Entertainment: 
Doesn't really seem tied to 
the movie in any way, and the 
basic gameplay isn't enough 
to make this stand out 

■ ITYLI 1 OR 2-PIAYER RACING ■ PUBUINH EIOOS ■ DIVILONR CLIMAX ■ Replay Value: 
Moderate 

■ RILIAA JULY 8 

GAMECUBE QUICKIES 

FINDING NEMO 
■ ITYU 1 ·PIAYER ACTION/ ADVENTURE 
■ PU9UINH THO 
■ ULIAA MAY 12 

Admittedly, Finding Nemo truly is a kid's game; but unlike 
a lot of titles geared toward the younger set, this one is 
actually fun and well designed, with great graphics and good 
sound. Following the storyline and comedic tone of Pixar's 
movie, you play as four of the main characters. Long load 
times mar the title, but lots of cutscenes are mixed with the 
action. The title's only worth it for kids, but 1'2'1

6
.
75 at least they'll enjoy it. - USA i:;;i 

SX SUPERSTAR 
■ ITYU 1 OR 2-PIAYER RAONG 
■ PU9UINI■ ACCIAIM 
■ RILIAA ..I.JNE 24 

Last time I played this game, it was being released by 
THQ and was called MX Superfly. I didn't really like it then, 
and I don't cotton to this generic motocross stunt title 
now. That's not to say that it 's absolutely horrible; it's just 
that you've already played a bunch of games (ATV Offroad 
Fury, Freekstyle, or this month's Downhill Domination) 
that do the same thing with different vehicles and better 
graphics and gameplay. I like the little career storyline SX 
Superstar gives you, but that's about the 
only thing that came close to holding my F.!'1 
interest. - MAn i:;i 6 
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STAR WARS: 
KNIGHTS OF THE 
OLD REPUBLIC 
GIVE IN TO THE DARK SIDE 

Through such series as Baldur's Gate, lcewind Dale, and 
Neverwinter Nights; de-leloper BioWare has racked up an 
impressive list of hits - many of which are regarded as 

some of the most compelling and sophisticated PC role-playing 
games to date. Traditionally, console RPGs favor simplicity 
and ease of use rNer the complexity and wealth of options 
that BioWare chooses to implement into each of its games. 
Thankfully, the brilliant minds at this famed de-leloprnent house 
had no intention of bowing down to the industry standards for 
its first foray into the Star Wars universe. 

In Knights of the Old Republic, Bioware's daunting de-lelop
ment philosophy is in full effect, and it's used to bring console 
gamers closer to Star Wars than they've ever been before. 
Knights' story takes place 4,000 years before the Galactic 
Empire came into power, in a time where Jedi and Sith number 
in thousands and are locked in war. Rather than stepping into 
the shoes of a prefabricated character, players are invited to 
create their own personality. You can start out as a scoundrel, 
scout, or soldier. As the game unfolds, you'll run headlong Into 
two interesting de-lelopments. On the one hand, you'll find out 
that the Force may in fact flow througti your veins. Two, the 
actions that you make are judged, determining whether your 
character will align with the light or dark side of the Force. Even 
the most irrelevant confrontation could lead you down one path 
or the other, as fNery conversation in the game allows you to 
interact with responses that are fashioned as good, neutral, or 
evil. Good is usually something along the lines of, "Yes, I will 
help you save your daughter." Neutral is, "I haven't the time to 
help you.• While evil might be, ·1 will slit your throat shortly after 
I gut your daughter.· 

Many of the choices will alter the complexity of the quest -
giving reason for players to complete the game twice. Bio Ware 
has fNen fashioned two distinctly different endings, one for 
each allegiance to the Force. 

The structure of the game is linear, like most console RPGs. 
However, through lengthy side quests and minigames that 
range from competing in swoop races to mounting a turret for 
space combat to loosing all of your Credits in an addictive card 
game called Pazaak, Knights feels entirely openended and 
gives players freedom to veer off of the path frequently. 

In true BioWare form, almost everything In the game can be 
tinkered with, customized, or upgraded. You can reinforce armor 
with new alloys; add a hair trigger and sight to your blaster; 
install neuro implants; hack into computers; repair droids; and 
fNen build your very own lightsabers. The options that are at 
your disposal can be a little daunting at times, but thankfully the 
user interface is easy to pick up and comprehend. 

In a similar vein to BioWare's crop of PC titles, battles are 
tum-based and use a rule set similar to many d20 pencil and 
paper games. The action that unfolds can be viewed in reaf.time 
or through a slick pause interface that allows players to issue 
commands to their party members and form complex strategies 
at a comfortable pace. You can also assign combat scripts to 
individual party members to streamline the process in advance. 
How complex the battles are is not necessarily determined by 
the game, but rather how much the player puts into them. It's 
a brilliant system and something that will keep you entertained 
for hours. 

From a graphical standpoint, the size of the environments, 
vibrancy of the lighting effects, and the fact that every item 
you don is shown cosmetically on your character are definitely 
impressive. At the same time, however, characters· facial 
expressions are a little stiff, and the reaf.time cinematics 
are usually quite cheesy. In comparison to other Xbox titles, 
Knights' visuals are middle of the road. 

I was actually more taken aback by the sound. All of the 
dialogue in the game (of which there's a ton) is, in fact spoken. 
Of course, all of the alien species speak in their authentic 
tongue. Bioware also made the wise decision to not recycle 
John Williams' scores. Composer Jeremy Soule was brought in 
to record 90 minutes of amazing new music for the game. 

The quest can be completed in around 40 to 60 hours, and 
the story that unfolds is worthy of film. However, at the end of 
the day, this game is all about building the ultimate Star Wars 
badass. Believe me when I say that there's nothing cooler than 
a wookiee wielding two swords or a droid with a flamethrower 
that pops out of its head. 

Deserving of the highest of accolades, Knights of the Old 
Republic is a dream come true for Star Wars fans, and the most 
noteworthy Xbox release since Halo. - REINER 

■ STYU 1-PtAYER ROlf-PtAYING GAME. ■ PUBUSHH LUCASARTS ■ DIVILOPIR BIOWARE ■ ULIASI JULY 15 



" ... a dream come true 

for Star Wars fans, 

and the most 

noteworthy 

STAR WARS: KNIGHTS 
THE OLD REPUBLIC 

1' 9.5 
■ Concept 

An incredibly deep Star 
Wars RPG set <Her 4.000 
years before the formation 
of the Galactic Empire 

• Graphics: 
lmJ)(essive lighti~ 
(especially on the sabers). 
decent battle animations, 
and beautiful environment 
details 

• Solftl: 
Over 90 minutes of newty 
orchestrated music by 
composer Jeremy Soule and 
tons of spoken dialogue 

■ Playallaty: 

Combat and character 
customization couldn't 
be better. The teammate 
Al scripti~ is a tad 
temperamental at times 

■ Ente.lM11•1t 
Bursti~ with lor(evity and 
reasons to play it <Her and 
over again 

■ Replay Ylilue: 
High 

SECOND OPINION 
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"The most 

notable 

addition that 

Island Thunder 

offers is the 

enhanced 

online play." 

96 GAME INFOUH 

XBOX 

GHOST RECON: 
ISLAND THUNDER 
GILLIGAN'S WORST NIGHTMARE 

I n parts of southwestern Minnesota, there's a saying. It 
goes a little something like this: "If it ain't broke, don't 
fix it.· Obviously you can see the wisdom behind this 

statement; feel free to use it when appropriate. To this end, 
the Red Storm people have taken their popular Ghost Recon 
franchise and simply added new missions. Yeah, they've 
implemented some online functionality as well, but it's 
basically the same game. Not that that's a bad thing - GR 
was and still is a fantastic game. The question you have to 
ask yourself is whether or not you're interested enough to 
plunk down more cash for a few new levels and online play. 
Let's see if we can figure it out. 

The most notable addition that Island Thunder offers is 
the enhanced online play. Wrth the eight new multiplayer 
maps and four fan-favorites from the original Xbox version 
of Ghost Recon making a reappearance, there will be plenty 
to experience, and link play is available for those who like to 
tote their Xbox to a friend's place. Also, the downloadable 
content is sure to keep things interesting for those who 
get bored easily. A bevy of maps are available, including 
Desert Seige environments which players will be able to play 
through in the Mission mode and multiplayer, but they are not 

available in the Island Thunder story arc. 
For the solo soldier whose parents refuse to allow him 

Internet access because of an indecent surfing incident at 
school, the single-player mode contains eight missions set 
in post-Castro Cuba (Castro will keel over in 2006 according 
to Red Storm). As with the other Ghost Recon games, you'll 
have a couple of fire teams at your disposal, but switching 
between the members can be taxing and confusing. Why 
the name of your trooper doesn't appear somewhere when 
you go from one person to another is beyond me. Also, your 
enemies tend to have incredibly good vision - too good in 
most cases. Poorly trained paramilitary personnel probably 
wouldn't be able to pick a fully camoed trooper out of a 
dense forest, but who knows. 

Island Thunder is what you make of it. If you're the 
methodical type who loves to drown in the details, set 
up intricate raids, and get your hands dirty (so to speak); 
I see no reason why you won't enjoy this release. On 
the other hand, if you need medication in order to 
concentrate on one thing for longer than three minutes, 
go elsewhere. - KRISTIAN 

■ STYLI 1 TO .d-PIAYER ACTlON (UP TO 16-PIAYER VIA XBOX LIVE AND LINK PIAY} ■ l'UIIUSNU UBI SOfT ■ DIVILONR RED 
STORM ENTERTAINMENT ■ UUAA JULY 15 

■ Concept: 
Coordinate attacks through 
assorted environments all 
while trying to stay alert 
and alive 

■ Graphics: 
Comparable to the original 
PC Ghost Recon, with all of 
the attention to detail you've 
come to expect from a Clancy 
Inspired title 

• Sound: 
If you have a nice system, 
you'll feel like you've Jumped 
into the television 

■ Playablllty: 
For newbies, there's going 
to be confusion right out of 
the gate. Nothing substantial 
has changed that vets need 
worry about 

■ Entertainment: 
As with most things from Red 
Storm, if you dig this type of 
thing, you're in for a treat 

■ Replay Value: 
High 

SECOND OPINION 
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"The world is 

truly your 

oyster. Whether 

or not there's 

a pearl in it 

depends on 

how much 

you enioy the 

freed om given 

to you." 

XBOX 

PIRATES OF THE 
CARIBBEAN 
ONE LONG PLANK 

P irates is an open-ended role-playing game in the vein of 
Elder Scrolls Ill: Morrowind. What you do and where you 
go is up to you, and it's filled with more exploration and 

freedom than story-<Jriven RPGs. This is both good and bad, 
and is at the very least unique. 

Character creation is absent, as Captain Nathaniel Hawk is 
the protagonist. A pirate's life includes importing and exporting 
goods, engaging in sea battles, dodging storms, expanding your 
COOK1"/ of ships, and about a million other things. There is no 
set order or path to these tasks. 

On land, you're either in a town or traversing the untamed 
wilderness. Civilization is bustling with activity. Your main tasks 
are hiring captains (who posse up with you) and crew, fixing and 
buying ships, and getting freelance missions. You can move 
between key locations with a fast walk option. Underhanded 
tactics range from entering homes and raiding their chests, to 
flat-out killing everybody you meet. 

Unfortunately, this option for deviance isn't as deep as in 
Morrowind. You can only take certain items, and you can't even 
strip corpses of their valuables. For example, I met with some 
smugglers in a secret location, but I didn't go for their deal. The 
cops showed up, and were defeated by our group. I turned on 
the smugglers and killed them, too. Take that! However, I had 
nothing to show for it, since I couldn't steal the cargo they were 
trying to sell me. What kind of pirate am I supposed to be? 

Your ship is obviously the way to get from island to 
island - which is very exploration-0ased, since there is no 
overworld map. Storms and enemy ships are the two things 
to watch out for. Hurricanes come from nowhere, and your 
best bet is to try to outrun them. You gain experience for 
weathering the storm, but it puts a hurtin' on your ship. 

Sea battles are a sight to behold. While they take time to 
get used to, they're highly dramatic. Since you're on an old
time boat, you're at the mercy of the wind, and can really 
only use your rudder for navigation. It's slow, but a time-skip 
option moves things along. Lob cannonballs and hope to 
sink the enemy, or try to get alongside them and board the 
ship. After boarding, you must dispatch the crew - which is 
no easy task, but the vessel becomes your reward. 

In Pirates of the Caribbean, the world is truly your oyster. 
Whether there's a pearl in it or not depends on how much 
you enjoy the freedom given to you. There is a lot of time 
spent wandering aimlessly, but there are also cool things 
that you couldn't do in a Final Fantasy or Xenosaga. I think 
it exceeds the quality of Morrowind, as many things that 
bothered me in that game aren't here. It's also a beautiful 
title - especially on the water. If you have the time and the 
desire to sail the seven seas on your own terms, grab your 
eye patch and give this a go. - JUmN 

■ STYLI 1 ·PlAYER RotE·PlAYING GAME ■ PUIIUINU BETHESDA SOFTWORKS ■ DITILOPH AKEllA ■ ULIASI JUNE 24 

■ Concept: 
Bait )00' hook with a rTICMe license 
atop an estallislled PC gi.ne 
(Sea !log<;~ and hope the oonsole 
set bites 

■ Graphics: 

St!mirg "Mile on )00' ship with 
beautiful waer effects renectrg the 
tme of da'f and realistic damage. 
Not too shabby on land, either 

■ Sound: 
I roost haYe wax in my ear.;; 
noth~ is memorable 

■ Playability: 
SWord oorrbat is basic but effective. 
Ship battles are complex at first. but 
)'00°II V/fM accustomed to them 

■ Entertainment: 
The openended RPG is a niche 
gerye, but Pirates" sea battles 
and vast a,ray of tasks may make 
)'OU a fan 

■ Replay Value: 
H~ 

SECOND OPINION 
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FREAKY FLYERS 
FREAK NASTY 

M y gut reaction to Freaky Ayers was that it sits in the same sorry vein as Cel 
Damage or Blood Wake. My inner optimist tried convincing me that it could be 
a next.gen Dlddy Kong Racing. I hate it when my instincts are right. 

This game has some things going for it, admittedly. There are a bunch of unlockable 
characters (including five exclusives just for Xbox), and levels that are high in detail and 
pretty open. Stages even feature extreme game-style goals. That's the good stuff. 

The bad stuff is much more plentiful. Rrst off, I'm not a fan of the Al. Opponents get 
speed bursts and health pickups seemingly at random. Secondly, the aforementioned 
missions aren't worth taking time out of races to complete, since their effects are lame 
and only last one race. Multiplayer would most likely be where the fun is, but all this 
supports is two-player split-screen - no Xbox Live, or even four-player. Lame! Midway 
tried really hard to inject humor into the characters and cutscenes, but as Is often the 
case in games, it comes up short. If there aren't developers who can be funny, I suggest 
companies hire someone who can. 

It's a shame when a title is in development for this long, and comes out with more 
cracks in it than a sumo tournament. What could've been simple fun is simply not worth 
playing. Next! - JUSTIN 

■ STYLI 1 OR 2-PI.AYER ACTION/RACING■ l'UIILIIHIR MJDWAY ■ DIYILONR MJDWAY 
■ ltlLIASI AUGUST A 

■ Concept: 
Planes replace karts in this 
character racer 

■ Graphics: 
Big heads In tiny vehicles -
what more can I s&{I 

• Sound: 
Terrible original music and 
volceovers that lay the fake 
accents on so heavy that you 
can rarely understand them 

■ Playablllty: 
All the requisite elements 
are here 

■ Entertainment: 
The few things that could've 
saved this title - story, 
multiplayer, minigames -
all fail to deliver, making this 
another entry in a falling 
"karte1· 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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ALIENS VERSUS 
PREDATOR: EXTINCTION 
GAME OVER MAN! 

C reating a compelling reaHime strategy game for a console is perhaps one of the 
most difficult things to do. Not only are you limited by the number of buttons, but the 
game pad will never be able to give players the precise control that a mouse delivers. 

That said, Aliens Versus Predator: Extinction does a nice job for what it has to wor1< with. 
You can set teams to the d-pad for easy selection of up to four groups. There are quick 
keys to move the cursor instantly to the nearest event, and the game also features a rather 
ingenious shortcut that lets you double-tap on any unit to instantly select all the members 
of that type. You can even set your soldiers' posture to aggressive, defensive, no attack, or 
stand ground. So, as you can see, the controls are fairty straightforward and do a good job 
of giving the player all the tools he or she needs to enjoy the missions. 

The game itself is fairty basic. There are seven missions for the three races (Marine, 
Alien, and Predator) and tutorials for each. Besides the overall goal on each level, there are 
also target times and optional objectives to give the player more bang for their buck. Sadly, 
the gameplay doesn't offer much as far as resource management is concerned, and the 
fights themselves are hard to handle (since you can't pause and issue commands). 

Having played a ton of PC RTSs myself, I found this game to be almost archaic in 
design, but not completely void of entertainment. Since there are a number of cool Alien 
and Predator units that are fun to see and play, Extinction does have some redeeming 
value. However, graphically the game falls way short of what I expect from the Xbox, 
and the lack of online support or multiplayer 
of any kind is unforgivable. Fans of the 
license will get a kick out of this one, but 
that's about it. - ANDY 

■ STYLI 1-PLAYER STRATEGY■ PUBUSNH ElfCTRONIC ARTS/ FOX INTERACTIVE 
■ DIYILOPI■ ZONO, INC ■ ULIASI JULY 21 

■ Concept: 
A real-time strategy console 
game where you can play 
as the Marines, Aliens, or 
Predators 

■ Graphics: 
It's not that the game looks 
bad, it's that it's not very 
impressive considering the 
size of the models and level 
maps 

■ Sound: 
The one tune is really 
intense 

■ Playability: 
There's a learning curve 
to the controls, but it's not 
terribly steep 

■ Entertainment: 
Compared to PC games 
of the same ilk, Extinction 
falls short 

■ Replay Value: 
Moderate 

- -

SECOND OPINION 
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"Elite Force II 

delivers with 

an expert mix 

of action and 

suspense, and a 

robust array of 

weaponry.n 
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STAR TREK: 
ELITE FORCE II 
MORE BANG FOR YOUR TREK 

A s I have said about other licensed games, this type of 
title's eventual success ex failure relies on its ability to 
transcend its subject matter. In this instance, as is the 

case with an inordinate nunt,er of Trek-based games, the play 
is entertaining in its CW/11 ~ and the license only serves to 
create a richer and more dynamic universe. If only all television 
and movie-based games were like this ... but that's a tirade fcx 
another day. As it stands, both rrew and old-schoolers should 
pay attention to Bite Force II. 

