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THE GREATEST COMMANDERS 'DONZT:
JUSTDEIVER THEIR MEN TO VICTORY.
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PFC SHIMENSKI AND SGT. WILLIAMS
PULL WOUNDED INFANTRYMAN
FROM HEAVY ENEMY FIRE

% BASED ON A TRAINING AID DEVELOPED FOR THE U.S. ARMY %

THE LIVES OF THE 8 MEN OF ALPHA AND BRAVO TEAMS REST

IN THE SWIFT DECISIONS YOU MAKE AS THEIR COMMANDER.

THEY WON'T BREATHE, THEY WON'T FLINCH, THEY WON'T MOVE
A MUSCLE UNTIL YOU ORDER THEM TO. ONLY YOUR WELL-THOUGHT
OUT STRATEGY WILL ALLOW THEM TO ACHIEVE THEIR DIRECTIVE.
ONLY YOUR LEADERSHIP CAN KEEP THEM FROM MAKING THE

ULTIMATE SACRIFICE FOR THEIR COUNTRY.

“..TAKES THE TACTICAL AND STRATEGIC SQUAD COMBAT OF
RAINBOW SIX-STYLE GAMES TO A WHOLE NEW REALM OF REALITY.”
- OFFICIAL XBOX MAGAZINE

“...A QUANTUM LEAP FORWARD

“.IT IS UNCOMPROMISINGLY IN THE BATTLEFIELD
REALISTIC, YET RIDICULOUSLY FUN.” SIMULATION CATEGORY.”
- IGN.COM - GAME INFORMER

CPL. DEVEREUX AND PFC
SILVERMAN MOVE INTO FLANKING
POSITION TO ENGAGE ENEMY

-
s

TEAM UP ON XBOX LIVE"
FOR 2-PLAYER CO-OP

www.pandemicstudios.com
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As beautiful as the game is, even Major League Baseball’
has its ugly side. For every perfect game and 6-4-3 double play,
there 1s a Don Mossi. An Andy Etchebarren. A Bill _Skowroh.
But MLB" 2005 and EyeToy’ change all that as they take you
into the ballgame, letting baseball buffs put their mug onto
customized players. The boys of summer have never looked
better as fans change tbg"féce of baseball forever.
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Major League Baseball and Hall of Fame trademarks and copyrights are used with permission of Major League EVERYONE

Baseball Properties, Inc., and the National Baseball Hall of Fame and Museum, Inc., respectively. Visit the
official web site at MLB.com. ©MLBPA, Official Licensee — Major League Baseball Players Association. Visit
the Players Choice on the Web at www.bigleaguers.com. 989 Sports and the 989 Sports logo are registered
trademarks of Sony Computer Entertainment America Inc. ©2004 Sony Computer Entertainment America

Inc. “Live In Your World. Play In Ours.” is a trademark of Sony Computer Entertainment America Inc
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Ak k k' “Best Action Game”

—Maxim —Spike TV Video Game Awards
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The streets of Los Angeles are being terrorized by vicious gangs and it's going to take a renegade ex-cop
like you to clean them up. Drive, fight and shoot your way through 240 square miles of recreated LA. And now,
the deepest console game ever just got deeper on PC. Battle friends in PC-exclusive multiplayer modes.
Draw from an arsenal of new weapons like rocket launchers and crosshows. This is True Crime for the PC.

Visit truecrimela.com for exclusive game clips and soundtrack samples.

Blood and Gore ¢
Mature Sexual Themes s

Pc MATURE 17+
3 <> Damespy.
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=- ELITY | [EEws

activision.com © 2003-2004 Activision, Inc_ and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark and True Crime and Streets of LA are trademarks of Activision, Inc. and its affiliates. All rights reserved. Developed by Luxoflux. Microsoft, Xbox and the Xbox logos are s

either registered trademarks or trademaris of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. T™M, & and the Nintendo GameCube logo are trademarks of Nintendo. © 2001 Nintendo. All rights reserved. “PlayStation” and the "P5" Family logo are registered .
trademarks of Sony Computer Entertainment Inc. The NVIDIA logo and the “The way it's meant to be played™ logo are registered trademarks or trademarks of NVIDIA Corporation. The ratings icon is a registered trademark of the Entertainment Software Association. PC CD-ROM logo TM and © |EMA 2003. All other
tragemarks and trade names are the properties of their respective owners. Screenshots taken from PC gameplay.
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Featuring original songs from SNOOP DOGG,
WESTSIDE CONNECTION, WARREN G. and more.




Unnerving realism. A graphically
harrowing depiction of the terror of war.

Powered by Guerrilla's
groundbreaking 3D engine.
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Missions range from large-scale NVA
battles to stealth-based assignments.

“We've never seen a more
realistic war game.” - PSM

Visit www.esrb.org

or call 1-800-771-3772 x

for more Info.

CONTENT RATED BY
ESRB

Forget Medals.
Forget Honor.
Just Survive.

It's 1967. You've been drafted to fight in

the most controversial conflict of modern
times. Prepare to experience the fear,
chaos and atrocities of the Vietnam War.
From napalm bombardments of civilian
villages to deadly VC booby traps, can

you survive your first tour of duty?

COMING JUNE 2004
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PlayStation.c ShellShockGame.com

A

©2004 Eidos. Developed by Guerrilla BV. Published by Eidos, Inc. ShellShock, ShellShock: Nam '67, the ShellShack logo, Eidos and the Eidos logo are trademarks of the Eidos Group of Companies. Guerrilla and the Guerrilla logo are
trademarks of Guerrilla BV. All Rights Reserved. "PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks
of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. The rating icon is a registered trademark of the Entertainment Software Association. All other trademarks and registrations are
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c 0 N I E N | s The “How Did We Fit In This Many Features” Issue

SAN ANDREAS

Ever since GTA Il shattered conceptions and sales records
back in 2001, the franchise has been one of the hottest
topics in all of video games. We got tons of insider info on
Rockstar North’s forthcoming installment in the series, and
decided we'd get too much grief if we didn't share.

PRINGE OF PERSIA 2

DESTROY AL‘ HUN’M%S'

DEAD RUSH

TONY HAWK’S

We went out to Montreal to With a title like this, we had Racing through hordes of UNDERGROUND 2

get the how and why about no choice but to go find out zombies to discover the hor- What's the best thing that
the Prince and his new, more exactly what the heck the deal | rible truth - all in a day’s could possibly happen to the
mature look. is. The full story on a cute, work for the amnesiac only revolutionary skating fran-

10 STAFF
Read the team’s latest favorites

12 GI SPY
Silly pictures of our life and times

14 DEAR Gl
Your chance to fire back at us!

22 CONNECT
Where news, talk, and technology
collide

32 INTERVIEW

Shane Kim, the successor to Ed Fries
at Microsoft Game Studios, looks
into the future of Xbox gaming

8 CAME INFORMER

cuddly alien who terrorizes
1950s America awaits.

m
l

known as Jake.

36 GEAR
Geeky gadgets for the masses -
from robots to TVs

38 OPINION

BioWare's two heads, Drs. Ray
Muzyka and Greg Zeschuk, talk
about the power of stories

40 CALENDAR
Get hip to this upcoming month’s
happenings

80 PREVIEWS

All aboard the pre-E3 hype train!
TimeSplitters Future Perfect has
Cortez fighting alongside...himself?

chise? Going back to the roots
and moving forward at the
same time, baby!

120 REVIEWS
Game of the Month: Onimusha 3
Demon Siege for PlayStation 2

140 CHARTS
Retail Sales Data and the Gl edi-
tors’ Top 10 Games

144 SECRET ACCESS
Codes, strategies, and passwords

148 CLASSIC GI
Reliving gaming’s greatest
moments

152 GAME OVER
The end...or is it?

GAME PAGE #
Ace Combat 5 . e .95
Badyard“drmll|nﬂ,2 There Goes the "uemhbmhnmd 116
Bad Dﬂ#1|| - A TN L ot e L L)
Battlefield: Modern Combat ....... ol T
Beyond Echo Night Il ............. IRRE {1
Breed . b e L v 100
Bruhr:rsmﬂrma...._._ B S S | F
Call of Cthulhu: Dark Corners of the Earth .. .........106
Call of Duty: United Offensive .......... o
Champions of Norrath: Return to Arms .. .. ... oL,
Chronicles of Riddick: [Sta,ﬂlf From Butcher Bay, The ...98
Close Combat: First to Fight . o L
Conflict: Vietnam .. 116
Corvette .. 129
NSO IBBIS . o o tiinid b mivtiesia e vn H1D
Death by Degrees ........... [ IO e
Dt I PRI IOENY . oovain v s s o ke 90
Desert Rats vs. Afrika hurpa L
Donkey Kong e b
Doom 3 | ca
Enthusia Professional Hm.mg ... 100
ESPN NBA 2005 . TR
ESPN NHL 2005 . 119

RSN s e R s A
. 129
99
... 109
TR ]
S 1)
e (1
e O
138
et 1 1
S I | -
R i
v A
10
e
Oy BT,

1
e 19
: B

Eye Toy: Groove ..