At. the title's outset, )OU take control of the Hazard (not 
Hazzard) Team - a i,-oup of higt,ly trained ciosecombat soldiers 
who serve as the ~een berets of their assigned vessel. The 
game opens with a bar€ as )OU traverse a Borg sphere deep in 
the delta quadrant in )OUr mission to release the 1/r:Jtcf!,er from 
the belly of the structure. Th~ a number of twists and turns 
in the story, )OU'II eventually end up on the Enterprise, with good 
old captain Picard (voiced by Patrick Stewart) gMng )OU cxders 
and getting )OU into trouble. Although there are some interesting 
enemies to deal with, some have a decidedly Simpscnsesque 
quality to them - nan,ely giant IJt€s with rockets attached to 
their backs. I was expecting dogs with bees in their mouths that 
shoot bees at )OU when they balk to make an appearance, but 
luckily the bug portion passes fairly early in the game. 

Strange insects notwithstanding, the plot is solid, and gives 
the player ample opportunity to connect with their character. 
To this end, Ritual has injected some RPG-like elements to the 
game's more sedate levels which can affect )OUr relationship 
with )OUr teammates. For example, )OU may be talking to one 
of )OUr ensigns and when she asks )OU a question, )OU're 
given a number of responses that will then slightly alter )Our 
relationship. It's not like if )OU choose the wrong answer the 
person will shoot )OU in the back during a mission, but it's a 
nice diversion from the typical FPS formula. 

Speaking of formulas, as a straight-up run and gunner, Bite 
Force II delivers with an expert mix of action and suspense, and 
a robust array of weaponry. You're given a number of different 
ways to tum )OUr enemies into tribble food, and the interspersed 
puzzle elements don't bog down the action too terribly much. 
The level design on the other hand, can be confusing - in fact, I 
don't think I ever want to see another Jefferies tube ever again. 
Aside from these, and a few other control foibles, Elite Force II 
is solid, and will serve to entertain even those who have had 
little to no exposure to the Star Trek wcxld. For those of )OU who 
enjoy testing )OUr skills against humans, a decent multiplayer 
component is also available. - KRIS11AN 

■ STYLI 1-PIAYER ACTlON (UP TO 32-PIAYER ONLINE OR UP TO B·PIAYER VIA LAN) ■ PVIIUINI R ACTMSION 
■ DlnLONR RITUAL ENTERTAINMENT ■ UUAA JUNE 24 

■ Concept: 
Run around Star Trekanspired 
ernirorrnents shooti~ Star 
Trekanspired thi~ 

■ Graphics: 
~ )'O<Jr machine is capable 
of runni'll this game at 
1600x1200, you won't be 
disappointed 

■ Sound: 
Authentic soo'ds and 
irMlllenent from notable .-:tors 
na<e Elite forte II worth hearirg 

■ Playability: 
Aside from some bizarre 
control defaults, evef)ttli'll 
seems to behave the wey it 
should 

■ Entertainment: 
As with most reasooably well 
done Trek games, fans will 
absolutely eat this one alive 

■ Replay Value: 
Moderately Higll 

SECOND OPINION 
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"EVE is probably 

the best look

ing, worst 

playing space• 

based MMO 

I've ever spent 

time with." 

EVE: THE SECOND GENESIS 
A VISUAL SIREN 

W oe to those who buy this game thinking they'll be 
able to enjoy it for a few minutes a day, then put it 
allay. EVE is probably the best looking, worst playing 

spacebased MMO I've ever spent time with. I was hoping to find 
myself in an Earth and ~ environment, complete with 
a bustling market economy and a robust pirate population to 
hunt dovvTI and destroy. Instead, I roamed throughout a massive, 
mostly empty environment with very little NPC activity, and 
grappled with more movement and maPfelated bugs 
than I'm used to. There are numerous elements 
borrowed from various other titles, but EVE 
seems to implement them poorly for the 
most part. 

When I say the play area is big, I mean 
huge. You could literally spend hours 
and hours travelling from one end of 
the galaxy to the other, and the sense 
of speed and distance is expertly implemented. 
As you go in and out of light speed; the planets, 
stations, and surrounding environments all react appropriately 
to your velocity. Not only that, but they look fantastic while doing 
it Every texture, effect, and structure exhibits a craftsmanship 
that few other titles enjoy. Different star-systems have a unique 
architectural style and a distinct feel that you won't find any.-ihere 
else. Although this level of visual accuracy is nice, the gameplay 
stands as a distant second comparatively speaking. 

The instant you're given control of your ship after the tutorial 
portion, problems begin to pop up. Rrst and foremost among 
these is the map system. If you're going to have a play area 
this gigantic, you have to give players a useful tool to aid in 
navigation. The map system used in EVE is interesting, but 
becomes a jumbled mess of lines and text if you attempt to 
manipulate it in any way. Similarly, the docking portion of the 

game is badly bugged. Normally this wouldn't be a 
h~ deal, but if you want to char€e systems 
or go into a station, you need to dock. 

Because the speed ~ic is so accurate, you 
often come out of warp quite a distance from your 
eventual target, and your sublight engines are so 

slow, it's not unheard of to wait for as long as five 
minutes to initiate the actual docking sequence. As 

a result, a game that is already suffering from a lack of 
action is nearly evisoerated by poor mapping and bugg( 
mechanics. 

Joining a corporation (EVE' s version of a guild) is compelling 
to a point, but much of the activity centers around mining for ore 
in one of the game's numerous asteroid fields to ensure your 
organization is making money. I'm sure I don't have to tell you 
that this is excruciatingly boring. There is potential for a pirate 
outfit to have a lot of fun, but I'm not convinced that it could be 
consistently fun. Unless you're really into this type of game, I 
would suggest something else. - KRISTIAN 

■ STYU MASSMLY MULTIPLAYER ONLINE ROLE·PLAYING GAME ■ PUBUSNIR SIMON & SCHUSTER ■ DIYILONR CCP 

■ UUASI MAY15 

■ Concept: 
Travel around a gargantuan 
universe looking for something 
todo 

■ Graphics: 
rw llrely seen a space 
enworment look this good 

■ Sound: 
Beir€ able to customi2e the 
rrusic is 00 excellent altemati"8 
to the radio, vncll is v.tlal I end 
up listenrg to after rT¥ first hcu 
withmostMMOs 

■ Playability: 
The tutorial is fairly long, but 
does a poor job of making you 
feel acquainted with the game 
when you're finished 

■ Entertainment: 
Only the hardest of hardcore 
players will be able to erjoy this 
game on a consistent basis 

■ Replay Value: 
High 
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DAY OF DEFEAT 
PREPARE TO BE FUBAR-ED 

0 nee In a while, a game 
Is released that has the 
potential to rule my life. 

Day of Defeat is one of these 
games. Although it Is a mod of 
Counter.strike, which In tum was 
a mod of Half-life, it has kept 
a lot of the core gameplay that 
made its cousin so successful. 
Gone is the •if you're dead, 
you wait· phenomenon of CS 
that put deceased characters 
into a spectator buffer until one 
side completed its objectives or 
ever)OOe from one squad was 
annihilated. Instead, there are still 
objectives, but players respawn 
after being dropped - which 
produces a non-stop cornucopia 
of action. 

Better yet, the game is available 
for free, but like most things that 
are free, there's a catch: You 
have to own Half-life to run Day 
of Defeat. However, if you just 
get off your penflY1)inching butt 
and buy the game, you won't 
have to worry about that. At the 
same time, this is a mod of an 
old game, and it shows. Textures 
are muddy, structures are blocky, 
and the animations are decidedly 
lowend. The particle effects are 
good, however, and the noise is 
incredible. The sound of bullets 
whizzing past your ear or slamming 
into some nearby surface is 
disturbingly realistic. As a pure 
action game, this is a perfect 
purchase for those who want to kill, 
kill, kill! - KRIS11AN 

■ STYU 1 TO 32·PIAYER ACTION ■ PUIILIINH ACIMSK)N ■ DIVUOPIR VALVE 
■ ULIAA JUNE 1 

■ Concept; 
It's Counter.strike, but set in 
the European theater du~ 
Wor1dWatll 

■ Graphic■: 

Unfortunately, Day of Defeat 
uses the same modified Half
Life engine as CS does 

■ Sound: 
All of the "pops" and "bar415" 
)'OU'd elql8Ct from a WW II title 

■ Playablllty: 
It'll take FPS Yeterans a couple 
of minutes to set up the 
oontrols to their hklre, then It's 
off to the races 

■ Entertainment: 
Day of Defeat Is the kind of 
game )'OU could play for five 
minutes or frYe hours - and 
either would be fun 

■ Replay Value: 
Higtl 

SECOND OPINION 
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WILL ROCK 
SHOOT CRAP! 

M uch like the game, we'll get the plot out of the way early and concentrate on why 
it's fun to blow stuff away. Your character (Will Rock) has figured out how to open 
a huge temple in Greece that houses all of the Grecian gods, who by the way are 

really pissed off at humanity. There's some other crap that happens; but the point is you're 
facing off against every mythological character you can think of. Oh, P.S., some weird Greek 
god separatist group has kidnapped your girlfriend and will sacrifice her to Zeus if you don't 
save her. To that end, you're given the tools of the ass-kicking trade. Everything from pistols 
and shotguns to machine guns and crossbows are available for meting out punishment, and 
this game's characters are gluttons for punishment 

Like Serious Sam, you're faced with wave upon wave (upon wave) of adversaries as you 
solve some fairly boring switch puzzles and look for better weaponry. The puzzle elements 
almost detract from the experience after the third or fourth one, but there are enough gigantic 
open areas teeming with hordes of fodder that you forget what it took to get you there. The 
enemies themselves aren't simply there when you enter an area. Instead, they'll continually 
spawn in from various locations around your vicinity until you've gone thoug)l a certain amount 
of waves, at which point a door usually opens. I found a few bizarre control and collision 
hiccups that furrowed my brow, but by and large this is a game that starts with a bar€ and 
doesn't quit. If there were a god of catharsis, Will Rock would be his altar. - KRISTIAN 

■ STYU 1-PLAYER ACTION IUP TO 32-PLAYER ONLINE OR LAN) ■ PUBUSHU UBI SOFT 
■ DIVILOPIR SABER INTERACTIVE ■ RI LIASI JUNE 9 

■ Concept: 
Blow up anythir( that mo,es, 
0( lool<s like ~ could n,oye 

■ Graphics: 
I'm pleasantly Sl.fJ)rised with 
the high texture quality 

■ Sound: 
Lioensirll "I Wama Rock" 
f0< the ~ IOOSic was a 
stroke of genius 

■ P1ayabHlty: 
More action! Less plot! More 
action! Less plot! 

■ Entertainment 
~ you kM!d the Serious San 
games, baby, this one's 
fO<)'OU 

■ Replay Value: 
Low 
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GAME BOY ADVANCE 

MORTAL KOMBAT: 
TOURNAMENT EDITION 
RISING ABOVE THE ALLIANCE 

The core gameplay mechanics haven't changed in 
the slightest since last year's phenomenal handheld 
conversion of Deadly Alliance. Tournament Edition 

simply adds depth to the experience. On the multiplayer end, 
up to four players can compete for a trophy in tournaments 
or team up in an intense Tekken Tag.styled two-on-two team 
match. On the character front, Midway has implemented Bo 
Rai Cho, Nitra, a r.eH female character named Sareena, plus 
two additional secret fighters. Overly brutal Weapon Fatalities 
are also a part of the mix, and for those of you who love to 

SECOND OPINION 
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master combos, a handy Practice mode is here for you to hone your skills. 
The movement of characters is still a little choppy, but Midway has ironed out the 

balance issues between fighters and tightened up the gameplay as a whole. All around, 
it's the same great handheld fighter with a host of much-needed and superfluous 
enhancements. What more could you ask for? It even features reverse compatibility to 
Deadly Alliance. Simply said, fighting on the go just got better. - REINER 

■ STYU 1 TO 4-PlAYER FIGHTING ■ PUBUSHH MJDWAY ■ DIYILONR MIDWAY 
■ HLIASI AUGUST 25 

GAME BOY ADVANCE 

ROAD RASH: JAILBREAK 
AN ITCH NOT WORTH SCRATCHING 

The Genesis Road Rash games are the poo - take a 
whiff. It still stands as one of my favorite racing series 
of all time. I am still waiting for a great handheld 

translation, and rest assured that 2000's GBC port wasn 't 
it. Thus, I had lofty expectations for this game, despite not 
being a huge fan of any post-16 bit entry into the series. 

Jailbreak (not to be confused with Mary-Kate and Ashley's 
Jailbait) does little to evoke those fond Road Rash memories. 
While its environments are slicker and slightly more open 
than those on Genesis; the control, speed, and combat are 
all lacking. Having various power-ups available to ward off 
competitors is just a copout, attempting to compensate for 

SECOND OPINION 
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"'Illa tllle - .. Ille • lnune 
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adlllloll<f .......... 11111 
---Illa ...... pntty _( __ .. .......,.,. 
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the game's shortcomings. There are no rivalries, no bike shop, and only three other racers. 
Adding insult to injury, every sound effect in Jailbreak makes me grimace. 

The GBA can easily handle the things that made the Road Rash series great, but this 
is just another failed attempt at a decent GBA racing game. If it wasn't for Mario Kart: 
Super Circuit, I'd be convinced the racing genre has no place on handhelds. - JUSTIN 

■ STYU 1-PlAYER ACTlON/ RAONG (2-PlAYER VIA LINK) ■ PUBUSHH DESTINATION 
SOflWARE ■ DfflLONR DESTINATION SOflWARE/ ElfCTRONIC ARTS ■ HUASI AUGUST 1 

■ Concept: 
An updated version of 
last year's game with new 
characters, four-player 
support, and reverse 
compatibility 

■ Graphics: 
The animations are a little 
jer1<y, but the character 
models look fantastic 

■ Sound: 
The dialogue and soundtrack 
are very impressive 

■ Playability: 
Not as smooth as ~ could be, 
but ~ still has that MK feel 

■ Entertainment: 
The new four-player action 
adds depth to an already 
great game 

■ Replay Value: 
Moderately High 

■ Concept: 
Motorcycles and violence 
usually go well together, but 
not here 

■ Graphics: 
It's easy on the eyes 

■ Sound: 
I couldn't turn down the 
volume fast enough 

■ Playability: 
I would've traded the goofy 
power-ups for being able to 
punch in different directions 
using the shoulder buttons 

■ Entertainment: 
This doesn't capture the 
coolness of the old-school 
Road Rash games in the 
least 

■ Replay Value: 
Moderately Low 



Preowned PlayStation 2 
and controller 

F RE E Preowned Enter the Matrix 

and Twisted Metal Black 

nd iana Jones and the 
mperor's Tomb 

ree ground s h ipping 

CODE: B909062BE 

ONLY $149.99 
True Crime: Streets of L.A . 

u rious L.A. crime action 

• elusive DV D ! 

-

ned GameCube & GBA 
with controller 

FREE Preowned Mario Sunshine 
& Preowned Mario Advance 

CODE: 8909064N 

ONLY $139.98 

True Crime: Streets of L.A. 

-sing Series Freestyle Metal X 

this s pecial 

xc us1ve ers o 
= li=llf- Reade 

PlayStation 2 Network Pack 
- with Network Adaptor and Controller 

FREE T-Shirt! 

Summer Heat Volleyball 

Free shades when you 

order the hottest game of 

lhe'"mm,,_ 

CODE: 8020213A 

ONLY $199.99 
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Arc the Lad: Twilight of Spirits $39.99 
Dance Dance Revolution Max $39.99 
DolHack: Part 1 Infection $49.99 
Dot.Hack: Part 2 Mutation $49 99 
Eve,quest Online Adventures S19.99 
Final Fantasy X S39 99 
G<and Theft Auto: Voce City $49.99 
Harvest Moon: Save the Homeland $19 99 
Tomb Raider. Angel of Da11<nes1 $49 99 
Midnight Club Racing 2 $49 99 
NBA Street Volume 2 $49 99 
NCAA Football 2004 $49 99 
NFL2K3 $9 99 

$49 99 
$49.99 
S29 99 

2805-41 

280721 

Wario World & Guide with 

f REE 4x Memory Card 

CODE: 8220131A 

ONLY $64.98 

Preowned Animal 
Crossing MORI BESTSIWRS ~ ~ 

Great g ame at a great Burnout 2: Point of Impact $39.99 220030 

price with free Series 4 Eternal Da11<ness $1 4 99 220306 

Hitman 2: Silent Assassin $39 99 220285 

card pa ckl - · , • • lkaruga $39.99 220082 

Legend of Zelda: Wind waker $49.99 220130 
' .. Mario Party 4 $4999 220312 

Mega Man Network Trans. $39 99 220081 

Soul Calibur 2 Metroid Prime $4999 220153 

NASCAR Thunder 2003 $19 99 220103 

G ameStop exclus ive Resident Evil Zero S2999 220323 

Free Art Book w ith order. Sonic Adventure DX S39.99 22000, 

Star Fox Adventure $4999 220118 

Super Smash Bros. Melee S29.99 220003 

Tom Clancy's Splinter Cell $4999 220128 

Ultimate MUSCLE $49.99 220338 

$49.99 



Preowned Xbox & Controller with 

FREE Preowned Halo and : 
Oddworld Games : 

CODE: 8909063X -----------O NL Y $149.99 

Exclusive Offers For 
- 1111111 Readers 

New Xbox & Controller with 

FREE Preowned 
Bruce Lee Game 

CODE: 8020212F 

ONLY $179.99 

MQ!!I IIEl!WRI !!!Q. CODI 
Republic 

shipping 
code: 

True Crime: Streets of L.A. ...-:;: Madden NFL 2004 
F~rious L.A. c~ime action ~ Al Free ground shipping 

··- --=;.•~-
Air Force Delta Stonn 
BNle Force 
Evil Dead: Fist Full of Boomslick 
Fuzlon Frenzy 
Halo: Combat Evolved 
Metal Gear Solid 2: Substance 
Midnight Club Racing II 
Midtown Madness 3 

$29.99 210050 
$49 99 2101•9 
$19.99 210288 
$19 99 210009 

$49 99 210001 

S1999 210206 

$49.99 210324 

$4999 210158 Crimson Skies 
Free ground shipping 
with coupon code: GIGRO 

Tron 2.0 with 

1 
f REE Tron Bonus Figure 

CODE: 8645094A 

Lionheart 
Order now and receive 
a Free Bonus CD! 