Far Cry: Instindts . ... "””"fﬁ_f]f”fﬁ..

Final Fantasy XI: Chains of Promathia . .
R | T VS e
Front Mission 4 .....

Full Metal Alc hemrgt and the Broken Aﬂgel
Future Tactics: The Uprising ..............
Galleon P Gpmergom = 5. o Soeo Cleh Mgt »
CaOD RACEE 2008 . i o i AN
Ghost Hunter .

Ghost Master ........

Godazlla: Save the Eanh

Guild Wars . ...
HeroesofthePaafic ...............ooouo...
Hitman: Confracls . ....

Inuyasha: The Secret of the Emaed Mask
Karaoke Revolution Volume 2 .

La Pucelle: Tactics .

Legend of Zelda: H::ur ch}rda F\dvmturm The FRASY,
e 132

Mafia

Manhunt . . :..: -j s ..:.. :-.. -;.. l-.- -::- .:..
SESH 1.
. 15/

Mario Golf: Advance Tour .
Mario vs. Donkey Kong .. .

Mega Man Battle Network 4: Red S»lmelu{J Mmm SR
Pl .. 103

WOk |
o 1 [
.. 119

R 11

Metal Gear Solid 3: Snake Eater
Musashi Samurai Legend . ..
INBA Live 2005 . s
Need for Speed: Undergruund g
Nemesis of the Roman Empire . .

Nightmare Before Christmas: The Pumpkm Km;ﬁ, The ..
WL VNI o 4]

B
o 0
29
..86
yioe o 100

Onimusnha 3: Demon Siege . .
Painkiller

Pariah . |
PanPEw it

Predator: Concrete Jungie
Ramnbow Six 3: Black Arrow .

RalliSport Challenge 2 .. .. 'f ff'f'_f_'ff_

Red Dead Revolver ... ..

Resident Evil Outbreak F|Ie #2

Ribbit King ....
Rise of the Kasal .......covvtiriieinennenns

BECRNLOOBRES . ore L B S s L TR e e
R 1, 16
. 119
T ]
e D

5 Ta P ST TR

Sega Super Sars .......

Shadow Hearts 2 . ; R
Shin Megam Tﬁnsea NDL urr:e

Shining Fr:arf:e Resurrection of the Dark DI’EI*:;DH ......
Soldiers: Heroes of World War Il ...................
... 114
104
.. 138
.. 102
101

Spider-Man 2 e
Star Wars Galaxies: Jump to t ighhpf?d

SUORE Mano BIoS. ...covvnivenminnsnsa
1-Jermgp Mutant Ninja Turt o DI
Terminator 3; The Redemption . .

Timeir|si5.£|'i5|52{jne
ey 11
.. 128

TimeSplitters Future Perfed
Transformers .

Urbz: StmehF-C:t*,a Thel. 55
. 114
oS
I . 7.

WWX: Rumble Rose .

Kﬂnmaga Episode |I: Jenseits v-::'-n Gut und Bose ...

G-Oh! The Dawn of Destiny . .

107

130

132

138

118

151

e
L, i
NPt 1

.82

105

15/
118

19

109



TRACY McGRADY ©2004 AMERICA'S DAIRY FARMERS™ AND MILK PROCESSORS

Great for dunking.

My friends told
me, “T-Mac, you're
gonna be big some day.”
Must’'ve been the milk.
About 15% of your
height is added as a
teen and the calcium and
vitamin D can help.
Will drinking a cool glass
of milk make you the
hottest scorer in town?
Hey, it couldn’t hurt.

gof milk?



PLEASE EXCUSE
THE HYPE (BUT

l ANDY McNAMARA
EDITOR-IN-CHIEF

Last month | told you we would have an amazing
cover story in this issue and POW! - this month we
deliver the world exclusive first look at Grand Theft
Auto: San Andreas - the follow-up to the biggest
title to ever hit the PlayStation 2.

But that's not all Gl has to offer this month (or
any month, for that matter). You'll find this issue
packed with feature after feature of content you
won't find anyplace else. From the first glimpse at
the critically-acclaimed Prince of Persia sequel, to
the unveiling of the next groundbreaking title from
Pandemic Studios, Game Informer has got you
covered like no other video game magazine on
the planet.

For all the great content you'll find in this gigan-
tic mid-year edition of Game Informer, we are still
working hard to improve the book each and every
month. As you may have guessed, the staff and |
are still tweaking the new design. Thus far, howev-
er, most of the feedback | have received has been
extremely positive (which the staff and | appreci-
ate, by the way), but please keep your input com-
iIng by posting your thoughts on our forums at
gameinformer.com or sending an email my way.

And finally, we added another member to
the team: Matt Miller, who we will affectionately
call Miller since we have FAR too many Matts on
staff. However, I'd like it known that | thought we
should call him Milhouse - but he would have
none of that! Make sure to send him an email and
welcome him aboard.

Before | leave you to this action-packed issue,
I'll give you a hint as to what you can expect
from us next month. Not only will we deliver the
most comprehensive coverage of the Electronic
Entertainment Expo you have ever seen, but we
will also give you another mouth-watering world
exclusive. Game Informer, for the first time ever,
will go behind the scenes at one of Nintendo’s
most exciting developers and blow the doors off
what may be the biggest GameCube title of 2004.
What is it? | guess you'll have to come back next
month to find out. In fact, if | were you, I'd resub-
scribe just to make sure | didn't miss it.

Enjoy the issue.

Cheers,

Andy >> andy@gameinformer.com

- SOMEONE HAS TO DO IT)

Handle: The Game Hombre Expertise: RPCs, Action/Platform,
Driving, First-Person Shooters Interests: Timberwolves Basketball,
Drizzt Do’Urden, Liar's Dice At The Buddha Bar, Probot, Deadwood
The Dave Chappelle Show Dislikes: Pre-E3 Anything, That The
Football Season Is Still So Far Away, That I'm Not Rick James, Bitch
Current Favorite Games: The Legend Of Zelda: Four Swords
Adventures, Half-Life 2, Onimusha 3: Demon Siege

10 GAME INFORMER

Reiner >> reiner@gameintormer.com

Handle: The Raging Gamer Expertise: RPCs, Fighting, Action/Platform, Strategy,
Sports Interests: Game Informer's Alliance Of Death In Final Fantasy XI (We Die
More Than Anyone), The Shield, Marvel's Ultimate Comic Line, Shaun Of The Dead
Dislikes: Microsoft Throwing In The Towel For Sports, Billy Getting Everyone Killed In
Final Fantasy XI, People Who Paid Money To See The Alamo, Not Having Seinfeld On
DVD Current Favorite Games: Onimusha 3: Demon Siege, Final Fantasy XI, MVP
Baseball 2004, Red Dead Revolver

Matt >> matt@gameinformer.com

Handle: The Onginal Gamer Expertise: First-Person Shooters, Action/Platform,
Action/Adventure, Action/Sports Interests: The Timberwolves, Mifestones 1: The Music
And Times Of Miles Dawis To 1960 By Jack Chambers, My New Run-DMC Figures,
(Hopefully) Getting To See PSP At E3, Grand Theft Auto: San Andreas Dislikes: That Red
Haired Kid On Amencan ldol, Archie Manning's Overbearing Ways, The lllness Sweeping
The Othce (Don't Touch Me, Disease-Ridden Peasants!) Current Favorite Games:
Manhunt, Syphon Filter: The Omega Strain, Red Dead Revolver, River City Ransom EX