EverQuest 2 

Free ground shipping w/ 
coupon code: GIGRD 

- -~--- -- - ---

ONLY $49.99 

Neverwinter Nights 
Expansion 
Includes a FREE copy 
of Total Annihilation 

• Kingdoms! -

~ 

Moto GP 2 $49.99 21033-4 
NBA Street Volume 2 $49 99 210289 
Pirates of the Caribbean $49 99 210283 
Return to CasUe Wolfenstein Exp. $4999 210282 

Shenmue 2 $19 99 210070 

Soldier or Fortune 2: Double Helix $49 99 210327 

Unreal Championship $29.99 210075 
Wakeboarding Unleashed $49.99 

Half-Life 2 with 

F RE.E Half-Life Blue 
, .. . . . Shift Game 

CODE: 864S 11 SA - - -- -- -- - - - --

ON LY $49.99 

MQ!!E lll(!HWRI .t!!!Q. ~ 
Age of Wonders: Shadow Magic $39 99 ~S215 
Airline Tycoon Evolution S6 99 645053 
Anarchy Online Expansion $29.99 6452•8 
BloodRayne $29 99 645115 
Elder Scrolls Ill: Bloomoon $29.99 645237 
Europa Universalis II $19 99 64'733 
Heroes or Might and Magic Plat. $19 99 64•987 

WarCraft Ill w/ Expansion Tomb Raider. Angel of Darkness $49 99 644934 
Rise of Nations $49 99 644920 

Save $10 when you buy PlanetSlde Online I $49 99 6445611 
WarCraft Ill and the Quake Ill: Gold Edition $19.99 644735 

Savage: Battle for Newerth $49 99 645189 
Star Trek Elite Force 2 $49.99 644901 
Star Wars Galaxies $49.99 64•815 
The Sims Online $29.99 644950 
Warlords Batllecry II $999 



In association with the NPD TRSTS Video Games Service, Charts presents an in-depth listing of the best

selling software on a month-to-month basis. Are the games you spend your hard-earned dollars on top 

sellers? Take a look below to find out. We've also compiled a listing of the top-selling Japanese software, 

and, of course, we included a Top 10 list of the games the GI staff is currently enjoying. 

6 N/ A 

7 1 

8 N/ A 

9 N/ A 

10 N/ A 

11 N/ A 

12 7 

13 13 

14 10 

15 N/ A 

16 N/ A 

17 9 

18 N/ A 

19 12 

20 N/ A 

DATE 

1 N/ A Splinter Cell PS2 8.5 Apr-03 $49 

PlayStation 2 owners finally have a big, burly Sam Fisher of their own to cuddle with on 

starry summer nights. Even people who already own the Xbox version picked this one up, 

if only to hear the sound the case makes the first time you open it: • Fffisher! " Sam is so 

dreamy. With his rugged good looks and salt-and-pepper hair, who wouldn't want him lurk

ing around in the shadows? 

2 2 Pokemon Ruby GBA 7.25 Mar-03 $30 

People love rubies. They're beautiful in jewelry, they make great Pokemon titles ... in fact, 

the only thing with rubies that sucks is ruby red grapefruit. Really, who eats that stuff? 

The name's not fooling anyone. You might as well eat a leaky battery - it probably tastes 

better. [Editor's note: Do not eat a leaky battery!] 

3 6 Def Jam Vendetta PS2 8.5 Mar-03 $49 

This is a good start in bringing rappers to the mainstream, and it's a fun game and every

thing. We just wish the hip-hop record label would've listened to our suggestion: Def Jam 

brand jams - the dopest thing ever to go on toast. Flavors include Bling-Bling Berry, P to 

tha lz-each, and Where's My Damn Money Cherry. The slogan is, "It's gotta be Def Jam, 

cuz jelly don't shake like that! " 

4 3 Pokemon Sapphire GBA 7.25 Mar-03 $31 

Uh oh - Ruby is pulling away from this identical Pokemon release. It looks like Nintendo 

is going to have to have a 'phire sale to try to even the odds. Get it? Huh-HA, HA! Oh, we 

got millions of ·em. Here's another: What's short, green, and used to star on 21 Jump 

Street? Richard Treecko! BURR-oh, yeah! 

5 N/ A NBA Street Vol. 2 PS2 9 Apr-03 $50 

We've been playing this game so much, it inspired us to lace up our Roos and head out 

to the Loring Park playground. Sure enough, the GI posse held court. We blocked every 

shot and drove the lane uncontested. Matt messed around and got a triplEHJouble. We 

basically took the other team to school - something they're probably used to, since they 

were all seven-year-olds. 

Midnight Club II PS2 9 Apr-03 $49 

The Legend of Zelda: The Wind Waker GC 10 Mar-03 $50 

Yu-GI-Ohl Worldwide: Stairway to Destined Duel GBA 7.5 Apr-03 $36 

Dragon Ball Z: Ultimate Battle 22 PSone 5 Mar-03 $20 

Golden Sun: The Lost Age GBA 8 Apr-03 $31 

Anal Fantasy Origins PSone 9.25 Apr-03 $30 

Grand Theft Auto: Vice City PS2 10 Oct-02 $46 

Dynasty Warriors 4 PS2 7 Mar-03 $49 

MVP Baseball 2003 PS2 9.25 Mar-03 $49 

X2 Wolverine's Revenge PS2 5.5 Apr-03 $48 

NBA Street Vol. 2 Xbox 9 Apr-03 $50 

Yu-GI-Ohl The Duelists of the Roses PS2 8 Feb-03 $46 

NFL 2K3 PS2 9.5 Aug-02 $10 

SOCOM: U.S. Navy SEALs PS2 9.5 Aug-02 $58 

Hamtaro: Ham-Ham Heartbreak GBA N/ A Apr-03 $30 

Sol.wu; HPO lnleractNe En!el'taintnent Sefw:e • t!Mtin Barnett-~ff (516) 625-2481 

JAPAN TOP 10 
POS. LMO GAME SYST0,1 

1 N/ A Virtual On: Marz PS2 

2 N/ A Pokemon Box Ruby & Sapphire GC 

3 N/ A Hamtaro4 GBA 

4 N/ A Wlnnlnc Post 5: Maximum 2003 PS2 

5 4 Pokemon Ruby/ Sapphire GBA 

6 3 Are Emblem: Flamlnc Sword GBA 

7 N/ A The Sims PS2 

8 6 Macie In Warlo GBA 

9 N/ A Anal Weapons Sweetheart PS2 

10 7 Draco,, QMst Monste,s: c .. v .. Heart GBA 

GAME INFORMER TOP 1 0 
POS LMO GAME SVST0,1 

1 1 ~ PC 

2 2 Advance Wars 2: Black Hole Rising GBA 

3 N/ A Star WMS: Knights of the Old Republic Xbox 

4 3 Leeend of Zelda: The Wind Waker GC 

5 9 NBA Street Vol. 2 PS2 

6 4 Mlclnlctit Club II Xbox 

7 N/ A Vlrtua Fighter 4: Evolution PS2 

8 N/ A Xeoosaga Volume I PS2 

7 PS2 

PC TOP 10 
POS. L MO GAME MOlfflt PRICE 

1 N/ A The Sims: Superstar May-03 $29 

2 N/ A Grand Theft Auto: Vice City May-03 $45 

3 N/ A Enter the Matrix May-03 $47 

4 3 The Sims Delwce Sep-02 $41 

5 N/ A 1'1-mde May-03 $48 

6 N/ A Rise of Nations May-03 $50 

7 2 Command • Conquer Generals Feb-03 $46 

8 4 The Simi: Unleashed Sep-02 $28 

9 1 Delta Force: Black Hawk Down Mar-03 $38 

10 5 llattleflekl 1942 Sep-02 $47 
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REVIEWS ARCHIVE AUGUST 2003 
RAYMAN 3: 
HOODLUM HAVOC 
■ PO■MAI PIAYSTATION 2 ■ ITYU 1-PIAYER ACTION/PIATFORM 
..... -~SOfT■BVIIWID MAR-03 

As usual, the plot is equally 
fanciful and incomprehensible, 
but - let's face it - you· re not 
playing Rayman games for the 
storytelling. You· re playing it 
to marvel at the gorgeously 
rendered environments, giggle 
at Globox's antics, and enjoy 

some good old fashioned platforming done with 
a fresh twist. By that standard, Rayman 3 is a fil 8.5 
great success. - MATT ~ 

............ 6.25 ---ea--,,, 8.7S ---- 8 Apr-03 ...,.... 8.7S -,.,.E>cape2 7.5 li-03 
M:Nlld: 
r.ai;c«NSpnls 8.7S li-03 

A'V°""'""Fuy2 I Jan-03 -- 8 -BalioEng,wAqula 7 -e.g...-.T.-. 7.5 -_,_ 7.5 Ma<-03 
BMX XXX 7.7S .laf><)3 

_,.,,,n:~Ou1111r 8 Mat-03 
c-·,e,gG,n-. ...... 7 Ma<-03 
0-Logon 8.5 -Qq,lilo,:Cns,sShold 1.5 -Clod<-3 8.5 -Cdol-.Raly3 8.7S -Cortt-- 8.25 Doo-02 
OlltCloud2 1.25 lllr-03 
OOAMu 7.5 Doo-02 
OoodmAoi,o 1.25 Jan-03 
Def.Jam- 8.5 Apr-03 
IJMMayQy2 1 Ma<-03 
Dusi« Report 8 Ma<-03 
Dec Hldt Vol I: lnlKkw'I 8.25 Ma<-03 
Dec Hack Vol 2: ....... 77' -Or- 7.7S [)oc-(12 

~Ball:- 7.25 Jan-03 
0.0,,,.Rlcols 7 Jan-03 
o,n,,,yVmas3: 
lQremol,gonds 8.7S .laf><)3 

OjluyWanicws< 7 Apr-03 _.,._ 8.5 --..2 8.7S Ma<-03 
E-°'"11- • -Ewllood: 
ARlduolfkx:imsll:t 17' --~ 5 Doo-02 

F1FA2003 8 Doo-02 
f;fwMabr2 6.5 -Rnding Memo 8.5 .M-03 
-·•CNh,ge 7.5 Ma<-03 
GI Jac:My3 8 -Gap .... 2003: 
A-- 8.5 -Gal,ooy. lhl • -G<nlPnxCNh,ge 7.5 -G<nl Thal- """c., 10 Doo-02 

(ayGwX2 8.7S Ma<-03 
19,yPoosand 
.. OwnberofSecnb 6 .laf><)3 

-,CalolNKi,g 8.25 .laf><)3 

Hg,-2004 7 Apr-03 
Hol-VelocilJX I -IU<.lhl 5.5 .M-03 ~- 7.25 Ma<-03 
11-djCa<S-, 7 ---- 6 -Jomosl!cnl007: toi,llfn 77' .laf><)3 
JomosCam,ron"sOad<Angol 5.25 .laf><)3 

JMX20 7.5 Doo-02 

PndtFC 8 -Prrnal 6.7' -P.T.O IV 7.7S Mat-03 
Raly F'"°' 
Raceol~ 8 [)oc-(12 
_,Ori 8.7S Doo-02 
Ray,...3:-HaYOc: 8.5 Mar-03 
RildFldlonl 8.7S Doo-02 
Aool Rolr9 ■ 3 .M-03 
flo9,o1Fn 8.25 [)oc-(12 

-EwlleadAm -Rammc.sdo-
0,,0,-,- 75 .M-03 --- 7.7S Ooc-(12 

RTXRec!Rock 6.5 li-03 
Rrg,,-lhl ~- [)oc-(12 - [)oc-(12 

Silnllilo: -Core 7.5 li-03 
~~ Doo-02 
Sino. Thi FtlHl3 

~~ 1.25 -~l<r9' 6.5 .M-03 
~Cal 8.5 Ap-03 
Sla<Wan. lbny ...... 5.7S Jan-03 
Sia, Wan. Thi Clone Wars 7.7S -Sib- 7.5 Jan-03 - · 1.5 Doo-02 
-.2 I -~lul-,Wb,e2 7.5 Doo-02 
~ 

ShadowolApokolips 7 -Ttndlu:_ol_ • Apr-03 
liq.Thi 8.25 -T~2 8.25 Doo-02 
Tony-··"'"-· 9.25 Doo-02 
T.-...- 7.7S Jan-03 
Trba:,.,.,_Assat.t 8 -TyN-T,ge, 7.7S --- 8.5 -- 6.7S Apr-03 
V-Raly 3 8.7S Jan-03 
WaMboa,dinglHoahed 
f'oamgh,,- 8.25 .M-03 .,.,..,, ... _ 

8 -WidAml3 7.7S -W.W-.BMn8 • Apr-03 
---21(3 6.7S Apr-03 
-T...-Socar2003 8.5 -- 7.7S Doo-02 
wtlECnallHcu 5.25 -WWE--.: 
SIUYlu....,, 75 Doo-02 
X2-..·,-.ge 5.5 -X-""10rnonoon 7.7S Doo-02 =~ ,,. lllr-03 
~Thi 
DlaaolNRooes Ap-03 

ZcnoolNEnders: 
lhl2nd"-'- 8.5 May-03 

--= oi,,,alionGene,os 8.7S Apr-03 
K·I WortcS Gnnd Pnx 8.5 li-03 
Ki,golfb.Oo66. lhl 7 Apr-03 
t_,.olWmllng l -l.adolN Rogs:lhl 
~olNRi,g.lhl 3 [)oc-(12 

l.adolN!logs: 
Thll Two Towers, Thi 1.25 Doo-02 

Marve1Vs.Capc:an2 85 Doo-02 --

GM,IEC JBE 

"""'"""' Salvo'• w,, • -ATV: <Md "-Raang 2 8 Ma<-03 
-01111- 0.7S -BoglwF,-iylt 6 -_,_ 7.5 Mar-03 
8'>od0mon2 7.5 Jan-03 
-.yno 7 Ooc-02 
BMXXXX 7.7S Feb-03 
&.rnol<2:Ponol- 8.5 -Sclid2:- 8.5 Apr-03 Capcom VL SHI( 2 E0 7.5 -.....,w., • - C:0,.,0oMnSlonn 6 -Minolly Rlport 

EwrybodyllN 6.7S -MIB2004 6.5 Apr-03 
MIB~2004 I Apr-03 
--o..t,-15 Jan-03 

Cltwore 7.5 --Skye 6.7S Doo-02 
Oead"Ri11D 8.7' Jan-03 
Def.Jam- 8.7S Ap-03 
llioHanl:- 6 Jan-03 

llcOlGP3 1 Apr-03 -- 8 .M-03 
--2003 1.25 Apr-03 
-()po:-G<mw 75 li-03 

OlsneySpo,ISFooi>al 6.7S Mar-03 
OlsneySpo,ISSocar 8 -°""'Y'• Pl<.O.. .,, ... _ 

'·" lllr-03 
NBASlarllngFM! 8.25 Doo-02 Or . ..., 7 -NBA-\\ll.2 • May-03 
NCM~-21<3 5.7S Jan-03 
NCMFnlF<u 1.25 Jan-03 

~-•l.a<30 7.7S -Eoo- 7.7S -En.-NMalnx 8.5 -NCMFooc!>ol2004 8.7S .M-03 -- Ooc-02 
NCM"""'Macroess2003 8 Jan-03 AFA2003 Jan-03 
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GhostAeoon 7.7' May-03 Bh: The Tma 5- 7.75 No,,-(12 _, 8'>odRayne 7.75 Ooc-Q! 
OesttoyiJ-- 8 No,,-(12 Bloody Roar Extreme 6.5 .M-03 

liilrM12:Silnl ......... 8 .M-03 BMXXXX 7.75 Jo->-03 
IU<. Thi ~,. li-03 BnMFate 8.25 .M-03 
lkaruga I - -~-" James Bond 007. N9'1f"n 8 Jan-03 -~•Q.c 85 --l<r9'2003 7.5 No,,-(12 CapcomV~SNK2 EO 8.5 Jo->-03 
lqndoll.tldl. Cdol--Raly3 8.7S Doo-02 
Thi Wrd Wu. Thi 10 Ap-03 ~2: 

Legends ol WTnllng II 6.7S Feb-03 Menolea..ag, No,,-(12 
l.adol ... Fmgs Conflict Desert Slonn 6 No,,-(12 
The Two Towtta. The 9.25 Jan-03 em.on Sea 7.75 Feb-03 

U>SlKi,gdomsll 85 - Dead .. -Mar,of'r/4 3 Doo-02 X-Bead\- 7.5 Mat-03 
Medal ol Honor F- 8.7S Doo-02 Ooaiwow 5 .laf><)3 
MegaMan: - 8.25 F«>-03 
_T........., 6.25 - Or, ..., 8 Doo-02 -- 95 Jan-03 ~ 'sl.a<30 7.75 Jo->-03 