Kato >> kato@gameinformer.com

Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/Platform
Interests: Moz's Comeback: You Are The Quarry, Encyclopedia Brown, Katz's Deli In
N.Y, John Squire’s Musical Interpretation Of Edward Hopper Dislikes: Plastic Surgery
Reality Shows, That When It Comes To Daily Sodium Intake It's Possible For A Frozen
Meal To Give Me More Than 110% Current Favorite Games: Rise Of The Kasai, Mario
Colf: Advance Tour, Mafia, The Lord Of The Rings Pinball Game

Lisa >> iisa@gameinformer.com

Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPCs, Action/Platform,
Racing Interests: That Feather Collar +1 In Final Fantasy XI (It's So My White Whale),
Kill Bill Vol. 2, Thai Spicy Rice, The Lil" Endless Set Dislikes: Chicago O'Hare At 4:00 AM,
Not Being Able To Find A Couple Of The Clone Wars Action Figures, Overly Blinky Cell
Phones Current Favorite Games: Onimusha 3: Demon Siege, Final Fantasy XI, Prince
Of Persia 2, Resident Ewil: Outbreak, Mario Golf: Advance Tour

JEmev >> jeremy@gameinformer.com

Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform,
Fighting, Strategy/RPGs Interests: Uncle Juba's Old-Tyme Country Pohns, The New
Modest Mouse Album, The Restaurant (Reality TV Has A Firm Grasp On Me, Sadly),
The Goon Comic Dislikes: Hollywood Video, The Lack Of Pirates In Video Games,
Being Sick While Travelling Current Favorite Games: The Chronicles Of Riddick:
Escape From Butcher Bay, Tony Hawk's Underground 2, Dead Rush, River City Ransom
EX, Ribbit King

Adam >> adam@gameinformer.com

Handle: The Alpha Gamer Expertise: RPCs, Strategy, First-Person Shooters, Fighting
Interests: Sunlight On My Drive Home From Work, Friends Visiting From Out Of
Town, David Carradine, Gordon Liu, Beating Pitspawn Fouldog Dislikes: Films

That Fail To Live Up To Their Hype, Hearing Nothing At The Office But FF XI Banter
Current Favorite Games: Painkiller, La Pucelle: Tactics, Front Mission 4, Fire Emblem,
WarioWare: Mega Party Games

JOB >> joe@gameintormer.com

Handle: The Real Amencan Gamer Expertise: RPCs, Adventure, Strategy, Platform,
Puzzle Interests: Pohns (Heated Up, With Cinnamon, Sugar, And A Cup Of Frosting

. For Dippin’), Kill Bifl, Wind-Up Assassins, Indestructible Obyject, Getting An Errant

Hat (Level 72, Here | Come!) Dislikes: Wearing Pillowcases, Suppotions (Potion
Suppositones), Catching The Office Plague, Billy Getting Everyone Killed In FFXI (Billy,
Noooo!), Wanting To Eat Imaginary Desserts Current Favorite Games: Destroy All
Humans, Final Fantasy Xl

Miller >> miller@gameinformer.com

Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting,
Platform, First-Person Shooters Interests: Bendis Comics, Volcano Cakes, Kill Bill,

Tax Refunds, D&D, Clone Wars Cartoons, Jon Stewart, The Animatrix Dislikes: Old
Navy Commeraals, Temp Jobs, Brussels Sprouts (Who Eats Those?), Stupid Halflings,
Shanng My Name Current Favorite Games: Ninja Gaiden, Warcratt lll, Final Fantasy
XI, Amplitude, Cnimson Skies: High Road To Revenge, Soul Calibur I, Halo 2 (In My
Fondest Dreams)

UNLIMITED ENABLED

GAME INFORMER UNLIMITED

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

There are tons of other bonuses there (including movies, interviews, and screenshots)
exclusively for Game Informer subscribers, so even if a game you like doesn't have the
logo in the magazine, there is a good chance you can still learn more online.
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Candid Photos From The Seedy Underbelly
Of The Video Game Industry

1 Jeremy discusses the Bush administration’s
strategy for rebuilding post-war Iraq with

the WWE's D-Von Dudley 2 In the inter-

est of...um.. journalism, Gl Online’s Chris
Cook interviews these comely tuner-car
models in hopes of getting more inside
information on Namco’s upcoming racing
game, SRS 3 Hey, not all games are made

in California, Canada, or Japan! Just ask the
gang at Monster Games (the team behind
the upcoming Test Drive: Eve of Destruction),
who represent Northfield, Minnesota to the
fullest! 4 Matt re-ignites hip-hop’s coastal
beef by recklessly repping the Westside in
Manhattan! Rockstar Games’ Chris Carro and
Devin Bennett look on in horror 5 Whoa.
EverQuest fans sure are weird. So is the gal
in the costume (who won an EQ dress-up
contest at the recent Sony Online EverQuest
FanFaire) 6 Pandemic CEO Andrew Goldman
(right) smiles for the camera, while THQ's
Tom Stratton (left) appears lost in thought.
(Note: He's debating whether or not God
could make a boulder so big he couldn't

lift it) (Note: This last statement may be
completely false) 7 Nintendo’s Craig Dysart
and Stephen Ward finally get to com-

mune with Game Informer’s legendary

Brick Wall of Eternal Power 8 Gl Online’s
Billy Berghammer hangs with Midway's
Natalie Salzman at the Game Developer’s
Conference in sunny San Jose

12 GAME INFORMER
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SPACE/TIME CONTINUUM

The Readers Stri

| know you guys are busy and all, but could you maybe get
the E3 coverage a little earlier than the July issue? Sure, we
could get info from the ‘net, but we all know your coverage is

the best!

The Twinkie Lord
Via email

Game Informer Online for daily updates.

TASTY SHAKE

I'm a long-time reader, first-time writer to Gl. | just wanted
to commend you on the excellent magazine you man-
age to put together every month. Kudos on the new “The
Edge"” feature. One question though, why did you decide
to give it a name that makes me think of some second-
rate soft drink? | can see it now, “The Edge Cola, official
beverage of Game Informer Magazine”

Jeremy Gundel
Via email

= We didn't intend to make the new insight into our
review process sound like a sub-par soda, but we
did want to make the feature sound like a Class-B
energy drink. It may not be top shelf, but Game
Informer’s beverage of choice is infused with gin-
seng, guarana, and ylang-ylang!

CLASSIC PROPS

Thanks for the article on Kings Quest Xl [“The Revival of
Adventure Gaming," issue 132]. It really shows that you
are an all-around game magazine. Great job!

Sue Scott
Via email

» The section of our magazine covering classic gam-
ing is usually a reader favorite, but the response to
this article in particular has been overwhelmingly
positive. Who says adventure games are dead?

AUTHOR UNKNOWN

Hey Sean, it's Grandpa Schmemmen! I'm just sending you
an e-mail to wish you a happy 31st birthday! Grandma
and me will be at your house at 3:00 tomorrow! We'll pick
you up and bring ya to Funzone!

| gotta run! The parfaits are ready!

Love,
Grandpa
Via yahoo.com

® In all honesty, we don't know if this is real or
weirdly marketed spam sent to our inbox. But man,
this gem just can’t go unpublished. If it’s legit, we
all say, “Happy 31st birthday to Sean, and enjoy the
parfaits for us”

» Even though Joe has attained level nine as a black mage
in Final Fantasy XI, his ability to bend space and time

can not yet encompass the entirety of the Game Informer
offices. This being a sad world of unbendable dimensions,
we’ll be bringing you all a blowout of E3 coverage in our P
July issue (which should plop into mailboxes around the :
middie of June). In the meantime, Billy and Chris will be
harnessing their collective mojo to publish a staggering

amount of E3 coverage throughout the show - so check

N

¥
¥ J

LIGHTEN UP

‘

So I'm reading through the Dear Gl section of my latest
issue of Game Informer and it seems that there is a good
many people who are upset at the magazine's reviews.
Well, come on people - give them a break! The magazine
s called, “Game Informer,” not, “Game Liars: The Gaming
Magazine That Tells You What You Want To Hear!

| personally agree with several of Game Informer’s just
and unbiased scores and | also disagree with a lot of Game
Informer’s just and unbiased scores. The bottom line is that
they give you the facts about the game. It doesn’t matter
that they rated the game a 7 when you would have given
it a 9.5, it's all about personal preferences.