Mmr<yReport: Ente<lheMatro: 8.5 J,i-03 
E-- 6.75 Feb-03 EvlOead: 

MLB~2004 6.7S Ap-03 AMS!fuol- 8 M-03 
Monsters, Inc. Saum At90I 5 [)oc-(12 F""'"'- I Jan-03 
--o..t,- 9 Jan-03 F'-"'"'l<w,J 6 -NBA-Val.2 9 - GhostAecol> 85 [)oc-(12 
NCMFooilol2004 8.5 .M-03 Gcxlzila:Oesttoy 
,-R,,Sc,oed: iJ-- 7.5 -Hol Pl.nul2 7.5 - ~-- 7.25 Apr-03 
NfLH'22003 8.7S No,,-(12 H<man2&lenl......., 8.5 Doo-02 
01.<!awGoif 7.75 Ooc-Q2 HouseolNDeadlll. The 6.5 No,,-(12 
Pac-Man Ff/1\19f 7.25 No,,-(12 HtA. The S.75 J,i-03 
PhanwySla, '1dianaJonesandN 
OlineYenionl&II 8 Jlwl-03 -..,,T_ 8.5 Mat-03 

Raynw,..,... 7 No,,-(12 James Bcnl 007: ~n 7.75 Jan-03 
Red Fadlon U &7S Apr-03 ---E,10 9.25 [)oc-(12 0,,0,-,Ge<ma 8.25 Ap-03 
-Evi2 8 Apr-03 KalaADQ,ojil 6.25 .laf><)3 

Residenl Evl 3: - 7.7' Apr-03 Ku,gFuChaos 65 Mat-03 
_ , Ba--, 8.5 [)oc-(12 L,gonds ol Wmlln; II 6.75 Feb-03 
Slwek:EmlMge 3 Jan-03 l.adolNlqs 
Sms, The 8.7S May-03 The Two Town, The 9.25 Ftb-03 _,, __ 

• Ftb-03 MaceGnlfinlbny......, 8 .M-03 
SoncAdYarO.nDX 5 - MatY'li Vs. Clpoom 2 8.5 May-03 
SoncMega- 8.7S Doo-02 - 8.75 Doo-02 
~l<r9' 7 .M-03 

_,, __ 
8.7S Doo-02 

-Cal 8.5 - Molalo..,goon 6 Feb-03 
Spyn,:En.-N[lqgorlly '·" Jan-03 

---~- 9.25 
Jan-03 

St.Fox-..... 8.7S - McoMactw,es 6 May-03 Sia<_, ___ 

5 Feb-03 Md-q,IW. 11 I .M-03 
Star Wars; Jedi 0ulcast 8.7S Jo->-03 Mldl.OM'1Mactless3 5.25 ..U-03 
Siar Wars: The Clor, - 8.25 Doo-02 MmrilyReport: 
Sim ol Al Fea,s, The 5.5 Apr-03 E-- 6.75 Feb-03 
StlMxnr A Goddlll Albom 9 Apr-03 MLB....,PO:h2003 5.5 -S.,~Pop 8 - MLB~2004 675 Apr-03 - ""'-P"'Y • Doo-02 
ShadowolApoldps 6.5 - --o..t,--.. 95 Jan-03 

SM,ge,zGoif 7.7S Jan-03 llcOlGP2 8 -Toge,- PGA Too., 2003 8 - - 5.75 Mat-03 
TrneSplite,s2 8.5 [)oc-(12 MVPBaMbo12003 9.25 Apr-03 
Tony Hawk's Pro Sbttr 4 9 Doo-02 NASCART!vdw2003 9 N<w-02 
Top G"1: Corrl>ol Zones 6.7S - N8A"5ideOll,o2003 75 No,,-(12 
TransWOl'd &rt Ne~ Wave 5.5 - NIIASnolVal.2 9 -TobeSlidor 8.5 - NCM-2004 85 .M-03 
T-E- 7.7S - ,_ F« S!>eed: Hol PLnul 2 8.5 No,,-(12 -- 7.5 .M-03 111.2003 7.75 No,,-(12 - 8.25 Mat-03 111.21<3 9.25 [)oc-(12 

Wan,- 85 .M-03 IH.Hn2003 8.75 No,,-(12 

-Too., 7.5 No,,-(12 ~11: EQlll"IOl 5.75 Feb-03 
Wreddeu: Panza, Dragoon 0na 8.25 Jo->-03 
TheYakuzaMisso'IS 7.7S Jan-03 -Crash 75 Jan-03 

WWECnallHcu • May-03 PnlonerolW,, 7 No,,-(12 
X2-·,-.ge ~,. - "'"-- I Apr-03 
X-Men:No!Ornonoon 7.7S .laf><)3 ~ .... 3 Feb-03 
2-"0..Wdoc!Cncul &7S Doo-02 -- No,,-(12 

Q•lf 
Rally Fusoon: 
Race"~ 8 Jan-03 --- 8 Ap-03 Rec!Fadlonll 8.25 Ap-03 

Rlun lo Casie Wohnlllrt Nu.Extr..-.Raang 55 [)oc-(12 
TldNolWw 9.25 -,.,., 7.7S May-03 Aobocop 3.5 May-03 ATV:0Jad-Raang2 7.5 Apr-03 _Ba_., 8.5 No,,-(12 

Baku's Gnr Dark Alarce 8.5 Doo-02 Rocky 7 Doo-02 - 7.25 - -CoaslerTya,on 2 -- Eng,w Aqulo 7 - Au, LaHol 8 May-03 -~: ~&- 3 - Seablada Jo->-03 -· 6 -MECHWARRIOR 4: 
MERCENARIES 

Successfully completing 
missions will give you contract 
money, as well as salvage 
from the smoldering hulks you 

• left on the battlefield. From 
there, you can choose to use 
what your salvage team has 
gathered, or sell it off like the 

crap that it is. This play formula works seamlessly, and the 
open-ended story line provides for the kind of replay value 
you won't see in the multiplayer portion. I loved upgrading 
my mechs and watching my team kick ass in the field, but 
the Al is quite suspect at times and the terrain 
looks decidedly dated. Who cares?! This [!] 9.5 
game rules. Get it. Now. - KRISTIAN 

SoncusSom 9 Doo-02 ArmeDollaS10m1 6.75 Ooc-02 
Shenmuell 8 Jan-03 Al-Siar BasebaN 2004 6.5 Ajlr-03 
SIY""S.,P"'Y 3.25 Jan-03 -edBwl: 
Sms. The 8.75 Ap-03 GuardionolNR<alms 75 Ftb-03 
Sokier"ofFortu'ltll: ATV: OJad-Raang 6 [)oc-(12 
llrdNHoix .M-03 ~.,,..,,_ 1.25 -S!>""l<r9' 7 li-03 Corn,.,,,_, 

Sp>wCal 8.75 Jan-03 lhlAion-EX 6.,S [)oc-(12 

Sla,WW,Jocl().QSl 9 Ooc-Q2 Crash 8andiooo4 2: N·Tranced 7.5 Jan-03 
Star Wars: The Clone Wars 8.5 - Crazy TUI: Cak:h a Ride • May-03 
State ol Emefgency 7 May-03 Oa,ede,i 5 Ma,-03 -- 95 Ooc-Q2 Dave Mira Freestyle BMX 3 8.25 Mar-03 
s...,,,man: lhlManolSO. us Jan-03 - 2 Feb-03 
TaoFeng:FlstolNl.cu 7.25 Apr-03 Donuyl(ongColnry • -Tlwlg.The 8.25 - Doom I 8.5 Doo-02 
T....spillM 2 85 Doo-02 ~Ball. 
_,e..m: Legacy " Golw • 75 .M-03 

Mis:slorllOEafi'I 6 - Ori'l'9r 2 AdYance 7.15 No,,-(12 

TonyHnli;'sProStalr-4 9 Doo-02 o.._,. & D<agons: 

foc,j - Raang 65 Jo->-03 Eyeoflhe8eho6def 5.5 Mat-03 
Tou:Gmd 6.25 Ftb-03 Fn"'"Wreotil,g2 9 Mot-03 
T,_ Snowbowng 6.5 Jan-03 --" TylheTaSITIWllallTager 6.5 N<w-02 lhlo.AerOwnension 7.75 Ooc-02 

urc, r..,...2 6.25 May-03 Gamo &\Valch:Gale!y 4 3 Feb-03 
Urveol~ 8.7S Jan-03 -~ 45 May-03 - 8 Ma<-03 Galdon SI,,: Thi U>Sl Ago 8 Apr-03 

NBA STREET VOL. 2 
■ POIIMAT PIAYSTATION 2 ■ ITYU 1 TO 4-PIAYER SPORTS 
■ PWUllllll EA BIG ■ 111V11W1D MAY-03 

NBA Challenge pits your 
team against all other NBA 
squads. Unlike last year, you 
can't update your roster with 
defeated players - so choose 
your crew carefully. This makes 
every game a challenge, but I 
honestly miss this feature from 

last year. You can craft a custom squad of your five favorites, 
but it's not the same. My few complaints are very minor, 
like the shot clock resetting incorrectly and generic players 
sometimes looking too similar. I don't feel the same elation 
as I did playing the first Street, but Vol. 2 advances the series 
and gives fans more than enoug)l reason to I 9 pick it up. - JUSTIN 

w~~ GT-3. 
Feaur,gSha<,,.._.,.y 8.5 .M-03 "'"~Racrog 7.25 Mat-03 - 2 [)oc-(12 lnct-M. lhl Ju-03 

Whileoul 625 Ooc-02 lridionll May-03 
-Racrog 5 - _._L_ 
World - Basebal 21(3 7 Apr-03 lrfJSlico1o<iJ 4.25 Feb-03 
X2-··- 5.5 - Kirby:~nllrear1'and 8.75 Jan-03 

lqndolz.lda 
AlnmN-lhl 9.25 Jan-03 

Legends ol Wresa,,g II 0.75 Mat-03 1503A.D.: Thi New World 7.5 Apr-03 I.ago-Agodllyi-.t,gy 95 Jan-03 Matoran Adveotl.l'eJ 7.75 No,,-(12 
Asheron's Cd 2 F""1 l<r9' 8.5 Feb-03 I.ad ol "" Riigs: The BIIDlllld1942 9 No,,-(12 F-d!MR,ig,The 5 Ooc-02 
c.lbc Kr,gs: Rage ol Wat 7 No,,-(12 Lord" ... Riigs: 
Cormwld& The Two l<M"ln. The 6.75 Feb-03 
ea-- 9.25 Apr-03 U>StVikngs.The 7 -euu..2.Ga1esol-"9ard 7.75 N<w-02 Luil:Tht l\lnloflore 7.75 Ap-03 

DMr-.DNhly 7.75 Doo-02 llNrlqnd 7.5 Ftb-03 
Eort,& 9oyond 9.25 Doo-02 Maslo<solNU-S.: 
E'-""" 1400: Thi G..ld 8.5 Feb-03 He-Ma<, - Powe, ol Graysk'-' 3.75 Jan-03 
E- Mega Man 8 Bass 8 Mar-03 
Thi_,,_ 95 Jan-03 Maga Man Banle 
F- 9.5 May-03 -3: S... and Whie 8 -Hart,;ngor 6 May-03 MelroodF.- 10 Jal>-03 
H9W,d\Vamon 6.5 Apr-03 Monst.- Rlncher Advata 2 85 Jar>-03 
Kll~CoYorlSlru 7.25 Apr-03 - : OnWihNSl"ow 55 --.-- 75 Ma<-03 NirjaFMt-0 8.25 .M-03 - 1.25 - PlwllasyStarC<lloaal 8 Feb-03 
MasterolOrion in 8 Ap-03 -~· 7.25 Apr-00 
Med'IWamor4:~ 9.5 Jan-03 Rayman 3: Hoodun Havoc 8 Mat-03 
-olHooor:So,arhead 8.25 Jar>-03 

_.,, __ The 
6 Feb-03 

MtdieYal:Total War- --.VF-: Thi Wood"s 
Vdq"""'°" 8.75 - Most Mari\' Men, The 4.75 [)oc-(12 

No One liwl Fu..,. 2: - Thi Mac,o,. Saga 8.5 Jlwl-03 
A Spy In HARM.'1 Way I Doo-02 Rocky 7.5 Jlwl-03 - 1.25 .M-03 Sarruai Jade 
-2 7.5 - ThtAnullofTr,w 8 -Rarilow Six 3: Raven Shield 7.25 - SagaRalya,.,__,.., 5 Mat-03 
-Elrl><• 6.75 J,i-03 SagaSmosh Pack 1 [)oc-(12 ............ I .M-03 SonicMflla2 7.5 May-03 
RolerCoesle, Tycoor,2 8.5 [)oc-(12 SoricPnbalParly 6 J,i-03 - 6.75 - Spinte, Cel 8.5 M-03 
s.ray, 975 Ftb-03 Spyn, 2: Season ol Flame 7.5 Ooc-02 

&n-.Onh, lhl I Ma<-03 SSXTric,y • [)oc-(12 

Sms:~. The 8 .M-03 Star Wan: The New_.,,,,, 6 Feb-03 
S!>mgB<eak 7.5 - S.,Ghot.aN"Gho&ts 8.5 N<w-02 

SlarTrok: S.,MorMyllal.Jr. 8 Feb-03 --· 9.25 Jan-03 5'4)0I Puzzlt f;fw N • Ap-03 Star __ , 
Toni> -. n. Prophecy 65 Jal>-03 

,,,,~- 9.5 - Tony Haw'(s Pro Skater 4 8 Jan-03 
Str"'9'()id: Crusade< 8.75 Ooc-Q2 Vrtua rems 7.75 Jal>-03 
Sybe<lo 6.75 - .,.....,_ 

65 Jan-03 
Tropco 2: Pirate CoYe 8 - Wario Wa,1, Inc.: 
Urveo1 1,n.-.,ng 95 lllr-03 Mega ""'- 75 -Urveol-2003 95 Oooll2 WWE Aoldt1WrestlemirilX8 7 Mat-03 

Yosti'slsland: 

M·i&i :&li·UH·Pi S.,Mar,o-3 8.75 -Yu-GIO,! Ou,goon 
-Wars~ lb- Ap-03 

Bloo<HoleR.or,g 9.25 .M-03 Yu-Gi-O'l! WortdwideEdition: 
Aggr.-lnine 7.75 Ooc-Q2 Stairway 10 lhe Destined Duel 7 .5 Jun-03 



NEW RELEASES ALL DATES SUBJECT TO CHANGE. CALL YOUR LOCAL RETAILER FOR MORE DETAILS 
-Tltlo -
7 /21/03 , Aliens YI Predator: Ull'letion . . . , . , . . . . . . . . . . . . Bectror.c Alts 
8/26/03 .. Me, Eello. .. . .. . .. .. .. . .. .. . .. .. .. .. .. lltQ 
7 / 1~/03 .. Armored Core: Silent Lr.e . . . . . . . . . . . • . . . . . . . . . . Torm,o 

9/Yl/03 .. - Wrffll~ .. .. • .. .. .. .. .. .. .. .. .. • .. • ~ 
9/23/03 . Batllelllr Ga&aclJCI . ... . . . ,. , , . , . . . . . . . ..... . VMl"ldi ~NI 

8/26/03 .. llut~the-•Slljer.Cllmt81Nd1 .•• ••• • ••• --

CHARLIE'S ANGELS 
■ POIIMAT PlAYSTATION 2 ■ STYLI 1-PlAYER ACllON 
■ PUIIUIN■a UBI SOFT ■ RILIAII JUI.Y 15 

Chanie's Angels: Full Throttle 
has got it all. Let's see ... three 
of Hollywood's hottest and 
sexiest leading ladies, check ... 
comedy genius Bernie Mac, 
check ... the most annoyingly 
named director (McG) in film 
history, check ... and a video 

game by Ubi Soft, check and mate! Yep, this looks to be a 
blockbuster summer for the Angels, but we hope that the box 
office is big enough to carry this lackluster title to the top 
of the charts, because it looks like it's going to need a little 
help. However, it does have some pretty realistically rendered 
versions of the lovely Angels (and Bernie, for you ladies out 
there), and even features that crazy "slow-down time" effect 
that's been so popular since that one movie Keanu Reeves 
was in (we think it was My Own Private Idaho). 