50, in closing, please let Game Informer continue to give
out its excellent reviews that are based on actual, unbiased

SCORING UPDATE

First, let me say | enjoy your magazine, more so than
any other gaming publication on the newsstand.
Second, your rating system is weird. Everything
below five is basically the same dismal rating, as
the legend on your scoring system already explains,
and then everything else gets crammed into the
upper half of the scale. This seems to lead to a lot
of 8 and 9 point something ratings as you try and
differentiate between the good games.

| have solved this problem with a simple equa-
tion: R=(G-4.5) x 2.

Take the Game Informer rating (G), subtract 4.5,
and multiply by two to get the “Real” rating (R). A five

information and not a dishonest desire to appeal to a cer-

tain group of fans.
Jay Talmadge

\Via hotmail.com

= Jay, we couldn’t have said it better ourselves.
Thanks.

WISECRACKING HIJINKS

Game Infarcer had me rolling around on the ground! | also
wanted to say that Killian is the man and the Dreamcast is
the best system you could ever own!

Mateo Fuentes
Via yahoo.com

| have been a reader for several years, and | have always
been happy with your magazine. | just got the new Gl April

issue, and the Game Infarcer section leaves me puzzled.
Why would you make fun of hardcore gamers like me?

NIGHTS, Burning Rangers, and Chu Chu Rocket ARE the
best games in their respective genres. | am Killian, let it be
known!
Death to all that lives, destruction to all that has form!
Sean Dowling
Via msn.com

Just letting you guys know that Game Infarcer is the funni-
est stuff that | have read in a long time! You guys need to
do this more than once a year. Keep up the good work!

The Darkone
Via email

Hey guys, | would love it if you could include Game Infarcer
a little more often in your magazine, which rocks by the
way.

Will Muncie
Via email

becomes a one, a seven becomes a five (what your own scoring system
describes as “average”), and nine is a nine. Now, ten is a special case. A ten becomes
a Nigel Tufnel eleven. Since tens are exceptionally rare in your reviews, | felt this was fair.
I hope this equation proves useful to the mathematical purists out there like me who just can't
cope with seven being the average in a 1 to 10 scoring system.
Otherwise, keep up the good work, and keep that criticism coming.

Sincerely,
Joe Loutzenhiser
Via email

= By using mathematical mumbo-jumbo, you've utterly confused us. We're a simple people here at Game
Informer. That being said, in last month’s redesign, we added some clarification for scores between one
and five. While seven is still deemed “average,” the added information in the lower half of our scale
offers a little more clarity in that range and hopefully alleviates the need for long division and other such

“mathy” things. Check it out, won't you?

(Continued on page 19)

Send your comments to Game Informer. Snail Mail: Game Informer Magazine  Attn: Dear Gl ® 724 North First St., 4th Floor ® Minneapolis, MN 55401 Email: deargi@gameinformer.com
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“THE BEST STEALTH ACTION GAME EVER”
OFFICIAL XBOX MAGAZINE

“THE MOST AMAZING XBOX GAME SINCE HALO”
ELECTRONIC GAMING MONTHLY
THE NEW DAWN OF STEALTH ACTION
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(Continued from page 14)

Stephen Hawking's Underground does not suck!
Sincerely,
Mike “Gamebrain” Kobialka
Via email

Hello. | wanted to tell you that | wait every year for your
April issue. This year though, | was slightly disappointed
by your Game Infarcer. Don't get me wrong, | was on the
ground laughing from some parts, (particularly the part
about the “Ne-oh's") but it didn't live up to last year's
Game Infarcer. Last year, | had to change my pants five
times because | was laughing so hard. It was one of the
reasons | re-subscribed to Gl for two more years.
| just thought that you could use a huge fan’s input on
this. | hope that you can pick up the slack on next year's
Game Infarcer.
Justin McCollum
Via emall

Thanks for the hilarious Game Infarcer. It was great, espe-

cially “Happy Pie!" | laughed the whole time.
Thanks folks!

Serge Thechronotrigger
Via emall

This is my first year having a subscription to Gl, so it was
the first time | got to read Game Infarcer. I'll admit, | was a
little skeptical when | read the Editor's Forum by “Gangsta-
Dan! It was kinda stupid, guys. But as | read more, | started
laughing my ass off. You guys really managed to make
something funny and satirical without it being stupid toilet
humor. Very nice. Great timing, too, since I've only got one
more issue left, and that just makes me want to renew my
subscription more. Keep up the good work, cause you are

currently my favorite game mag!
Critical Girl Gamer

Beth Johnson
Via email

u It appears that we have an 80/20 split here, folks.
Eighty percent of readers dig the comedy collective
as a whole; while twenty percent were offended by
Killian, mostly because he reminded them of them-

selves. Imitation is the sincerest form of flattery, you
know.

NEXT GEN T&A

When | first heard of The Guy Game through an Internet
article, | was...not pleased. The fact that it popped up in
your “The Good, The Bad, and The Ugly" as ‘Better than
Good' [issue 132, April 2004] was even worse. Maybe
I'm offended because I'm a girl, but it's likely I'm offended
because I'm a human being with more than two function-
ing brain cells.

All this game is going to do is make the stereotype of
gamers (as overweight guys who sit in their basement all
day and would give their left arm to see a naked woman)
even Worse.,

I'm just hoping this game goes the way of the dodo or
ends up like BMX XXX.

Konitsu Gemstone
Via email

= What, you don’t want to guess which co-ed can’t
supply a definition to the word “onomatopoeia” in
hopes of winning points and watching them bare
their chests? You're crazy, girl! Crazy, like a co-ed.

Konitsu, we're not trying to make fun of you (or
imply that The Guy Game looks deep and interest-
ing), it's just our particular brand of sarcasm -
displayed both in the news entry you mention and
our response here.

Anyway, as of press time, The Guy Game doesn't
even officially have a publisher, so American store
shelves are a few steps away for the title.

Enter the Game Informer Envelope Art Contest.
All you need to do is draw, paint, scratch, spit, or
carve the best dam envelope art you can think of

‘e dear gi

ENVELOPE ART

and send it to us. Please include your name, phone The battle to cet to the {

number, and retumn address on the back of the
envelope. If you're the monthly winner, we'll feature
your work in Gl and you'll receive a video game
prize from the Game Informer vault.

Send to:
Game Informer
Envelope Art Contest
724 1st St N., 4th Floor
Mpls, MN 55401

RICKY KING
Sure she's beautiful and deadly, but she’s a lousy cook.
Seriously, have you tried her lobster bisque?
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WILLIAM MATA
“Yes! Now | can afford my facelift!”
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<@ LEVAR WILLIAMS
“Lousy punk kids and their

Check out
the students
of Bayside
High In
Saved by the
Bell 2525

CARLENGLUND
“Sorry bro, but | can't stop. | owe those monkeys money.”
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SONY EUROPE EXEC SPILLS

ALL ON PS3 AND MORE

n a recent interview with the official PlayStation website,
I Sony Computer Entertainment Europe’s COO David

Reeves talked about Sony's plans for PlayStation 3 and
PlayStation Portable, revealing several interesting bits of
information. He even hinted at a design change for the
PlayStation 2, similar to how the original PlayStation shrunk
down into its current, compact PSone form.

Despite the disappointing initial sales figures for the
company’s all-in-one PlayStation 2 and DVD recorder, the
PSX, Reeves sees this combination format as viable for the
PS3. “I think you can probably guess that PS3 is intrinsi-
cally linked with PSX" He says that he sees two versions of
the system (both of which he expects out in 2006): one
for those who simply want a game machine, and a “home
server” version which has “all-singing, all-dancing features
with maybe a hard disc drive!

It is unclear if the PlayStation 3 will spearhead electronic
downloading by the masses, but Reeves states that “the
ultimate goal, of course, is to get into electronic broadband
distribution.” However, Reeves believes that the barrier to

22 CAME INFORMER

this, beyond widespread broadband penetration, is having
the public becoming more familiar with downloading —
something he doesn't think a mass audience is yet. Reeves
believes Sony won't make this method of distribution big
until “50 or 100 million people” are doing it.

As for PlayStation Portable, Reeves also had quite a bit
to say. Squelching the development rumors that the unit
didn't have enough power. “Will it play as fast [as the PS2]?
Probably, technically, just a bit below, but it will have 30 MB
of RAM, now. There's so much depth and perspective on
that size screen, it will look better than PS2”

Despite the LCD screen’s size, Reeves says that Sony is
in talks with the motion picture industry to offer movies on
the unit's Universal Media Disc format. “Trying to make a
successful format is not easy; it's like MiniDisc. So you've
got to have some added extras, and | think they will come
up with quite a few surprises, so that you'd want to buy
a movie on UMD as well as having it on DVD. Maybe. Or
maybe all the new releases will come out on PSP Despite
probable region encoding for movies thanks to the involve-

Breaking News, Views, And Technology From

ment of Hollywood in the process, Reeves stated that he
didn't think it would happen for games.