7 /'19/03 . 8utt UOY ......., .. . .. . . .. .. . SVG 
8/26/03 • ~ -. Del< - 2004 .. .. .. .. .. • .. .. .. .. -
9/16/03 .. C.lel>rilyOe- ....................... -2 
81'/03 .. Cllmtl.tp)n .. .......................... . Clocom 
7/15/03 .. Chartle'•Ari•ls .... .. .... .. .. .. Ul);Soft 
8/12/03 .. Cho~llter: Crt~s 5nle~ .. .. .. .. .. .. .. .. .. .. . . Xlcat 
8/19/03 .. CrouchlrC Tieer, Hidden Dra&on , .. , . . . . . . . . Ubl Soft 
9/9/03 .. , Dance Dance Revolutlon: Ma~ 2 . . . . . . . . . . . . . . . . . Konaml 
9/15/03 .. 0.,- .... .. ...... ............ , .. .. .. .. Er<cn 
8/ 26/03. , Dl1CN1: Hout of 0fltkneu . . . . . . . . . . • . . . . . . . . . Mus 
9/2/03 . . Oltney's Extreme Skate AO\lenturt .. . ... , . . . . . . . . . ActMslon 

8/ 12/03 OolHICl<:..,..30utl>mk ........ .. ......... -
1/22/03 --......... .. ............ Sot,v 
9/23/03 ~ TIC1lCS 2 .. .. . , .. .. • .. .. .. .. • .. . -
1 !'19/03 £joy CU>oortd . .. .. .. .. .. ., .. .. . . .. .. . .. . SVG 
8/1/03 . ESPNNFl-.......... .. ......... .. ..... Sep 
8/ (/03 -Flyffl """" ................ ... .. -
9/22/03 , - fWl(ffl .................... ., .. .. - Alli 
8/12/03 . r.tUflffll: The Game.. .. . .. .. . .. .. .. .. .. .. .. .. v- l>wfflol 
9/'19/03 GlldillOt: 5wo«l of"°"CIM<I ................... _,, 
8/ 19/03 . Glld;os ........................ , .... , .. .. .. Lucas.lrll 
7/22/03 . GIHt Elcloe, The .. ............ .. , .. . .. ...... T ... 2 

9/1/03 . . Goo,wter 2: Reb.rn of JesM Jlmet ....... , . . . , . ll>I Soft 

9/23/03 , - . The .. .. .... . ... "" .............. --
8/19/03 lmtet: The Reci<onrC • -d .......... .. .... . _,. -
9/9/03 --- .... ... .... " •• " .......... . --
9/16/03 ,... . .. ........................ Sot,v 
9/1/03 . ~2 .............. , .......... .... . UblSoft 
9/11/03 l,U\ol - N ................. , .. .. • .. .. .. S..,,,, 
8/12/03 , M- NFl 2004 ............. , .. .. .. . .. .. .. Eleannc Alli 
9/11/03. NBA Shoo<Out 2004 ............ , . . . . . . . . . . . . . Sot,v 
7/15/03 .. NCMFootboll2004 .. ..... .. .... .. .......... Eleannc Atll 
8/12/03 .. NCM GameB<eaker 2004 ... , .. , . , .. . . , . . . . . . . . Sony 
9/2/03, , , Nfl BhU Pro .. ..... . ... .... ... , ....... . .. .. , Mklway 
8/12/03 .. Nfl Gamo0ay 2004 .. .. .. ...... , .... , .. .. .. . Sony 

9/22/ 03 •• NHLHlt.1:Pro •••• • •• • • • •• • • ••• •• •••• • • • •••• • MlOWSy 
8/5/03 .. , RMI A- Ill ............ .. , ......... . .... , SVG 
9/9/03 .. , RIii< GloO,j Domlnellon .. .. . .. .. .. .. .. .. .. .. .. . .... 
9/22/03 . Road KIN .................. , .. .. .. .. .. .. .. -
9/30/03 Robon Hood. ee,- of lhl C,O.,, ....... ., • .. • Clocom 
1/12/03 . Romlncl of the Tlvll KirCdOml VIII ... , .. .. .. .. • -
81'/03, , Sillnl HU .. .. . .. .. . .. . .. • .. • .. .. . .. -
9/9/03 _, HUnd Run , .. , .. .. • .. • • • . • - l>wfflol 

7/2(/03 --""' .................. "" -
8/21/03 Soul c.u, N .. .. • • .. .. • • , • .. • • • -
9/25/03 • - ""'the Sllldow of Sit .. .. .... , .. .. .. . lltQ 
8/ ( /03.. SOI-: R~1 Gone WI~ .. .. .. .. .. .. .. .. .. lltQ 

8/1/03 , SIM TIii< Shattllld llnNffll ........ , .. • .. .. .. . Tlllt - .... 
9/ 11/03 . Storllly & """'1 . .. .. . .. .. .. .. . .. .. .. .. .. .. . T• 2 
9/11/03 , True Crime: Streets of LA .. .. .. .. .. .. .. .. • .. .. • """'"°" 
8/12/03 Vlnu, ~" H.......... .. . .. .. .. .. .. .. .. . Sep 
9/ 10/03 - (0,000: Ari Wlrrtor . .. ....... , .. .. • lltQ 
7/'19/03 XGRA. .. • .. .. .. .. , .. , ... .. .... -

9/'19/03 .• 1080": - .. • • . .......... .. , -
9/23/03 .• 8'"' - ""'the Gllnl Ea .. . .. • .. , .... • .. 5'fO 
8/26/03 . llu1fyt11e-1Slayer:Cllmt - · • • ••• • • • •• • --
9/16/03 ~-"' ....... , •• , ..... .. T ... 2 
9/1/03 . Cl>esomas1e< ........ ,. ........ , ........... . u,,; Soft 
8/25/03 . , F-ZtroGX .. ... . ......... .. ,,., ••... , . , ... .. Nintendo 
9/2/03 , . Fllllly Flyffl .... .. ...... .. ........... , .. .. , M-
8/19/03 .. 0IICIIUI .......... .. .. .. .. .... , .. ........ , LucuAtll 
7 /29/03 . , Groovtfloor: Slot Car Thunder . , .... , .... •. , , • . . . Encore 
9/23/03 , HObblt, Tito ..... ....... . ....... , .... , ...... . VMndi -
9/ 'J/03 ... Mace Griffin Bounty Hunter .. .. .. .• , ... , , . . . . . . . V'Mlndl ~ 
8/12/03 , M-Nfl2004 ....... , .. ,. .............. EllC1ronoc:Atll 
7 /2B/03 , Mlrlo Golf Toadltool Tour.. .. .. ., • , .. • • .. -
9/23/03 _,, lnftMy . . .. .. .. .. , .... , .. .. • .. SVG 
1/ 19/03 Motor T""" Lotuo _. . .. .. .. . .. . .. .. Clocom 
7/15/03 . NCM-2004 , .................... -Alli 
9/2/03 .. . NFl llirU Pro.. .. . .. .. , .... , • • ,. • • .. .. .. -

Dall 

9/22/03 .. NHLHoUPro . , ...... .. .. ............ -
9/9/03 ... P.H.03 ..... ................... .. Coocom 
8/ 12/1)3 . . -..1Gm: - R-..••• .•...•••.• •• - -
7/'19/03 .. R.oi~ .................. .. ..... Enco<e 
9/22/03 .. Road....... .. . .. .. .. .. .. ...... ...... M-
9/9/03 .. . .54rnpl,OnS: Hit W Al#\ ......... , . . . . . • • • . . . . ~ l.lrMfSal 

8/26/03 • -~· • . ... ......... ....... 
9/22/03 .. - ""' the Sllldow of Set . .. , .. .. .. .. .. • lltQ 
9/8/03 ... So,rU&- , .... ...... .. ........ . ..... Ore-

9/23/03 • • SIM Wars - - ■, - Stri<e ••• ,..... luclsArU 
9/16/03 .. Trut Crimes St-of IA • .. .. • .. .. .. • .. .. .. .. -
9/8/03. - WrlsueM ... JCIX • .. • .. .. .. .. .. THQ 
7/29/03 .. XGRA . .. • • • • .. .. • • -

7 /21/03 .. Aliens vs Predlto,: Extn:tt0n . . . . . . . Electronic Arts 
8/26/03 .. Mer ECllo.. .. .. .. .. .. .. .. .. THQ 
9/30/03 .. Baclil)<&rd wresu,nc . . . . . . . . . . . . EIOos 
9/23/03 .. 8altlelt¥ Galactlc1, , , . , , . , , , VNOndl UnlYefl~ 
8/26/03 .. llutfy lhl -1 Slayor: Cl>aot Bleeds . . . VIYendl UnlYefl~ 
9/ 16/03 .. C.leOrilyOe- ............ .... ...... T ... 2 
9/1/03 .. , a-.eum.s,e, .. .. .. .. .. .... ........ .... , \JI); Soft 
9/2/03 .. . em-, Sides.. , .. , .. .. .. .. .. .. .. Mao,oft 
9/25/03 Crypc -., • . .. .. .. .. .. .. . Metro30 

9/15/03 .. - . .. .. • .. • .. .. .. • .. .. Enan 
81'/03 . Oono Cnsll 3 .. .. . .. .. . .. .. . Coocom 
9/2/03 . -·•--1-.... . ............ -
8/2B/03 .. Orooel .. .. . . . .. .. . • .... ....... , Metro30 
9/3/03 .. -Wlrncn • .. . , .. . .. .. .. .. . .. . -
8/1/03.. ESPN NFl -.. . .. .. .. . .. .. .. .. .. .. .. .. . Sep 
9/2/03 .. FillT...,...~ ... . ........... . ....... Xlcal 
8/• /03 ... _,,,..., .. , ... ..................... Midway 
9/22/03 . . Freedom fWhters • • . , .. • . , • . . . . . . . Electrcne Ntt 
9/ 1/03 ... r.e, .. , .. .. . .. . .. .. .. . .. , .. .. .. . .. . .. . Ore-

8/12/03 • - The Game . .. .. .. ".. . ....... • .. - -
8/5/03 ... ----.... , ............ Ul);Soft 
9/29/03 .. --of-.. ............ .. -
8/19/03 Glorfius . . . . . .. . .. .. . .. .. .. luclwll 
1/22/03 .. GI .. t,copo . ............ ......... .. ..... T ... 2 
1/'19/03 -Slate.- .. ...... ...... Enan 
8/26/03 . Gloup S _. .. .. . .. .. . .. .. .. .. .. Coocom 
9/23/03 .. - .'lht. . ......... . ....... --
8/ 12/1)3 .. M- NFl 2004 . .. .. .. .. .. .. .. .. .. ElecllMc Alli 
7 / 15/03 .. NCM Footbll 2004 .. .. .. .. .. .. .. .. . Elecl!ONC Alli 
9/3/03 .. , Nfl BhU Pro .... , .. .. .. . .. .. . .. .. Midway 
8/13/03 .. Nfl FOYO< 2004 .. .. .. .. .. .. .. .. .. Microsoft 
9/22/03 .. NHL Hotz Pro .. .. .. .. .. , ...... , Midway 
8/26/03 .. Otocr MYl/l of Demons ............ , Sep 
8/26/03 .. Pro CHt Fllh~ .. .. .. .. .. .. .. .. .. XiCII 
9/22/1)3 .. Rold"'" . .. . .. .. . .. .. .. M-
8/ 18/03 .. ScooO, Ooo: "'flt of 1000 f'rW<I .. .. .. .. .. .. . T1'Q 

9/9/03 • - H•""'""' ........... • --
8/26/03 . Soul c.tl>ur I .. .. . .. .. .. . .. .. ....... 
1/1/03 SIM T ... ShlOlrld -.. • .. .. .. • .. .. .. Tlllt -
7/ 15/03 .. su,w.. .,,,..ofOlcl- .......... .. luclsArU 
9/3/03 ... -& Hw:11 .. ., .. .. .. .. .. .. .. .. .. .. -2 
9/16/03 . Top Soon. • ., , .. .. • .. • .. .. .. .. .. .. -
9/ 11/03 , Tn,o Crime: Snits of LA • • .. .. .. .. .. • .. • .. .. • -
9/ 1/03 ... -· IIMcft Socc« .. , .. .. .. .. .. .. .. • .. .. Ore-
9/23/03 .. - Vlnol . ..... ... ................... -
9/'19/03 .. -R .. 2 ... .. . .. .. . .. . ........ THQ 
7/29/03 .. XGRA • • • .. • , ....... , .... , -

9/3/03 . Ace of~ 1ht r.... .. . .. .. .. .. .. . -
7/25/03 Acoof_:__ T ... 2 
9/Yl/03 .. -eor-.o-t.,..Sack .................... _ 

CELEBRITY DEATHMATCH 
■ POIIMAT PlAYSTATION 2/XBOX/GAMECUBE/PC ■ ITYU 1 OR 2· 
PlAYER FIGHTING ■ PU■UINH GOTHAM GAMES 
■ a■LIAII SEPTEMBER 16 

It's been a long time since 
we blew the doors off this hot 
title, so we thought we'd check 
in to see just what kind of 
progress Celebrity Deathmatch 
is making. From what we 
saw at E3, it doesn·t appear 
much more polished than it 

was when we did a feature on the game a few months ago, 
which is not a good sign. Still, it is possible that Celebrity 
Deathmatch might make up for its homely looks and 
clumsiness with a ton of personality and a winning sense 
of humor Uust like the Game Informer staff doesl). Just 
kidding - we have really bad personalities. 

7/22/03 -~-·.. Fvncom 
9/9/03 ... - . • .......... . -
1/22/03 .. ......... 2. -,on .... ............. ,._ 
9/2/03 ... -d-2004 ....... .. ...... .. . , Allr1 
8/12/03 . . eatrtur·, Gotoc Utt-• Cofloc1lon ............... . V1Yendl lJnl,rnol 
0/ 1/03 .•. 811.tlecNlw Gtnera0ons . , ....• , , ........... , Drtll'nCllehef 
9/9/03 .. . Blttlelle~ 19'2: Deluxe E~tlon .. ........ , ....... Electronlc Alli 
9/9/03. , . B&ttlentld 1942: 5ecftl Wffl)Onl o!WWII ........... Eltctronlc Artl 
9/ 18/03 .. Block 9 .. , ........ , .. .. . .. .. .. .. .. .. . M ... ICO 

9/1/03 ... --.. .. .. , .. .. .. .. • .. .. .. .. .. • VIYef'dl UnNeflll 
8/26/03 .. BrNd , . , ... , .. ., . . . Hip lnttflelNt 

8/26/03 . ~ ·1 Be Game Hunt.- 2004 s.... .. .. .. -
1/26/03 -·• GI-. 2004 T-• , • • • • -
9/ 11/03 c_,.,. °""""""' T ... 2 
1/ 19/03 0-. . . .. .. .. .. ,. ,. .. . .. . ... •. ,._ 
8/19/03 , C4ICI Zlfo .. .. ..... .. ....... .. ......... . .... ,._ 

-Tltlo -9/1/03 • ~ 3. Dest.,nat,on - • • • -
9/1/03 . Coiner StrN. Concition Zero . . . . . . . . . . . . . . . . . . ~ l.kwec'slll 
9/2/03 . . en-., .... .. .. .. .. .. .. .. .. . .. .. " .. su.tec, -
8/12/03 . Dora The uotorer. - -.S . .. .. ... . .... .,_. 
81'/03.. Ethertorrfs I . .. .. . .. , Strlt,O Fnt 
8/ 18/03 . E_, E- ..................... , - --/ --815/03 Ari lllpl,- .. .. .. .. .. . .. .. . .. . .. .. AUn 
9/2/03. ....... 259 ..... , .. .. .. .. .. .. .. G1oOII SUt Softwww 
7/29/03, Rif1 SmAltor 2004 .... .. ........... ., .. --
9/22/03 .. - fWl(e,s .. .. .. .. . .. . .. .. . .. . .. • .. _,_ Alli 
9/2/03 F,lday - 30 Dirts .. .. .. .. .. • • • .. .. • .. G1oOII SIM Softwlll 
9/2/03 .. Fndo>' - 30 Pool ..... .. .. . ............ , .. G1oOII Stor Softwww 
8/1/03.. Frlllay N_,. eo.t.. .. .. .. .. .. . .. .. .. .. .. . .. .. G1oOII SIM Softwlrw 
9/16/03 . Gafldor: Otfenders OUter Oimenseon.. . . .. . . . . . . • • . Dlctronlc Nt& 
9/2/03 . . Ghost Master . . . . , . . . . . ViYendi LW,ttflll 

9/29/03 .. Gladiator. S'#CN'd of YerWeance. . . . . . . . . . . . . . . . . . . Acc!Mt 
9/2/03 . . Gteat Empires Collect.Ion 3 . . . . . . . . . . . . . . • . . . . . VMtnCtl Uoive<lal 
7/22/03 .. Glelt Elcloe, 'lht ............ .. .. ... .. .. ..... Take 2 
9/16/03 . GI- The Temple of Elemental E• .. .... ., . .. .. Alan 
9/30/03. Hllf-Ufo 2 . .. . .. ................ , .. . . V1Yendl-.., 
9/30/03. HIio ............................. , .... M,c,osott 
8/26/03 . - ""'HII .. .. . .. . .. . .. .. .. . .. .. .. Hlp W-
9/23/03. -. The ..................... - -
8/26/03 -2 ....................... --
9/2/03 - ~ . • ......... . .. .. ... " .. " • .. .... 
9/16/03 - ·· Cini 0.,., 2004............. .. ...... - -.., 
9/16/03 -•C.,,02004 ........ .... ............. --
7/29/03 - ·•-Cllns...... .. . .. .. --
9/16/03. - -,.,_a.,.,2004 .... ...... .. ·--

1080°: AVALANCHE 
■ POIIMAT PC ■ STYLI 1 TO 4-PlAYER Sl'ORTS 
■ PUIIUIN■a NINTENOO ■ ULIAII SEPTEMBER 29 

1oso· Snowboarding was one 
of the most beloved extreme 
sports games of the 64bit 
era. Heck, we still have good 
memories of that N64 classic. 
However, that game came out 
way back in 1998, before titles 
like Tony Hawk's Pro Skater 

and SSX redefined the genre. Can this long-awaited sequel 
still compete amidst a much tougher field? We' II have to see, 
but 1oso· Avalanche does distinguish itself from the crowd 
with cool changing environments (the avalanches in the title) 
and an emphasis not on tricks, but on hardcore snowboarding 
fundamentals. All this and it looks great, tool 
9/ 16/03 - •• Tll>II Games 2004 . . . . . . . . . • • . • - -..i 

8/26/03 --·-Colect,on . --
9115103 • - • • .. ............... --
1/26/03 , ..,._ RIOf'C . .. .. . .. .. .. .. . .. .. .. . .. Atari 

9/30/03 Low & O<do< • Oowleor - • • .. .. .. .. - -..i 
9/ 11/03 . UrN~Eaol<ln .. .. .. ........ ..... M,c,osoft 

1/ 12/03 .. 1#1- . , ...... .... .......... --
8/ 19/03 .. Uld< On - M Ccoc,ot. .. ... ...... , • • Ubi Soft 
9/9/03 Lorrfsofthe- ■ . .......... ... ...... ... --
9/2/03 "-Gnf1"1-- ..................... --
8/12/03 - NFl 2004 . .. .. . ................ _,_ Alli 
9/11/03 NASCAA - 2004 . .. .. .. . .. .. .. .. • .. .. .. _,_ Alli 
9/11/03 NHl 2004 . .. .. .. .. .. . .. , .... ,. .. • .. Eloctronlr: Alli 
8 / 12/03 No Man's I.Md . . . . . . . . . . . . • . • Hip lntlf&'tNI 
8/26/03 .. OC RldrC ...... , .. . ,._ 
9/2/1)3, One Must F ... 8at111Crourtds.. .. .. .. . .. .. .. .. , T~ s,no,c, 
9/23/03 Rlll"IOOW $11 3: Alhenl Swotd .. ..... . ... . , . . . . . . . IJbj Soft 
7 /29/03 . , Rtbtll: P11ton (IClpe . . ....... .... ,. .. . . .. . . .. H,p lntorlcOYt 