More could be in store, with features such as the loca-
tion finder GPS (GClobal Positioning System) or the ability to
support email or web browsing over a wireless, mobile net-
work, GPRS (General Packet Radio Service). He says these
can be added “in time’

In other PlayStation 3 news, Japanese newspaper Asahi
Shimbun reported that Sony plans to incorporate Blu-Ray
DVD technology in the upcoming system. Reportedly Sony
vice president Kiyoshi Nishitani said that Blu-Ray (which
offers storage of up to 50 GB per disc) is the ideal format
for the system.

Currently Blu-Ray 1s a competing against the current DVD
optical format that utilizes a red laser (as well as requiring
several types of discs, such as DVD-R, DVD+RW, etc.), and
which cannot read as much information per disc. Blu-Ray
technology also enables the rewriting, recording, and play-
back of high-definition television (HDTV).




FOUL BALLS

SPORTS

MICROSOFT SKIPS THIS
YEAR’S SPORTS GAMES

n a shocking announcement, Microsoft Game
I Studios has decided to not release a slate of

sports video games for this year on the Xbox.
This means no NFL Fever, NBA Inside Drive, or
NHL Rivals until at least the calendar year of 2005.
Microsoft had already said that it wasn't planning
to release an MLB Inside Pitch this year (after hav-
ing taken over 3DO's High Heat franchise), and it
doesn't consider Amped or Top Spin to be a part
of this ruling because they weren't annual games
anyway.

Game Informer talked to Kevin Browne, the
sports studio manager for Microsoft Game Studios,
who was surprisingly candid talking about the rea-
son for the decision — quality. “They're just not as
competitive as we want them to be!" Browne went
on to comment that the company’s dissatisfaction
with its sports lineup went deeper than lackluster
sales. Feature sets, gameplay, and presentation were
all cited as reasons for the below-par quality.

Furthermore, Browne felt that the studio wasn't
taking advantage of the fact that the Xbox was their
home turf and simply smoking the competition
with it. “Our role is to affect people’s perceptions
of the Xbox in a very positive way, and right now,
our games don't necessarily stand up that way. We
should be equivalent in gameplay, have our own
special features because they are only the Xbox,
and they should be exemplary of what the Xbox can
do that other game platforms cannot”

Going forward, the studio believes that taking
the year off will make a big difference in their
quality. It's possible that being away from the
spotlight could mean that Xbox's sports titles lose
even the little momentum they've got, but Browne
relished the challenge. He even left open the
possibility of changing the names of the sports
games to quell negative associations. When asked
whether Microsoft would consider cutting any
sports to strengthen the rest, Browne couldn't say.
Furthermore, he said that the retum of Microsoft
sports is expected to happen during the current
Xbox's lifetime, and that this decision wasn't affected
at all by considerations of Xbox Next, which could
come out as early as 2005.

If you ask Browne, Microsoft is still very much
in the hunt to bring gamers the best sports experi-
ence possible. “If there are concerns people have
expressed, it's that we won't come back. | just want
to assure people that that's not in our thinking at
all. What we're trying to do is create great quality
games.’

In other Xbox news, Tim Schafer's long-awaited
Psychonauts has been derailed yet again. Microsoft
announced it will not publish the action/platformer,
although the company said it “would like to see
the game on Xbox." Microsoft further stated that it
was helping Tim and his company DoubleFine in its
search for a new publisher.

IN THE LORD

footage and blistering swordplay in its two previ-
ous games based upon the movie trilogy. Now the
publisher is taking a whole new tack with The Lord of
the Rings: The Third Age. This holiday 2004 game will
appear on all major consoles, and expands into the
RPG genre.
Players will be able to choose from either the
good or evil side, allying themselves with Sauron and
his minions to take over Middle-Earth, or aiding the
Fellowship to prevent the downfall of Man. Unlike pre-

E lectronic Arts was praised for its mixture of movie

"AGE

OF

vious titles from EA, you won't control the characters
seen in the movie. However, your path through the
game will weave in and out of the main plot points
and intersect with familiar characters. And as this awe-
some picture suggests, EA isn't going to make the same
mistake twice and leave out the thrilling encounter with
the Balrog demon. Players will also experience the fall
of Osgiliath, the assault on Helm’s Deep, and much,
much more. Stay tuned for further details on EA's excit-
ing foray into role-playing.
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UNLIMITED ENABLED

NO AVERAGE JOE

VIEWTIFUL JOE SEQUEL HITS GC AND PS2

reaking the exclusivity that bound the first Viewtiful Joe to the GameCube, Capcom has announced
that the series’ sequel will appear on both the GC and the PlayStation 2 this winter. Furthermore, the
original is also slated for a release on Sony’s console. Viewtiful Joe for the PS2 is the first announced
product for Capcom’s new Clover Studios, which will officially open its doors this July in Osaka. Clover is stocked with talent, including Devil May Cry
executive producer Shinji Mikami. Accordingly, the PlayStation 2 debut of the original Joe will feature Dante as a playable character. Viewtiful Joe cre-
ator Atsushi Inaba will be Clover's president.

Viewtiful Joe 2 not only features the retumn of Joe, but his girifriend Silvia is now also front and center as a superheroine. Both are playable in a
new co-op mode. Joe has a new VFX power called Replay, which can triple the damage of attacks and power-ups. This sequel also brings you 40
new enemies, moves into locations like outer space, and adds transforming powers for Joe's ship, including the ability to change into a cannon or
submarine at various points.

IFE
FX

Devil May Cry’s Dante will appear in the
PlayStation 2 version of Viewtiful Joe
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DATA FILE

More News You Can Use

THE RETURN OF THE KING

SNK is getting with the times and giving us the
first original King of Fighters title to be specifi-
cally made for the PlayStation 2 this fall. KOF;
Maximum Impact isn't based on any arcade
cabinet, and will feature characters new and old
rendered in 3D.

ON GBA

Square Enix is bringing Final Fantasy | and Il to
the GBA this July in Japan. The first includes the
Soul of Chaos dungeon which features bosses
from other games in the RPG series. The second,
meanwhile, will include a new story sequence
regarding the background of the characters.
Other new surprises are also expected.

AN SN T ANNENOENET

COUNTDOWN TO EPISODE Il

Star Wars fans are anxiously awaiting the DVD
release of the original trilogy this September,
which offers a making-of sneak peek at an
Episode Ill game that LucasArts is making. The
title will apparently appear on the PlayStation 2
and Xbox in the spring of next year. Episode /il
arrives in theaters on May 19, 2005.

EA'S RICCITIELLO QUITS

Electronic Arts’ COO John Riccitiello has resigned
from the company and will leave the industry,

In the interim, CEO Larry Probst will take over
Ricatiello’s responsibilities,

NAMCO HAS TWO TALES

The PlayStation 2 in Japan will see two entries in
Namco's Tales RPG series. A new edition entitled
Tales of Rebirth follows a resurrection of a holy
war in the kingdom of Callegia. Meanwhile,

the console will get a port of the formerly
GameCube-only Tales of Symphonia with some
changes.

ALICE MEETS ALEC EMPIRE

Waxplortation Records has released a limited
edition split 7" featuring Alec Empire’s remix of
“Skool Daze” from the soundtrack to American
McGee's Alice PC game. The song’s composer,
ex-member of Nine Inch Nails Chris Vrenna,
appears on the flip side doing a cover of David
Sylvian’s “Late Night Shopping.”
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news

FIRST LOOK AT
THE GOLDEN GUN

NEW GOLDENEYE BRINGSsOUT
BOND'S BEST " -
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lectronic Arts has dropped all sorts of news regarding the sequel to what

some call the best console FPS ever. Offically titted GoldenEye: Rogue o
Agent, the game takes you into new temitory by casting you as an MI6 ;.,7 2 f

operative fallen from the graces of her majesty’s secret service. You'll work 'r 'v

your way up the ladder of ewvil as a pawn of legendary villains Dr. No and Aunc .l,_f“ .

Goldfinger in their rivalry to control the globe. And what of our favorite MI6 a

agent, Mr. Bond? He'll appear alongside you in the game's first level,

before your discharge from the service.

What's more impressive about this fitle is the work done to
bning you every element of the Bond universe. Sir Ken Adams —
the movie series’ set designer who came up with such memo-
rable boss hideaways as the volcano lair from You Only Live
Twice — has been employed to work his magic for the game.
Fort Knox and the space station from Moonraker will be just
a few of the familiar locations available. Likewise, all of the
classic villain henchmen and women will be making an
appearance. You'll be chauffeured in a helicopter by the
infamous Pussy Galore and meet up with heavies like
Oddjob and Jaws.

Multiplayer is sure to draw a lot of attention, and EA
has been working to make it memorable. Levels will
now feature death traps. For instance, being jettisoned from the Moonraker space station would be a par-
ticularly nasty way to go. Apart from your average running and gunning, however, Rogue Agent offers some
new thrills. Combat revolves around the top two triggers on the controller, letting you simultaneously fire
with one hand and throw punches with the other. Another excting element of the gameplay is cover that
degrades as it gets shot to pieces.

GoldenEye: Rogue Agent will appear before the end of the year on PlayStation 2, Xbox, and GameCube.

This likeness of Auric Goldfinger speaks to EA's
dedication to the Bond universe

Jackrabbit Slim’s Dance-off

We, like most game dorks out there, love Quentin Tarantino.
Sure, he's borrowed his best matenal from Asian action films,
but who cares? His movies are a blast to watch and filled with
tons of memorable moments. Inspired by his retun to promi-
nence with the Kill Bill movies, we've decided that it's high
time we got some good QT-inspired video games. But rather
than make titles based on each of his films, we'd like to see
one game that combines the best elements of each. Thus we
present Jackrabbit Slim’'s Dance-off! By using the Dance Dance
Revolution pad, players would partake in a dance competition,
a la John Travolta and Uma Thurman in Pulp Fiction. However,
to make things more interesting, thugs and ninjas would attack
during the contest, forcing players to defend themselves with
a GunCon 2 and the katana-style Onimusha 3 Soul Controller.
Dancing, gunfights, and swordplay would all combine into one
deliaous Tarantino-themed experience. And, of course, you'd
watch yourself onscreen thanks to the EyeToy, so you can see
how cool you look kickin’ butt and getting’ down. Jackrabbit
Slim’s Dance-off would be both ridiculously hip and outrageous-
ly violent, so we have a feeling Quentin would dig it.
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THE GOOD, THE BAD, THE UGLY

When You Want Your News Categorized With An Editorial Sarcastic Spin

John Woo is spearheading a second attempt at a
Metroid movie, The director who made Hong Kong
action popular plans to produce the movie (and

he may still direct it imself), and wants it to follow
Metroid’s storyline of Samus Aran’s battle against
the Metroid aliens and Mother Brain. We wonder if
the film will leave the game’s surprise twist intact.
Woo's own Tiger Hill Entertainment also has three
video games in development, along with a publish-
ing deal with Sega.

BAD

Nintendo has lost another second-party developer,
Silicon Knights (Eternal Darkness) is now allowed
to make games for other consoles - although
president Denis Dyack says that the Canadian
developer's titles will still appear on Nintendo's
systems,

It's Mechagodzilla vs. The Rescue Dragon! A Japanese company has built an 11.5 foot tall prototype robot for
clearing disaster wreckage. Enryu, as it's called, literally translates to “Rescue Dragon,” and can toss aside
debris with its two pincer arms. We expect these two to clash in the streets of Tokyo any day now.

o ik

Fresh off the success of The Lord of the Rings,
Peter Jackson is filming an adaptation of ape epic
King Kong. As if that wasn't enough to do, he has
rolled up his sleeves and become heavily involved
in the video game based on the film, garnering
“substantial creative control,” according to The
New York Times. The 2005 title, coinciding with the
release of the movie, is being published by Ubisoft.
Gameplay details are non-existent, but we hope
the ending isn't a freaking half hour long!

MAYBE

Canadian developer Digital Extremes has
announced it is working on a next-generation
game called Dark Sector, The game is based on
what the company believes the specs for the Xbox
Next or PlayStation 3 may be. The developer says
this footage is of in-engine gameplay. A look into
the future? Maybe.

GOOD

Last month we told you all about Monster Games' wrecking machine Driven to Destruction. Now Atari has
seen fit to hitch the title to its most well-known racing franchise. Monster’s game is now known as Test

Drive: Eve of Destruction.
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LOOSE TALK

Hot Gaming Gossip

E3 A THING OF
THE PAST?

E3 is the industry’s biggest bash, but it may not be
the way of the future. With big companies such as
exhibits, as well as many publishers feeling that
their games get lost in the confusion of loud music
and booth babes, the face of the show is changing.
We've even heard that giant Electronic Arts is

considering pulling out of next year’s E3.

RUBIN RUFFLES SOME
FEATHERS

In a controversial speech at the annual DICE conference, ex-Naughty Dog head Jason
Rubin called for more respect for game developers. He may have lost it instead. He
declared that in order for the industry to be on par with Hollywood, the talent (i.e.
developers) had to be treated accordingly. Attendees” opinion of Rubin’s comments
varied. Loose Talk has heard that some developers, despite Rubin’s championing, aren’t

pleased, feeling that increasing developer star power takes away from what the focus N 1,

should be - good games.
EA TO GO XBOX LIVE?
- : With news that Microsoft is skipping ths year’s aop of

sports titles, some feel that this may be an indication that
Electronic Arts sports titles wall finally appear on Xbox
Live - and this may even expand to non-sports games. No
“ml longer will you have to hear us talk about how your favor-
4 jte EA title is only online for the PS2! The two companies
- have had continued talks to bring EA into the fold, but

j  perhaps one of the biggest signs that these two might join
forces online s that Microsoft has areated a sub-server
service (Live Server Protocol) that makes it easier for
publishers to set up their own tournaments and leagues.
This is a concession to some companies wanting to retain
more control over their Xbox Live product.

\

BIOWARE MICROSOFT’S
NEW REPUBLIC?

Canadian developer BioWare single-handedly helped boost the Xbox's sales, and Microsoft might be
rewarding the company with a big, fat acquisition. Rumor has it that the console maker has already agreed to
purchase the Knights of the Old Republic maker, and Loose Talk has heard that the Canadians were given a
10 million dollar check at GDC. BioWare is currently working on Jade Empire, another Xbox exdusive. Game
Informer has contacted the developer, but it wouldn't comment on rumors, simply saying, “Microsoft is a
certainly a valued business partner with whom BioWare enjoys a very positive and cooperative relationship.”
Such a move would be great for the Xbox, not only given the Canadians’ proven track record, but to help
regain some first-party software ground that the Rare acquisition lost

Got some insider info? Email us at loosetalk@gameinformer.com and we'll be all ears

NAME THAT GAME

Test Your Sight

Goemon has enjoyed a rich history in Japanese
video games, but it wasn't until this SNES title
that he first enjoyed success in the U.S. Known
as Kid Yang for this particular game only, the star
of the series traveled with his faithful companion
Ebisimaru (called Dr. Ying) laying down some
Robin Hood-esque wealth redistribution with his
trusty pipe. He went on to star in another fitle
on the N64 in the States and many games over
in Japan, but publisher Konami hasn't brought
him over since.
(Answer on page 30)
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SENTENCED TO
HE STREETS

EIDOS’ HILLS ARE ALIVE WITH THE

t's urban insanity on the mean streets of Eidos’ new third-person action shooter called 25 to Life. The
l game casts you as a gangster trying to carve out a living and survive amidst the drug lords, gangs,
and flying bullets. Online play is also enabled for up to 16 players, and supports USB headsets. Here
you can also take on the role of a copper trying to clean up the filth on the streets. Developer Avalanche
Software is also considering letting players don the blue suit in single player as well.

Making your way in the game isn't easy, as the highly-interactive urban environments are teeming with
life. Pedestrians can get in the way, as well as give away your position. You may even find yourself having
to organize a jail break! As you rise up the ranks, your fully customizable character can be outfitted with
the latest unlockable gear. 25 to Life is scheduled to appear on the PlayStation 2 and Xbox in February,
and an all-star hip hop cast of licensed music is being sought for the soundtrack.




| -r_.'ln'la-:uif;.-j-luiia.sma'jl'-:.j'.l}a-t o F
| S W EHAN RS
It ":E f . i1l /
'-.".-." -.I | ¥ i N _.il I_'. E} i
|| THE OMEGA STRAIN

> | REPORT TO:
‘ OBJECTIVE: -
| i © ARSENAL:
N - &) o
e Compiete'y Data Uplonding "h-»,:! 1 =] } TL.