9/2/03 R .. II .. .. .. . .. .. .. .. .. .. .. • .. GloO,j St• Softwlrl 
9/3/03 ~ . . . . .. .. .. .. .. .. .. . .. . Electr'""' Alli 
7/28/03 .. 5- . .. .................... -
9/15/03 , Slctlt --- ............. luclwll 
9/22/03 . S.,,C!ty( -- .................... _,_.,ti 
9115/03 , S01C1 Color'!' ...................... - 2 
7121/03 . S01C1 -1 I .. .. . .. .. .. .. .. .. .. . Strll,o fwst 
9/15/03 Stnky & ""'"' • .. .. .. • .. .. .. .. .. • , - 2 
9/1/03 _ ........ ~ ............ ., .... --
9m/03. T.,.-PGAro...2004 ................. __ .," 
8/26/03 Tron 2 0 . .. .. . .. . .. .. .. • °"'111' .. .,.... 
9/1/03 - - Socc« .. , .. .. .. • .. • .. .. .. Orlln'at-
9/2/03 Utt.mlll OenlolruCln Oelbr .... .... .. , .. .. .. , GloO,j SIM Softwlrl 

9/19/03 WIICf>ft IH - ... .. .. • .. .. .... --
9/9/03 - ,0,000 Ari - .. .. .. • .. , .. , .. THQ 

9/9/03 -~ Pool 2003 -
8/5/03 Zoo T,<»on Ccmpiot1 Colect,on -

9/9/03 aottt. The SI.It '9 in 'tbur Hind. . . . . • • • • • • • . • • Kon.Im 
8/26/03 Cl<>ucfq T .... H- 0reeon .. . .. .. . .. .. Ubl Soll 
9/8/03 Fin11 F- Tor:t,cs - .. .. . • • .. .. .. ...,._ 
9/23/03 - · The • • • .. ....... , • • ....... - .,._... 
9/9/03 "'- . ......... .. . .. .. -En!lf-
8/ 12/03. Lillie McGulrt . . . . • ..............•.• . • , • •• , • ~ lnltfKthot 
8/ 12/03 , M- Nfl 2004 ........ ,. ...... , .. .. .. .. .. tlectrMC Alli 
7 / 28/03 .. MonltOf r,uck Mednell . . . . . . . . . . . . . . . . . . . . . . . THQ 
9/2/03 .. Od<lwortd: M- •• - ........ .. .. ..... .. . THQ 
8/26/03 Orwnulhl Tlttlcl .. .. .. .. .. .. .. .. . .. .. .. • .. .. C..-,, 
8/25/03 . - ..., .. , Rull\' & -• .... ".. . " .. • • .. _ 
9/2/03 -lt-G<MJZono .. . . .......... lltQ 

9/15/03 ScooO, Ooo Myltlry - • .. .. .. .. .. T1'Q 
9/22/03 , SIM Wars: Alf< of the F_, . .. .. , .. . . .. . .. .. THQ 

9/22/03 , ---· ---. 3 ..... .... _ 
9/11/03 .. - - en.ye.. 5 • • ....... ....... 
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SILENT HILL 3 
It's scary as hell, but it didn't frighten us enough to avoid giving our GI 
readers a few codes. 

Bonus Costumes - To use them, you must finish the game first and 
unlock the Extra Costume option. Once you do that, enter the following 
case-sensitive passwords. Now you can equip them during gameplay. 

Block Head - PutHere2FeelJoy 
Don't Touch - TOUCH_MY_HEART 
Heather Shirt - HappyBirthDay 
Gamereactor T-shirt - SH3_Wrestlarn 
God of Thunder - GangsterGirl 
Golden Rooster - cockadooodledoo 
KIiier Rabbit - BlueRobbieWin 
Onsen - I_Love_ You 
Play Shirt - sLmLdGhSmKfBfH 
Royal Flush - 01_03_08_11_12 
The Ught - LightToFuture 
Transform Costume - PrincessHeart 
Transience - ShogyouMujou 
Zipper - Shut_your_mouth 

Douglas In Underwear - Complete the game once, highlight the Extra 
New Game option at the Main Menu. Press Up (x2), Down (x2), Left, 
Right, Left, Right, 0 , X . If done correctly, Heather will sigh after you 
select a Riddle level. Now, in some scenes, Douglas will wear his 
underwear. 

Extra Options Menu - Press Ll or Rl at the Options screen to display the 
Extra Options Menu. 

"GI Droid" 
(location unknown - lase seen playing as the 

Viking's center for the sexy Daunre Culpepper) 

CODE OF THE MONTH -----------------------
THE HULK • ~ t~ 

Unless otherwise noted, all codes must be entered at the Code Input screen under 
the Options screen. The codes are unlocked in the Cheats menu. 

Desert Battle Movie Art - FIFTEEN as a code during gameplay at a terminal. 
Double All Enemies HP - BRNGITN 
Double Hulk's HP - HLTHDSE 
Full Rage Meter - ANGMNGT 
Haff All Enemies HP - MMMYHLP 
Hulk Movie F / X Movie Art - NANOMED as a code during gameplay at a terminal. 
Hulk Transformed Movie Art - SANFRAN as a code during gameplay at a terminal. 
Hulk Versus Hulk Dogs Movie Art - PITBULL as a code during gameplay at a terminal. 
Invulnerability - GMMSKIN 
Play as Gray Hulk - Enter JANITOR as a code during gameplay at a terminal. 
Puzzle Solved - BRCESTN 
Regenerator - FLSHWND 
Reset High Score - NMBTHIH 
Unlimited Continues - GRNCHTR 
Unlock All Levels - TRUBLVR 
Wicked Punch - FSTOFRY 
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B.J. Grant 
New York, NY 

The stealth assassin strikes back with yet more codes. Lock, load, and enjoy! 

All Multlplayer Mode Missions - Press Ll, Rl, L2, R2, Right, □, L3, R3 at the 
Mission Selection screen in Multiplayer mode. 

Bonus Rlklmaru Stage - At the title screen, press L1, Up, Rl, Down, L2, Right, R2, Left. 

Control Enemies - In story mode, pause during gameplay. On controller two, press Ll, 
R3, Rl, L3, Right, □, Up, □, L2, Left, □, Down, R2. If the game resumes automati
cally, you'll know that you've entered the code correctly. Now, get close to an enemy 
or NPC, and you should be able to control their actions with controller two. Note that 
enabling this code may cause the game to crash. This code will grant you complete 
access to every enemy simultaneously. When you enable the code near an enemy with 
a question mark on the radar (which indicates the foe isn't aware of your presence), 
you can use basic controls with the d-pad. Press Left or Right to rotate every enemy on 
the map. Rl will cause enemies to duck. Press X to make them jump; press it again 
to cause them to double-jump. Press Up to make foes move forward. Note that they 
cannot attack when they are unaware of you. If they have an exclamation point, their 
moves will turn offensive. The controls are the same for enemies in the question mark 
state, except that they can move backwards and attack with □. Although you might be 
Inclined to attack enemies using enemies, you cannot Inflict any damage. 

Display Score and Time - Pause during gameplay and press Right (x2), Left (x2) on 
controller two. 

Increase Score - Pause during gameplay, then hold L1 + Rl and press Right (x2), Left 
(x2) on controller two to add 100 points to your score. 

Toggle Special Abllltles - Pause during gameplay, then hold L1 + L2 and press Up 
(x2), Down (x2). Release L1 + L2 and press D (2x), R1, R2. 

Unlimited Item Capacity - At the Item Selection screen, hold L1 + L2 + R1 + R2 and 
press D (x3), Up, Left, Down, Right, □, Up, Right, Down, Left. You can still only carry 
six types of items, but your capacity for those items is unlimited. 

Steve ·scrappy" Neale 
Rockville, MD 

WAKEBOARDING UNLEASHED 
It's another Tony Hawk rip-off, but an interesting one that actually doesn't play poorly at 
all. Enter the following codes at the Main Menu. A message will indicate a correct code 
entry. Note that you have to enter these codes quickly in order for them to work. 

All Gaps - Rl, L1, L2, R2, R1, L1, L2, R2, R1, L1, L2, R2, R1, L1, L2, R2 
Level Select - D (x4), 0 (x4), I:. (x4), □, 0 , I:. 
Second and Third Boards - Up (x2), Left (x2), Right (x2), Down (x2), Up, Left, Right, 
Down, Up, Left, Right, Down 

Send in your codes and passwords, and if we 
choose your entry as Code of the Month you'll win 
a wonderful prize from the Game Informer Vaultl 

All other entries printed within these hallowed 
pages will receive a Secret Access t-shirt. 

Send To: 

Sophie Wells 
Redmond, WA 

Secret Access 
Game Informer Magazine 

724 North Rrst Street, 4th Floor 
Minneapolis, MN 55401 

secretaccess@gameinformer.com 



If you pay attention to Secret Access, you'll notice these codes are exactly the same 
as the PS2 counterpart. However, the PS2 codes don't work in the Xbox version. 
Note that these cheats adjust the game's difficulty. Nine is the most difficult while 
zero is the easiest. 

Cheat Mode - Highlight Options Mode at the Main Menu. Press Down to highlight 
Options: <name>. Now press left or right on the d-pad until Options: Cheat Codes 
appears. Press A and enter one of the case-sensitive cheat codes. 

Difficulty Settings 
howhardcanitbeO 
howhardcanitbel 
howhardcanitbe2 
howhardcanitbe3 
howhardcanitbe4 

howhardcanitbe5 
howhardcanitbe6 
howhardcanitbe 7 
howhardcanitbe8 
howhardcanitbe9 

Tru Frii 
Minneapolis, MN 

INDIANA JONES AND THE EMPEROR'S TOMB 

We have yet to discover any real codes for this game, but until we do, these tricks 
aren't too bad. 

Infinite Grenade Capacity - Obtain two grenades, which is the maximum number you 
can hold in your pack. However, if you jump into water while holding a third grenade, 
you can place it into your pack. Repeat this procedure as much as you like for unlim
ited grenade capacity. 

Missing Hat - Whenever you pause the game, check out Indy's head. You'll notice that 
his hat disappears. 

MoToGP 2 

· 111e Game Molester· 
Washington, D.C. 

These codes are few, but sweet. The first cheat is especially funny looking. 

Floating Bike Mode - Edit the logo on a custom bike to read "kingpin". 

Mlnlgames - Go into the Options Menu and watch the text (not video) credits. Scroll 
down until you get to the credits for the minigames. When it appears onscreen, press 
A. To confirm correct code entry, the screen with the •Mini Games" title will have the 
"A" in "Games· change to resemble that found on that controller button. 

John Kimball 
Los Angeles, CA 

SECRET ACCESS 

BRUTE FORCE 0 

Although these codes are of the traditional sort, we have 
compiled some cool glitches and noteworthy hints. 

Art Gallery - Collect all of the artifacts in the game. 

Bonus Multlplayer Characters 
Get the hidden DNA containers to unlock various characters 
in Multiplayer mode. 

Confed Marine - Mission 1 or Mission 6 
Feral Colonist - Mission 2 
Feral Outcast - Mission 3 
Feral Shaman - Mission 9 
Are Hound - Mission 13 
Gunthar Ghent - Mission 10 
Hunter Lord - Mission 18 
McTavlsh - Mission 14 
Mllltla - Mission 5 or Mission 11 
Outcast Shaman - Mission 7 
Seer Follower - Mission 4 
Seer Priest - Mission 8 
Shadoon - Mission 12 
Shrike Heavy - Mission 16 
Shrike Hound - Mission 17 
Shrike Soldier - Mission 15 

Dead Characters Speak - In a few of the missions, you can cause your teammates to 
speak even though they are dead. For example, if you allow Tex to die in chapter two 

before he speaks of the dead man on spikes, he will still talk. 

Keep Items - If you die in the Story mode, join the game using another controller to 
bring back that perished character. Now, immediately quit the game. You've revived 
your dead comrade! 

Maximum MK ASlT Ammunition - When you come across a duplicate MK ASLT, keep 
picking it up. Your maximum ammo will rise to 600. 

Regain Special Faster - If you use your entire special meter, run to a safe spot and 
duck. Your special meter will be replenished significantly faster. 

Mike Huber 
Lackawanna, NY 

STAR WARS: THE CLONE WARS 
Hate yourself for buying this game? Well, our super-secret code cracker discovered 
these. For his services, please send four stalks of broccoli, six shitake mushrooms, a 
dozen leaves of mustard greens, and two avocado burritos. Enter all of the following 
cheats at the Codes screen under Bonuses. 

All Bonus Materials - IGIVEUP 
All FMV Sequences - GOTPOPCORN 
All Multlplayer levels - LETSDANCE 
Team Photos - YOURMASTERS 
Three Bonus Objectives for Current Mission Complete - ALITTLEHELP 
Unlimited Ammunition - NOHONOR 

Chermaine Patterson 
St. Paul, MN 
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SECRET ACCESS 

Enter all of the following codes as user names in the single player mode. 

Almost All Single Player Cars, Status 10, and 80% Completion - AIIUCanGet 
All Championships - JamSession 
All Missions - Miss World 
All Tracks ( Except Waypolnt) - Free Ride 
Status 1-Top 10 
Status 2 - HUIBUH 
Status 3 - N.I.C.E. 2 
Status 4 - TaxiDriver 
Status 5 - Halbzeit 
Status 6 - No Hat! 
Status 7 - McRace 
Status 8 - Jiu-Jitsu 
Status 9 - Goodzpeed 

ULTIMATE MUSCLE 
A silly game that lacks any super cool codes? Lame. 

Blocken Jr. (Story mode) - Complete Story mode as Jaeger. 
Bone Cold - Collect 300 Toy Capsules. 
Buffalo Man (Story mode) - Complete Story mode as Dik Dik Van Dik. 
Eskara - Collect 100 Toy Capsules. 
Hanzo - Collect 200 Toy Capsules. 
King Muscle (Story mode) - Complete Story mode as Kid Muscle. 
Panda Man - Complete Story mode as Skullduggery (Kin Kotsu Man). 
Ramen Man (Story mode) - Complete Story mode as Wally Tusket. 
Robin Mask (Story mode) - Complete Story mode as Kevin Mask. 
Skullduggery - Complete Story mode as Bone Cold. 
Sunshine (Story mode) - Complete Story mode as Checkmate. 
Terry Man (Story mode) - Complete Story mode as Terry The Kid. 
The Ninja - Complete Story mode as Hanzo. 
Wars Man - Complete Story mode as Eskara. 

John Robbins 
Fargo, ND 

Jack Black 
Sacramento, CA 

WARI0 WARE INC: MEGA MICR0GAMES 
Lots of minigames rolled up into one game sounds like a better idea when all of the 
minigames are absolutely strange. 

Boss Mode - Complete the game to unlock an option to fight just bosses. 
Dr. Wario Minlgame - Obtain 15 mails against Blue Jimmy. 
Fly Swatter Mlnlgame - Get 20 mails against Yellow Jimmy. 
Intermission Bonus - If you press A during a break and it shows a character, some
thing cool will happen. 
Paper Plane Minlgame - Beat Red Jimmy. 
Pyoro 1 Mlnlgame - Complete the Wario stage. 
Pyoro 2 Minlgame - Finish the challenge score on every Microgame. 
Scroll Faster on Grid - Scroll through the writing faster on the grid by tapping or holding 
L or R Buttons. 
Staff Mode - Complete the game to unlock an option to view the game's developers. 
Warlo's Sheriff Mlnlgame - Snag 25 mails against Red Jimmy. 
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Martin King 
Dallas, TX 

IRIDI0N 2 
Enter each of the following codes as passwords to achieve their desired effect. 

End - 4RC8! Level 8 - N59G6 
Jukebox - CH4LL Level 9 - 558GY 
Level 2 - 9PTBY Level 10 - 54!H4 
Level 3 - TYHLY Level 11 - PCGZW 
Level 4 - 9VDBW Level 12 - NPH74 
Level 5 - SLZGW Level 13 - 9GF46 
Level 6 - TDZQ4 Level 14 - SOL46 
Level 7 - 5M!H6 

Dalton 
Jasper, Ml 

.... 
RISE OF NATIONS 1-, 

Press Enter during gameplay, then type one of the following codes to enable the corre
sponding cheat. The information within <> indicate the possibilities that can be inputted. 
The <> should not be written. A 1 and O are Boolean expressions meaning on and off. 