MISSION DIRECTIVES:

T ‘Eﬁ -* ‘. -'

:“ 3 A PRIORITY:
-~ 5. it =
B \ i -“wr '55,. :‘ m;:g‘

MATURE 17+

Blood

LIVE IN YOUR WXRLD.
PLAY IN OURS.

Strong Language

Sy e PlayStation.2

Violence

BEROADBAND ONLY

ESRB CONTENT RATING ~ www.esrb.org

Syphon Filter is a registered trademark of Sony Computer Entertainment America Inc. ©2004 Sony Computer Entertainment America Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainmentinc. ~Live
In Your World. Play In Qurs” and “The best weapon we have is you! are trademarks of Sony Computer Entertainment America Inc. Online play requires Internet connection and Network Adaptor (for PlayStation 2) and Memory Card (8MB)
(for PlayStation 2) (each sold separately). The “Online” logo is a trademark of Sony Computer Entertainment America Inc.



games UNLIMITED ENABLED

WHAT ARE

YOU, SOME
KINDA

WISEGUY?

CRIME PAYS FOR ACCLAIM

veryone wants a piece of the action, but Acclaim believes it's got the
E muscle to get to the top of the heap. The company is developing two

games focusing on a life of video game crime — Interview with a Made
Man (above) and The Last Job (right). Both are scheduled to appear on the
PlayStation 2 and Xbox next year.

Interview with @ Made Man's story of Joey Verola and his rise in the mafia
Isn't new ground, but the inspiration behind it is. Acclaim is working with
renowned mafia expert David Fisher, the man who brought out the story of mob infiltrator Joey “Donnie Brasco” Pistone, and the
only person to have seen the inside of the FBI's crime lab. Fisher aims to use his experience “to create the most authentic mafia
game anyone has ever done. There is almost nothing in the game that is not true to real mafia form”

Interview with a Made Man chronicles Joey's rise through the ‘60s to the ‘80s, and the soundtrack will reflect that. Apart from giv-
ing people concrete shoes, players will participate in racketeering, loan sharking, assassinations, and other frowned-upon activities.
The game also features a Picture in Picture system to give you a better understanding of your surroundings in real time.

The Last Job takes a slightly different approach to the wrong side of the law. The game puts you in control of a four-criminal group
where you must effectively plot out and execute heists on banks, warehouses, museums, and anywhere else with valuable stuff
hanging around. Gamers will be in command of all facets of their jobs, from the planning to the stakeout, and on to the final execu-
tion (including safe-cracking, keeping lookout, and driving the getaway car).

SEGA JACKS INTO
THE MATRIX

MONOLITH GETS FAMED
PUBLISHER AND AIM

: T wo confusing sequels. Less-than-expected box office returns. Keanu Reeves. It

seems that The Matrix isn't as cool as it once was, and things weren't helped
when Ubisoft decided not to publish The Matrix Online. Fear not, however, as
S Sega has decided to step into the breach. The PC title is still expected to appear from
B developer Monolith before the end of the year. It's an interesting twist for Sega, since
' the company has been on a decline with its once-popular franchises and hasn't had a
good online property since Phantasy Star Online.
There is further exciting news in the fact that AOL has signed up to include its popu-
lar Instant Messenger in the game. Players can link their AIM identity with their charac-
ter in The Matrix Online and converse with people in and outside the game.
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TOP FIVES

Favorites From Industry Pros And Gl Readers

DEVELOPER

PATRICK NAUD
PRODUCER,
RAINBOW SIX 3: BLACK
~ ARROW

1 Civilization - PC

2 Metroid - NES

3 starCraft - PC

4 Privateer - PC

9 Railroad Tycoon - PC
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READER

KATE FEDEWA
LANSING, MI

1 Rainbow Six: Rogue Spear - PC

2 Quake/Unreal - PC
3 Counter-Strike - PC

& WarCraft series - PC
9 Battlefield 1942 - PC

Send Top Fives and a photo of yourself to:

Game Informer Magazine/Top Five

724 N 1st St 4th Fl

Minneapolis, MN 55401-9022
emalil; topfive@gameinformer.com

(attach digital picture)

TOP TEN

Lists...Everybody Loves Lists

TOP 10 Things We’d
Like to See in Final
Fantasy XI

10 concerts by the heavy metal sensation

Mithrallica

9 A crazed drunken moogle roaming the land and
trying to pick up chicks

3 PvP Rochambeau

7 A gangsta sub-job with the ability to perform

chocobo drive-bys

0 A subtle “flipping the bird” emote

3 Tarutaru punting competitions and brothels
4 Summoning a Taco Bell Enchirito

3 An epic two-hour boss fight against Billy Zane
2 Wet t-shirt contests at Bastok Port

1 Space combat

Name That Game Answer: The Legend of the Mystical Ninja
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Take New York for a spin.
www. activision.com/spider-man
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SPIDER MAN

Spider-Man and all related Marvel characters, TM & © 2004 Marvel Characters, Inc. Spider-Man 2, the movie, © 2004 Columbia Pictures Industries, Inc, All rights reserved, Game
code © 2004 Activision, Inc. and its affiliates. Published and distributed by Activision Publishing, Inc. Activision is a registered trademark of Activision, Inc. and its affiliates. All
rights reserved. "PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Xbox and the Xbox logos are registered trademarks of
Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. TM, ®, Game Boy Advance and the Nintendo GameCube logo are trademarks
of Nintendo. © 2001 Nintendo. PC CD-ROM logo TM and © IEMA 2003, The ratings icon is a registered trademark of the Entertainment Software Association. All other trademarks
and trade names are the properties of their respective awners.
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Shmlihn‘seducaﬁmhdudﬁ
an AB. from Stanford in
- Economics and International
relations and an MBA from the
 prestigious Harvard Business
‘School. During his education,
Kim worked as a summer intern
~ at Microsoft
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= SHANEKIV

GENERAL MANAGER/MICROSOFT GAME STUDIOS
>> After the recent departure of Ed Fries, Shane Kim stepped in to fill the role

of guiding Microsoft Game Studios into the next generation and beyond. Game
Informer was fortunate to be able to talk with Shane about his thoughts on his
vision for Microsoft’s Xbox development efforts. <<

So, how's the new gig going?

The new gig is really exciting. Because I've had so
much experience with this group, there wasn't a big
hurdle for me to get over in terms of getting to know
the organization and understanding what my priori-
ties should be. In that sense, | was really lucky to be
able to hit the ground running, and | can tell you I've
been running ever since | took the job. [Laughs]

Was it nice to get the “Temporary” tag
removed from your title?

Oh yeah, absolutely. | joke with people that | made a
lot of decisions that would have been difficult for my
managers to reverse. | created a lot of locks and bar-
riers to prevent an exit for myself — | don't think they
had any choice. [Laughs]

few somewhat high-profile products, like
Psychonauts and Oddworld’s Stranger, have
been shelved. Is this part of a strategy to focus
your development dollars on fewer titles?
When we launched the Xbox, we were obviously
the new kids on the block. Sony and Nintendo were
established. So, we wanted to make sure we pro-
vided a reasonable breadth of content for customers
who bought Xbox initially — because we were still
trying to convince third parties to support us. We are
enjoying great third party support now, so there is a
tremendous variety of titles available for our custom-
ers. Now, as the first party, Microsoft Game Studios,
we can really focus now on delivering the type of
games and experiences that will hopefully be very
unique to our platform. Those kinds of games are

what we were doing. We made a pretty hard strate-
gic decision to not ship new versions of our sports
games this fall, as we reevaluated and reinvested in
our sports strategy. | don't think that's a decision that
you want to make all the time, but | think it is abso-
lutely the right decision — certainly the right decision
for customers.

Will the sports line be coming back in subse-
quent years?

| don't have any comment about the specifics. But
sports are undoubtedly a very important part of our
overall strategy. And speaking from the platform per-
spective, we're very fortunate to have great partners
like Electronic Arts and Sega who deliver great sports
experiences to customers. We're committed as a

One of the best parts of this job

Is that | get to work with incredible talent.