1000 More of All R-«:es - cheat resource all+1000 
AclUlt Dainaee to Object or Al Selected - cheat damage <name or no entry> 

<+ or -> <number> 
ChaftCe 0- Explore ConflCUratlon - cheat explore <normal, explored, all> 
Defeat Nation - cheat defeat <name> 
Deploys the CUmNrtly Selected Unlt(1), If They are Deploytrc Units - cheat deploy 
Dllplay Achievements - cheat achieve 
Drop a Nuke at Pointer Location - cheat nuke 
Drop a WIid Bini at Pointer Location - cheat bird 
Flnllllel Selected Buldlnc(1) or Next Item In Queue - cheat finish 
Force AAlaMe With Nation - cheat ally <name> 
Force enc:-ter With Nation - cheat meet <name> 
Force r-ter-off With Nation - cheat unmeet <name> 
Force Peace With Satlon - cheat peace <name> 
Force War With Satlon - cheat war <name> 
KIii Object or AH Selected - cheat die <name or no entry> 
Machine GUIii Around Every Human Capital - cheat safe 
Packs the Currently Selected Unlt(1), If They are PacklllC Units - cheat pack 
Set Al State - cheat ai <on, off, or debug> 
Set Al Players to Human and Full Map - cheat sandbox 
Set Dlfllculty - cheat diff <0-5> 
Show Combat Rances - cheat ranges <O or 1> 
Show or ChanC• Age for Nation - cheat age <number> <name> 
Show or CllanCe All Library Tech Levels for Nation - cheat library <number> <name> 
Show or Cf1anCe Civic Level for Nation - cheat civic <number> <name> 
Show or Cf1anCe C-Level for Nation - cheat commerce <number> <name> 
Show or Chaft&e Mllltary Level for Nation - cheat military <number> <name> 
Show or Chaft&e ROIOUJCO - cheat resource <name> <goodtype or all> <+ or -> 

<number> 
Show or Chaft&e Science Level for Nation - cheat science <number> <name> 
Show or Chaft&e TechnoloCY - cheat tech <name> <tech or all> <on or off> 
TCJC&le 8-dnC Box Mode - cheat box <O or 1> 
TCJC&le Full Map - cheat reveal <on or off> 
TCJC&le 0-P- - cheat pause <O or 1> 
Tum Off Computer Control - cheat human <name> 
Tum On Computer Control - cheat computer <name> 
Victory for Nation - cheat victory <name> 

Jake Roberts 
Baltimore, MD 



SECRET ACCESS 

YU•Gl•OH! WORLDWIDE EDITION: STAIRWAY TO THE DESTINED D UEL 

This is the second and hopefully last set of Yu-Gi-Oh codes. To activate them, hit the 

R Button and go to the Misc icon. Select Password and input the following codes to 
unlock the desired card. 

Alligator's Sword - 64428736 
Alligator's Sword Dragon - 03366982 
Alpha The Magnet Warrior - 99785935 
Ameba - 9517 4353 
Ancient Brain - 42431843 
Ancient Elf - 93221206 
Ancient Jar - 81492226 
Armed Ninja - 09076207 
Armored Glass - 36868108 
Armored Rat - 16246527 
Armored Starfish - 17535588 
Armored Zombie - 20277860 
Axe Raider - 48305365 
Baby Dragon - 88819587 
Backup Soldier - 36280194 
Banisher of the Ught - 61528025 
Barrel Rock - 10476868 
Battle Steer - 182464 79 
Battle Warrior - 55550921 
Beautiful Headhuntress - 16899564 
Bell of Destruction - 83555666 
Beta the Magnet Warrior - 39256679 
Big Shield Gardna - 65240384 
Binding Chain - 08058240 
Bio Plant - 07670542 
Black Dragon Jungle King - 89832901 
Blast Sphere - 26302522 
Block Attack - 25880422 
Blue-Winged Crown - 41396436 
Boar Soldier - 21340051 
Call of the Grave - 16970158 
Cannon Soldier - 11384280 
Card Destruction - 728924 73 
Ceasefire - 36468556 
Chain Destruction - 01248895 
Chain Energy - 79323590 
Claw Reacher - 41218256 
Clown Zombie - 92667214 
Copy Cat - 26376390 
Crass Clown - 93889755 
Crawling Dragon - 67494157 
Crazy Fish - 53713014 
Crush Card - 57728570 
Cyber Commander - 06400512 
Cyber Saurus - 89112729 
Cyber-Steln - 69015963 
Dark Bat - 67049542 
Dark Elf - 21417692 
Dark Gray - 09159938 
Dark Hole - 53129443 
Dark Human - 81057959 
Dark Rabbit - 99261403 
Dark Sage - 92377303 
Dark Witch - 35565537 
Dark Zebf'a - 59784896 
Darkflre Dragon -

17881964 
Deepsea Shark -

28593363 
Delinquent Duo -

44763025 
Disk Magician -

76446915 
Dokuroyalba -

30325729 
Draeon Piper -

55763552 
Eldeen -

06367785 

Electric Uzard - 55875323 
Electric Snake - 11324436 
Electr~Whlp - 37820550 
Eternal Rest - 95051344 
Exile of the Wicked - 26725158 
Exodla the Forbldden One - 33396948 
Fairy Dragon - 20315854 
Fairy's Hand Mirror - 17653779 
Falrywltch - 37160778 
Faith Bird - 75582395 
Fake Trap - 03027001 
Fiend Sword - 22855882 
Flregrass-

53293545 
Flreyarou -

71407486 
Flame Champion -
42599677 
Flame Ghost -

58528964 
Flame 
Manipulator -
34460851 
Flash Assailant -

96890582 
Flower Wolf -

95952802 
Flying Kamaklrt #2 - 03134241 
Gala - 06368038 
Gala Power - 56594520 
Gale Dogra - 16229315 
Garma Sword - 90844184 
Garma Sword Oath - 78577570 
Gamecla Elefantls - 49888191 
Garoozls - 1497707 4 
Garvas - 69780745 
Gatekeeper - 19737320 
Giant Soldier of Stone - 13039848 
Giant Trunade - 42703248 
Graceful Dice - 7 4137509 
Grappler - 02906250 
Gravedigger Ghoul - 82542267 
Greenkappa - 61831093 
Grtffore - 53829412 
Guardian of the Labyrinth - 89272878 
Guardian of the Sea - 85448931 
Happy Lover - 99030164 
Hard Armor - 20060230 
Harple Lady - 76812113 
Harple Lady Sisters - 12206212 
Harple's Brother - 30532390 
Harple's Feather Duster - 18144506 
Hero of the East - 89987208 
Hlnotama Soul - 96851799 
Hltodenchak - 46718686 
Hom Imp - 69669405 
Hom of Heaven - 98069388 
Hom of Ught - 38552107 
Hourglass of Life - 08783685 
House of Adhesive Tape - 15083728 
Insect Queen - 91512835 
Jam Breeding Machine - 21770260 
Jam Defender - 21558682 
Jlnzo #7 - 32809211 
Jira! Gumo - 94773007 
Kamlnart Attack - 09653271 
Kanlkabuto - 84103702 
Karate Man - 23289281 
Kine of Yamlmakal - 69455834 

Klseitai - 04266839 
Krokodllus - 76512652 
Kumootoko - 56283725 
Kunai With Chain - 37390589 
Kurama - 85705804 
Lady of Faith - 17358176 
Lala 1..1-oon - 09430387 
Larvae - 94675535 
Laser Cannon Armor - 77007920 
Last Day of Witch - 90330453 
Last WIii - 85602018 
Leghul - 12472242 
Leogun - 10538007 
Lesser Dragon - 55444629 
Little Chimera - 68658728 
Little D - 42625254 
Lord of the Lamp - 99510761 
Lunar Queen Elzalm -

62210247 
Mabarrel - 98795934 
Magic Jammer - 77414722 
Magic Thom - 53119267 
Magical Ghost - 46474915 
Masked Sorcerer - 10189126 
Master & Expert - 75499502 
Mechanical Spider -

45688586 
Metal Detector - 75646520 
Metal Dragon - 09293977 
Metal Ash - 55998462 
Minomushl Warrior -

46864967 
Mirror Force - 44095 762 
Monstrous Bird - 35712107 
Moon Envoy - 459094 77 
Mooyan Curry- 58074572 
Mortnphen - 55784832 
Morphing Jar - 33508719 
M-Warriof - 56342351 
Mystic Box - 25774450 5 
Needle Worm - 81843628 
Negate Attack - 14315573 
Nekogal #2 - 43352213 
Nemurtko - 90963488 
Neo the MaeJc Swordsman - 50930991 
Nobleman of Extermination - 17 449108 
Ookazl - 19523799 
Orton the Battle King - 02971090 
Pale Beast - 21263083 
Panther Warrior - 42035044 
Paralyzlng Potion - 50152549 
Parasite Paraclde - 27911549 
Petit Angel - 38142739 
Petit Dragon - 75356564 
Petit Moth - 58192742 
Premature Burial - 70828912 
Prevent Rat - 00549481 
Princess of TsurueJ - 51371017 
Prtsman - 80234301 
Prohibition - 43711255 
Queen of Autumn Leaves -

04179849 
Queen's Double - 05901497 
Ralgekl - 125804 77 
Red Archery Girt - 65570596 
Red Medicine - 38199696 
Red-Eyed Black Dragon -

74677422 
Relinquished - 64631466 
Remove Trap - 51482758 
Rock Ogre Grotto #1 -

68846917 
Rogue Doll - 91939608 

Root Water - 39004808 
Rose Spectre of Dunn - 32485271 
Royal Decree - 51452091 
Sebek's Blessing - 22537 443 
Shadow Specter - 40575313 
Share the Pain - 56830749 
Shield & Sword - 52097679 
Shining Fairy - 95956346 
Skull Mariner - 05265750 
Skull Red Bird - 10202894 
Snatch Steal - 45986603 
Solemn Wishes - 35346968 
Solitude - 84794011 
Sonic Bird - 57617178 
Soul Hunter - 72869010 
Spellbinding Circle -

18807108 
Spirit of the Harp -

80770678 
Stain Storm - 21323861 
Steel Scorpion - 13599884 
Sword Arm of Dragon -

13069066 
Tenderness - 57935140 
Terra the Terrible -

63308047 
Tiger Axe - 49791927 or 

40907090 
Time Machine - 80987696 
Time Seal - 35316708 
Togex - 33878931 
Toll - 82003859 

Tomozaurus - 46457856 
Toon Alligator - 59383041 
Tortke - 80813021 
Tornado Wall - 18605135 
Torrential Tribute - 53582587 
Trap Hole - 04206964 
Trent - 78780140 
Trial of Nightmare - 77827521 
Tribute to the Doomed - 79759861 
Tw~Headed King Rex - 94119974 
Tw~Mouth Darkruler - 57305373 
Type Zero Magic Crusher - 21237 481 
Ushl Onl - 48649353 
Vermillion Sparrow - 35752363 
Versago the Destroyer - 50259460 
Violet Crystal - 15052462 
Vlshwar Randi - 78556320 
Wall of Illusion - 13945283 
Warrior Elimination - 90873992 
Warrior of Tradition - 56413937 
Water Element - 03732747 
Water Girt - 55014050 
Water Magician - 93343894 
Water Omotics - 02483611 
Whlptall Crow - 91996584 
Wingweaver - 31447217 

Witch of the Black Forest -
78010363 

Wood Remains -17733394 
World Suppression -

12253117 
Wow Warrior - 69750536 
Yado Karu - 29380133 
Yamatano Dragon Scroll -

76704943 
Yaml - 59197169 
Zankl - 30090452 
Zoa - 24311372 
Zone Eater - 86100785 

"The Rhino· 
Toledo, OH 
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SONIC'S 
ARCHITECT 

Most people associate the Sonic 

series with Sega visionary Yugi Naka. 

While Mr. Naka is undoubtab/y a leg. 

end in the gaming world, few realize 

that many of the concepts that made 

Sonic the Hedgehog such an icon 

were actually conceived by Hirokazu 

Yasuhara, one of gaming's least 

known, but most respected game 

designers. Now worl<ing with Naughty 

Dog on Jak II, Mr. Yasuhara was kind 

enough to grant us this interview, 

which sheds a new light on the 

familiar history of Sega and Sonic. 

GI INTERVIEWS 
HIROKAZU YASUHARA 

Every month one of Game Informer's readers picks his or her 
personal choice for Greatest Game Of All Time. 
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FEAR EFFECT 2: 
RETRO HEUX 
■ l'OltMA1' PSONE 
■ PUSLI .... EIOOS 

I bougllt this sequel on the cheap before buying the first Fear 
Effect, thinking that it was just another followup to just another 
Resident Evil ripoff. The first cutscene alone blew that thought 
right out of my head. Within the first minute, I had seen more 
partial nudity, swear words, and great voice-acting than I have 
seen in arTy game. I just sat there, wiith my jaw open, in com
plete shock over what I was playing. 

My second thought was: With this much sex and cussing, 
the gameplay has to be terrible. Within the next five minutes, 

Talk about how you got Involved In the video game Industry. 
What led you to this career path? Were you a computer 
enthusiast as a kld? 

No, I was not a computer enthusiast when I was young. When 
I was a kid, there were no personal computers. The Apple II 
had not yet been created. I was an ordinary kid who played 
outside or read comics. The first video game I played was 
Breakout at the local game arcade. I was about 10 years old. 
The game is still one of my fa'IOrites. My first experience with 
computers was at college when I studied machine engineer
ing. I graduated from the Science University of TokYo in 1988. 
I love roller coasters and I wanted to create those machines 
after college. Nintendo had become popular among young 
people at that time, but I was not attracted by consumer 
games. I was first interested in the game industry because 
of Sega's Space Harrier. I was impressed by the power of the 
specialized computer hardware the game used. 

How did you come to work at Sega? Was that your first Job 
In the Industry? 

I wanted to work at Sega because they were making amuse
ment machines for arcades. I called Sega's recruiter when 
I was a senior and I got a job. It sounds easy, right? At that 
point Sega had yet to offer its IPO. It was not a big company, 
but rather a mid-size company which had just gotten into its 
growth years and was hiring young talents from other fields. 
I was hired as a game designer. It was my first job in the 
industry and my first real job in life. 

You are probably best known for working on the Sonic 
games on Sega Genesis. You were credited as the game 
planner, director, and lead game designer on those games. 
What was your Involvement in those tltles? What were 
your main duties, and how much of a part did you have in 
coming up with the Sonic's basic gameplay concepts and 
mechanics? 

I started to work for Sega after I graduated from college in 
1988. After training, I made several small games in conjunc
tion with Mark Cerny whose company, Cerny Games, now con
tracts with Naughty Dog. Then I got assigned to establish a 
Sega R&D subsidiary in the U.S. with Mark. Fate determined 
a different turn of events, however. Two Sega employees, 
[Yugi) Naka, a programmer, and Ooshima, an artist, started 
to create a new character game. At the time, I did not have 
a specific project that I was working on, and I was supposed 
to go to the United States in a few weeks. Then the Gulf War 
occurred and my move to the U.S. was postponed for three 
months. I joined Naka and Ooshima as a game designer, 
planning to work on the project only until I went to the U.S. 
But, I ended up staying in Japan for a year until we finished 
the project. Naka showed us code that caused a sprite 
to move smoothly on a curve by determining its positions 
using a dot matrix. He wanted to make a platform game that 
used this algorithm to move a character quickly. His original 
sample displayed a ball moving inside of a long, winding tube 
on a wide map. It did not look fun because you did not feel 
the speed of the ball. I thought, "How can I make it a good 
game?" Rrst, I made a tentative map using a green field 

I was blown away a second time. Granted, the controls take 
some getting use to, but once you learn all the liWe button 
tricks, the game characters are easy to control. The only real 
problem with the gameplay is the difficulty level. Even on normal 
(there is no easy), this is one hard game. You walk down an 
empty hallway one minute, and the next room contains three 
guards that quickly shoot you to death. The puzzles are also 
no walk in the park. You actually have to figure out the puzzle 
instead of playing a game of trial and error. After playing this, I 



which I had planned to use on a new game when I reached 
the U.S., and then placed the characters Ooshima had 
designed in it. Then we did a lot of brainstorming, and built 
the basic concepts of the game. I designed the movement of 
characters, the game stories, all of the stage maps, all of the 
enemy mechanics, and designed all of the game mechanics. 

Mr. Yugl Naka Is well known In the press as the creator of 
Sonic. How did you collaborate with Mr. Naka on the proj
ect, and what are your memories of that experience? 

Naka is an extremely talented programmer. 
He never gave up or said no to my game 
mechanic ideas even when they were cha~ 
lenging. My memories of the creation of 
Sonic is that we all worked very, very hard! 
The three of us worked together until 5 am 
and resumed at 10 am. We slept five hours a 
night, at the office, for almost for six months. 

After the orlglnal four Sonic games, you went to WOik with 
Traveller's Tales on Sonic 30 Blast and Sonic R. How did 
this come about? Did Sega ask you to WOik with them? 

Yes, Sega asked me to work with Travellers' Tales. Sonic R 
had received awful reviews at E3, and Sega wanted me to 
improve it. I was asked to help out even though I was not 
working on Sonic games any more. 

Many ,_ of Sonic were not as happy with those games. 
Why do you think that was? Were you trying 
to move too far ahead of the technology of 
the consoles with your Ideas? Did this make 
the development process dlfflcult? 

I worked with Traveller's Tales in Manchester 
and I think that, although I only joined the proj
ect in the middle, the final version of Sonic R 
is actually quite good. I understand that it is 
difficult to reverse negative impressions on 

Do you ever wish that your contributions to 
the Sonic legacy were more well known to 
the average video game player? 

I have not worried much about it, but I have 
to admit that it doesn't seem fair that few 
people know about my work on the titles. 
And it is not just me. Ooshima created the 
Sonic character, but nobody knows about 
his huge contribution to the success of the 
series. The recognition that I have received 
recently has been nice, but having Miyamoto
san stand next to me playing Sonic at CES, 
and congratulating me for the success of the 
game was gratifying as well! I still keep his 
business card as a motivation generator. 

"EvervbodV 
atNaughtv 
Dog lsverv 
motivated 
to make 
good 
games." 

the game after it receives bad reviews at E3. 
People do not play or buy it, so they cannot 
change their opinions. However, I do admit 
that the base concept of Sonic R, in which 
the player "drives" running characters, is not 
great. 

With regards to Sonic 30 Blast, my partic~ 
pation was only in drawing a handful of level 
maps. I tried to create maps that were as 
good as possible. Traveller's Tales is a ta~ 
ented company. There weren't any technology 
problems, but the games seemed to lack a 
certain motivation. 

Why do you think that Sonic struck such a 
chord with gamers In the early 90s? What 
made those games speclal? What are you 
most proud of about them? 

Sonic was a cool game. And the graphic style was new com
pared to Nintendo's platformer. Also, Sonic has an attitude. 
He had these cheeky expressions. It was new to show the 
emotional side of a character. It was considered a waste of 
data space to give a character a lot of facial expressions 
before Sonic. 

You might think the most interesting aspect of Sonic is his 
speed. But, as the game designer, I say the most important 
aspect of Sonic was his "dazzle." The original program Naka 
showed me had speed, but speed alone was not enough to 
make the player excited. When you make a game you have 
to give the gamer more. Dazzle is the excitement that goes 
directly from the eyes to the brain. If you go to an amusement 
park, you understand immediately. I made stage mechanics 
so that a player is constantly [amazed] by controlling the char
acter. That is why you get so excited when you play Sonic. 
Sonic's speed combined with the shape of the level and the 
gameplay keep the mind involved. 

found titles like Resident Evil to be mindnumbingly easy. 
All the people who are responsible for the sound should get 

a medal. Music is nice and creepy. The heartbeat sound when 
danger is near was twice as creepy. And the voice-acting was 
the very best ever. The thing about this game's dialogue is that 
they hired real actors to do it. People with actually professional 
careers, and who have even been known to star in some of my 
favorite anime films. Other developers should use games like 
Fear Effect and Metal Gear Solid as an example when it comes 

HIROKAZU 
YASUHARA 

Were you personally happy with the project? 

No. I was opposed to the company's decision 
to create games that use "Sonic-something" 
so that they can sell it easily. That is one of 
the reasons why I left the Sonic development 

group. I wanted to make good games, not any games that 
used the Sonic character in a haphazard way. 

Sonic Is the one platform star that has struggled to find 
commerclal success In three dimensions, In comparison to 
Marlo, Crash Bandlcoot, Spyro, mid others. Do you think 
that It Is clfflcult to make that character WOik In 30? 

No, I don't think so. I believe there are a lot of ways of using 
cameras which might make a 30 Sonic possible that haven't 
been tried yet. 

What prompted you to leave your partneishlp with Sega? 

The biggest reason is that Sega stopped making its own con
soles and started supporting all consoles. I want to make a 
game that utilizes the maximum power of whichever console it 
is created on. I think that it is important to work in a company 
where all games are dedicated to a specific hardware. 

to hiring their voice actors. 
I'm not the biggest fan of eel shadirll, but Fear Effect 2 does 

it well. Most gcmes use eel shading to make things look more 
cart~ike (cough, Zelda, cough], but Fear Effect 2 should 
be kept as far ffflay from children as possible. Still, the eel 
shading brings to life many little details. RaiSil"€ eyebrows and 
Hana's wiggling butt come to mind. 

Yet, after all of this mature-rated goodness, the best part 

of the game are the great characters and plot. The story stars 

What did you do In the time~ wOl1dng with Naughty 
Dog and leaving Sega? What were some of the games and 
projects you were a part at? 

I made Roigan Bros. at Visual Concepts. I joined the team 
because I was attracted to Al characters. I always want to 
develop new character gcmes with reN creative tools. 

How did you get Involved with Naugllty Dog? 

When I played Jak and Daxter and ICO, I was excited that 
these were the first of a ,_ generation of character games. 
You couldn't see graphics that good on a $200,000 work· 
station 10 year.; ago. I was looking for a ,_ challenge and 
I mentioned to Mark Cerny that I was interested in Naughty 
Dog. He introduced me to them. 

How has ~ with them been clfferent from your experi
ences at other companies? 

Ever)t>ody at Naugtity Dog is very motivated to make good 
gcmes. The most important thi1"€ in creating a good title is 
that ever)t>ody has the ability to participate in the creative 
process. Creating a game is a matter of teamwoo< and not a 
job that can be left in someone's sole possession. Ever)t>ody 
should be able to express their own ideas, environmentally 
and ability-wise. In fact, there are few companies comprised 
entirely of game fans. I've seen people who work for game 
companies as a job and not a calling. I don't like seeing that. 

Is there a big difference ~ ~ on a game In 
Japan and~ on one In the U.S.? 

Naughty Dog reminds me of the early Sega days when I 
made the Sonic games. Ever)t>ody works late at night and on 
weekends - fortunately or unfortunately! 

What are your primary duties on Jak II? What skills do you 
think that you bring to the table that makes this game dlJ. 
ferent or better than the first? 

I design game stages and make blueprints for game mechan
ics. Jak II is not a direct sequel of [Jak and 
Daxter]. Rather, it is a totally different 
game. From the technological 
side, we developed a superior 
game engine. This made it 
possible to create rnovielike 
game mechanics. I really like 
that ability. I can now create 
game mechanics and unique 
ideas that have been impos
sible until now. I think that my 
contributions to Jak II will add a reN 

twist to Naughty Dog gcmes. I would 
like to think that people will get more 
interested in Jak II because I am on 
its creative team. 

two busty babes batllil"€ beasts from beyond perdition (say 
that three times fast). There are also two guys named Glas and 
Deke, but they're not on the cover for a reason. If you take a 
minute to look beyond the cleavage of Hana and Rain, you'll dis
cover they actually have personalities. Hana is a gunwavil"€ bad 
ass, while Rain is the mature one who is a wiz with computers. 
Wrth the help of Glas and Deke, they battle their way througtl a 
trap set by evil forces and find a cure for a plague while they're 

at it. 
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HIROKAZU 
YASUHARA'S 
GREATEST HITS 
Mr. Yasuhara has amassed an unparalleled track 

record in the world of character action games. As you 

can see, the Sega Genesis might not have been the 

successful system that it was without his contribu

tions. Today, Yasuhara continues to innovate in the genre 

as part of the Naughty Dog team, working on the company's 

high-profile sequel, Jak II for PlayStation 2. 

SONIC THE HEDGEHOG 2 
Genesis 1992 

SONIC THE HEDGEHOG 3 
Genesis 1993 

SONIC & KNUCKLES 
Genesis 1994 

This game coined "blast processing. · It also introduced Sonic's 
sidekick, Tails, and offered simultaneous two-player platforming. 

Sonic 3 didn't hold any new innovations, but perfected 
the original trilogy with typical Sega craftsmanship. 

Knuckles gets cO-Oilling and is a playable character. Also 
allowed you to unlock secrets with your old Sonic games. 

SONIC 3D BLAST 
Saturn, Genesis 1996 

SONIC R 
Saturn 1997 

FLOIGAN BROS. 
Dreamcast 2001 

The first attempt at a 30 Sonic, and not a very good one. 
Developed by Traveller's Tales with Yasuhara's help. 

Sonic meets Mario Kart in this decent but unmemorable Saturn 
title. Yasuhara's second collaboration with Traveller's Tales. 

Yasuhara worked with Visual Concepts to create 
this oddly lovable Dreamcast curio. 

THIS MONTH IN GAMING HISTORY 
On July 5th, 1985, at Johnny Zee's Family Fun Center in Victoria, British 
Columbia, one of the most insane events ever held in the world of video 
games took place: The Iron Man Contest. Organized by video game 
record keeper and referee extraordinaire Walter Day of Twin Galaxies 
(www.twingalaxies.com), the event challenged many of gaming's top arcade 
players to test their will in a marathon gaming session that lasted well over 
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two days. It was certainly memorable, as players forewent sleeping, eating, 
and even bathroom duties to attempt to best their opponents. Some passed 
out at their machines; Pac-Man champion Billy Mitchell dragged a Centipede 
unit into the bathroom so as to not interrupt his game; but finally, 18-year-old 
James Vollandt racked up a superhuman 67.25 hours of Joust - talking only 
four twenty-minute breaks (one of which was due to a machine malfunction). 



CLASSIC REVIEWS 

ARCADE 

RAMPAGE -~■ CASTLEVANIA 

• --,coaJA : ■ la:NYIIML rooo 

; ~!~!~~-~· 

D uring the mid-eighties, Rampage was a very refreshing alternative sitting next to a 
lot of cookie{:utter arcade games. It had three joysticks, each letting players control 
a different mutated behemoth: George the ape, Ralph the wolf, and Lizzie the 

lizard. Cities crumble at their feet as you scale buildings and bash foundations in Cincinnati, 

Chicago, and New York. The military steps in - dispatching soldiers, tanks, and helicopters 
to prevent the onslaught; but they are easily crushed, too. If you feel so inclined, you can 
snack on foot soldiers or regular citizens. If the powers-that-be get the best of your critter, it 
transforms back to its original naked-human self and slinks embarrassingly off the screen. 
While Rampage doesn't have a load of depth, it's still a vastly entertaining game. The cities 
are well done and the carnage looks great. Over the years, Midway has tried to recreate the 
success of the original, but nothing compares to the first Rampage. 

■ STYU l TO 3-PIAYER ACTION ■ PUBLISH■■ BALLY MJDWAY ■ DIVILOPI■ BAUY MJDWAY 

■ YIA■ RILIAAD 1986 

TRACK & FIELD 

~
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Y ery few old-school games are Inherently eri]oyable enough to remain nearly as fun 
as they were when first released. Track & Fleld for NES proves Its staying power 
with a host of simplistic, yet exciting and invigorating, events such as Skeet 

Shooting, Archery, 100-Yard Dash, Long Jump, and the Javelin Throw. Although each of 
the games require timed presses, button mashing, or a combination of both; you never 
seem to grow tired of trying to top the world record. Ironically, the event that requires 
the most skill (High Jump) Is the most poorly Implemented. We didn't understand how 
to perform the High Jump back In the day, and we don't get It now. Besides the graphics 
and sound, only Track & Fleld's lack of a simulation mode seriously hurts Its overall 
quality. Nevertheless, its faults are easily overlooked, especially If you remember playing 
the first benchmark in Olympic gaming and loving It. 

■ ITYU l OR 2-PIAYER SPORTS ■ PUBLIINH KONAMI ■ DIVILOPI■ KONAMI 
■ YIA■ ULIAAD 1987 

I n the spirit of most dassic series from the 8bit 1l'id 16bit days, Gastleva1ia got its <7M1 

attempt at 3D. No, we don't mean Lament of Innocence-the PS2 title shc7Ml at this yea"s 

E3. We're talkir-€ ooout the N64 ~ that tried to use the~ of a 64bit ~ to 
make freeroamirg skeleton-slashir-€ a realjty. It succeeded in this, but little else. The Slbweapons, 

power-ups, 1l'id gothic monsters are here; but so is a terrible camera, a lad< of a map, 1l'id some 

of the fo(>iJest textures this side of San Francisoo. Two playable characters cari be selected, but 

neither one is actually named Belmont Timeof~ items are a cool idea, but there aren't 

nearly as many thi1'€5 to collect as in the epic 1l'id legendary 2D PSone ~. ~ of the 
Night. In fact, nothir-€ here matches the brilliait Sym~ ~ . \\tlich earned fame for lgarashi, 
its producer. An updated semi-5equel on N64 called Legacy of Darkness released less than a year 

later, fixir-€ some of the problems but still not doil'€ llf10IWI to be very su:cessful. 

■ STYLI l ·PIAYER ACTION/ ADVENTURE ■ PUIIUSNU KONAMI ■ NVILONll KONAMI 

■ YIAll ■ILIAAD 1999 

SATURN 

DECATHLETE 

Although Decathlete offers more events and a few unique controller techniques, it 
really hasn't evolved itself beyond Track & Fleld - despite the nine-year gap. The 
High Jump, Discus Throw, and 1500-Meter Race events take a new approach, and 

thereby add an element of variety, but they still don't compensate for this title's lack of 
innovation. Furthermore, Decathlete is missing a couple of notable games such as Skeet 

Shooting and Archery. Without these timing events, we actually enjoyed our time with 

Decathlete less than Track & Fleldl We commend Sega's attempt at adding simulation 
elements, which you would expect to increase the game's depth. However, Arcade simply 

breaks events up Into two days, and Decathlon mode merely forces you to play through 
every game In a specific order. The only notable improvements Decathlete makes over 

Track & Fleld Is the ability to select characters with different attributes and graphics. 

■ ITYU l OR 2-PIAYER SPORTS ■ PUBLISH■■ SEGA ■ DIVILOPI■ AM3 
■ YIA■ ■ILIAAD 1996 
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BOLSTERING THE BOOKCASE 

GAME 
INVENTOR'S 
GUIDEBOOK 
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DUNGEONS & 
DREAMERS 
> Manufacturer: McGraw HIii/ 

Osborne Media 
> Website: osbome.com 
> List Price: $24.99 (hardcover) 

Dungeons & Dreamers (by Brad King and John 
Borland) aptly explains how today's landscape 
of massillely multiplayer online gamir-€ really 
started with paper games like Dungeons & 
Dragons. Lord British, MIT, and id Software all 
make their requisite cameos in this study of 
computer entertainment's evolution. 

GAME INVENTOR'S 
GUIDEBOOK 
> Manufacturer: Krause Publications 
> Website: krausebooks.com 
> List Price: $14.99 (trade papefback) 

We really do get all of your mail askir-€ about 
how to make a game. Responses would be 
long enough to justify a book. Luckily, Brian 
Tinsman has written all of the steps down 
in The Game Inventor's Guidebook: How to 
Invent and Sell Board Games, Card Games, 
Role-Playing Games, and Everything in 
Between. The title speaks for itself. 

GAME PLAN 
> Manufacturer: St. Martin's Press 
> Website: stmartlns.com 
> List Price: $14.95 (trade paperback) 

Alan Gershenfeld (former senior vice president 
of Activision), Mark Loparco (former senior 
producer at Disney lnteractille), and Cecilia 
Barajas (senior director for Civilization: Call to 
Power) joined forces to write a tome on gettir-€ 
into, understanding, and surviving in the video 
game industry. 

TRIGGER HAPPY 
> Manufacturer: Arcade Publishing 
> Website: arcaclepub.com 
> List Price: $25.95 (hardcover) 

Everyone wants to sound smart, right? 
Stephen Pool's Trigger Haw,, uses tradition
ally heralded forms of ·art· to argue that 
video games are a valid and inspired example 
of culture. Study up for your next debate with 
someone claiming that games are a waste 
of time. 

JOYSTICK JUNKIES 

X-ARCADE/X-ARCADE SOLO 
> Manufacturer: XGamlng > Website: xgamlng.com 
> List Price: $149.95 (X•Arcade), $99.95 (X•Arcade Solo),$19.95-$29.95 (console adapters) 

Are you sick of buyir-€ a new arcade 
~ting stick rNery time a new con
sole comes out? Fear not, because 
XGaming has released the X-Arcade 
and X-Arcade Solo! Built to 
withstand rNen the roughest 
gamer's button mashing; 
you'll be able to use these 
with your PC/ Mac (MAME, 
here we come!), Dreamcast, 
PSone, PS2, GameCube, and 
Xbox with optional adapters. Each 
unit comes with one console adapter of 
your choosing. The X-Arcade is built from 
arcade-quality parts and has a lifetime warranty, so 
your little brother can jump on it all he wants after you kick 
his butt in Soul Calibur. 

DORKDOM TIMES TEN 
THE LORD OF THE RINGS: 
ARMIES OF MIDDLE-EARTH 
> Manufacturer: Play Along Toys > Website: playalongtoys.com 
> List Price: $6.99 (single pack w/ beast), $9.99 (3-packs), 

$16.99 (figures w/ accessorles), $29.99 Playsets, $49.99 (Helm's Deep) 

Rule them all. Collect them all. The sole purpose of this exciting new toy line is to allow Lord of the 
Rings fans to assemble epic-sized armies of their very own. The bloody battle of Helm"s Deep, the 
terrifying chase of Khazad<lum, and four additional environments are already in the works. Releasing 
this summer and continuing throughout the remainder of the year, Play Along Toys has created over 
60 figures for these familiar scenes. Almost rNery famous face has been recreated with the high
est level of authenticity and fit into the line"s three-inch scale. The list of upcoming products is very 
impressive, and includes such standouts as Saruman in his chamber, Gandalf on Shadowfax, She lob 
in Cirith Ungol Pass, Treebeard invading lsengard, and Mount Doom. To ensure that people assemble 
large armies, Play Along Toys is issu
ing three packs of ores, Uruk-hai, 
Riders of Rohan, and Gondorian 
soldiers. The prices are fairly reason
able, but rest assured, it will cost you 
a pretty penny to build an army of 
10,000 strong. 



WARCRAn FIGURES: SERIES I AND 2 
> Manufacturer: Toycom > Website: toycom.net > Ust Price: $12.99 

The first series of WarCraft figures are available as of June this year. This initial batch features Prince Arthas, Shandris 

Feathermoon, a Night Elf Archer, and Dreadlord nchondrius. The second series (due in the earty fall) h·as MedMl, Grom 

Hellscream, and a Dwarven Rifleman. Each figure comes with that character's accessories. 

LAURA CROn RESIN 
STATUE AND BUST 
> Manufacturer: SOTA Toya > Website: sotatoys.com 
> Ust Price: $59.99 (bust), $99.99 (statue) 

This August, a lucky 2,000 people can get their hands on Lara Croft - at 
least a statue or bust based on scans of actress Angelina Jolie. The bust 
stands at 8" and the statue is a full 13" tall. 

LARA CROFT: THE CRADLE 
OF LIFE FIGURES 
> Manufacturer: SOTA Toya 
> Website: sotatoya.com 
> Ust Price: $39.99 (set of three figures) 

Lara, Lara in wetsuit, and a Shadow Guardian are 
each included in this set taken from the forthcom
ing summer flick. The dual Laras feature more than 
20 points of articulation and an extra set of bare 
arms, for when it's hot outside and Lara wants to 
go sleeveless. 

DIABLO FIGURES: SERIES I 
> Manufacturer: Toycom > Website: toycom.net 
> Ust Price: $12.99 

Diablo Series 1 includes the Necromancer, Corrupt Rogue, , 
and Baal's Minion of Destruction. Each figure sports as 
many as 17 points of articulation and stands between 6" 
and 7.25" tall. Look for them in the fall. 

STARCRAn FIGURES: SERIES I 
> Manufacturer: Toycom > Website: toycom.net > Ust Price: $12.99 

Earty this fall, your favorite specialty toy outlet will receive the first series of 
StarCraft figures. The collection includes Firebat, Hydralisk, and Tassadar 
(the Protoss High Priest). Each stands around 7" and has between nine 
and 14 movable joints. 
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