32 GAME INFORMER

Were you surprised to see Ed leave?

Yes, but | always worked pretty closely with him, and
we always talked about what he wanted to do. | was
certainly sad to see him go. | know that Ed is going
to be really successful with whatever he is doing,

He did some really amazing things at the company.
He'd been [at Microsoft] for a long time, so | guess
from that sense it didn't surprise me that he chose
this time to go.

Can you talk a little bit about your philosophy
of game development? What are your goals
for Microsoft Game Studios?

| think our industry has done a fantastic job of really
elevating video games to a legitimate art form.
Consequently, | think we've done a really good job
of training customers to expect more value for their
money.

So, as the first party, we have to be the publisher
that's creating the great franchises that lots of cus-
tomers love and buy our platforms to play. That is
the mission of Microsoft Game Studios. My philoso-
phy is that great games come from the best talent.
So I'm very focused on trying to make sure that
we are working with the best talent in the industry
both internally and externally, because | think the
universe of people who can create these types of
games is fairly small.

In the past, Microsoft as a first-party Xbox
publisher really tried to hit a lot of the demo-
graphics - everything from Halo on one end
to Kung Fu Chaos on the other. Recently, a

becoming bigger, more ambitious, more risky, and
more expensive to make. So, we are focusing on the
teams and the ideas and the titles that we believe
can fulfill that mission. We have to be very diligent
about where we're going to place our bets.

In the case of Psychonauts or the Oddworld
project, were they just not working out, or did
you feel like they were getting too expensive?
We have great respect for the creators of both of
those games. From a platform perspective, | hope
their games are very successful on Xbox. But, when
it comes to Microsoft Game Studios, we need to
make some decisions about trying to focus on a
smaller set of games and teams that we believe
can have a significant impact. That leaves us some
very difficult decisions. And, unfortunately, it's not

a quality issue because those are both very, very
talented developers.

Another big announcement that's come out
recently is the decision to put the XSN Sports
lineup on hold for at least a year. Why was
that decision made, and are you worried that
that might be perceived as killing some of
Microsoft’s momentum in that market? Sports
is a very competitive arena.

Yeah, it is a very competitive arena. For us, custom-
ers come first. And so, we took a very hard look

at ourselves. We wanted to make sure we were
delivering the best experiences for our sports cus-
tomers. We felt there was a gap between what they
expected, what our competitors were delivering, and

platform to sports gamers. So, we will certainly work
as a company to ensure that people who love sports
are going to have great experiences on our platform,
whether that comes from MGS or it comes from
great companies like EA and Sega.

Microsoft’s decision to buy Rare was a major
news story. Then the first game down the pike
was Grabbed by the Ghoulies, which didn't
really meet expectations commercially or criti-
cally. Are you concerned about their ability to
deliver great games?

One of the best parts of this job is that | get to work
with incredible talent. And | would definitely put
Rare near the top of the list of the talent that we
have internally. So, I'm very excited about the games
that they're working on, some of which have been
announced, like Conker and Kameo, and others that
they're working on that | can't talk about today. I'm
very bullish on Rare. We're certainly expecting great
things from them. Players should expect that, too.

Is it difficult to get them to deliver games in a
timely manner? It's something they have tradi-
tionally struggled with in the past.

Not at all. | wouldn't say that Rare, at least in my
limited experience with them, are any different than
[other] creators of great works of art that we've
enjoyed in our industry. Look at the history of the big
ambitious games; if you give the great creators the
right amount of time, they will usually deliver really
amazing experiences and titles. | don't think that's
something that's unique to Rare.
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GLORY DOESN'T COME EASY. Settle things head-to-head online
with IndyCar® Series 2005, where it's you against the world’s
best. Fully endorsed by the Indy Racing League®, IndyCar®
Series 2005 offers the most complete and authentic Indy
Racing experience. From the pride and performance,

to the power and speed, it's WHEEL TO WHEEL
EXCITEMENT™ from green flag to checkered flag.

e RAGE UP T0 12 PLAYERS ON Xbox Live™

e Featuring The Greatest Spectacle in Racing® — the Indy 500° .
e 15 tracks including Japan’s Twin Ring Motegi

e Realistically functioning mirrors E
e All-new steering wheel support e
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connect gear
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AQUOS LC-45GX6U

Manufacturer: Sharp
Website: www.sharpusa.com

List Price: $9,999.00
Incredibly sexy by any tech-dork’s
standards, this set is packed to its
slim-line gills with great features.
The mind-blowing 1080p resolution
is combined with a built-in HDTV
tuner (eliminating the need for an
external decoder), and the front
speaker (mounted underneath the
screen) is removable for those who
prefer a different center channel in
their home theatre setup. Besides
all of the geeky tech porn, this TV
is just plain too awesome for any
of us to own especially because,

at 45 inches across, it’s one of the

biggest LCDs available. — ‘j |

HDTV - WHAT GAMERS LCD - Like a really big laptop are lighter and slimmer than RESOLUTION image is done all at once, the

NEED TO KNOW screen, LCD screens are gener- tubes, but most of them fall Interlaced vs. Progressive — viewer sees less jaggies and

ally more expensive but have a behind the direct-view sets in When looking at HDTVs, lots of motion artifacts (blurring around

IV TYPES brighter light source than plasma terms of providing a true black numbers followed by an “I" or moving images).

Plasma — Undeniably cool, but screens (so they're easier to see ._and wuzle viewing angle. | a‘p’ gre_mrnwn_arnund._The 480 vs. 720 vs. 1080 - The
problematic for video gan:les in well-it rooms), are lighter, Direct-view — Tube TVs are giant letter indicates either an inter- number gctua_lly mdmates.hnw
Becatise ol bumoay and faw won't succumb to burm-in, and hulking masses. Because of the laced or progressive method of many visible lines of detail are
taince (the gas inside the set generally have a longer life span incredible weight, ther size is displaying the picture. Interlaced shown on the screen, so the
needs to be recharged periodi- than plasma. limited (a 40-inch model weighs pictures are made by drawing basic gist is that bigger is better.
cally). Burn-in is what happens Rear-Projection — Not wall around 300 pounds — try and all of the odd-numbered lines That being said, whether the
when a static image is on the mountable like ﬂ1e previous get that up thf. stairs byﬁ your- on the screen and then going image is progressive or interlaced
screen for an extended period of two, rear-projection TVs include SEH) But, their lower price point, back to do the_ even-numbered has more impact with regarfﬂ to
time because of things like life CRT and DLP (although not all wide viewing angle and hngh ones. Progressive scan, on the games, bg-::agse of the motion
bars, speedometers, or station DLP sets are rear-projection, the resolution make these a nice other hand, writes one full frame artifacts with interlaced pictures —
Aantfsse * majority fall into this category). solution for smaller rooms. of video from left to right every progressive scan trumps a higher

| Generally speaking, these TVs 1/60th of a second. Since the resolution on some TVs.

| elc |
e haman propuon ars seously { SCHWINN STING-RAY
o7 Manufacturer: Schwinn Website:

www.schwinnstingray.com List Price: $180
Talk to your parents about their banana seat sport-
ing Sting-Ray of yesteryear and you'll probably get
an earful about adding headlights, wheelie bars,
and mirrors — bike customization in the height

of muscle car madness. Right now, Schwinn is
releasing their updated edition of the classic Sting-
Ray — and it was created in partnership with our
guilty-pleasure reality TV stars of choice: the Orange County Chopper boys. While
only the bikes are currently available (but nicely offered in a handful of fashion
colors), the plan is to start distributing a line of compatible accessories in the
near future. Now get out and get some exercise!
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GBA SP HEADPHONES

Manufacturer: Majesco
Website: www.majescogames.com/accessories
List Price: $9.99

These licensed neckband-style headphones solve every-
one’s biggest gripe with the Game Boy Advance SP —
the unit's lack of a standard headphone jack. Bypassing
the adapter offered by the Big N, Majesco’s headphones
unfortunately won't work with any other devices currently
on the market (there is no conversion to a standard
jack), which is a bit of a bummer.

CALL OF DUTY
ACTION FIGURES

Manufacturer: Plan B Toys and
Radioactive Clown

Website: www.planbtoys.com and
www.radioactiveclown.com
List Price: $8.99

Based on Activision’s acclaimed Call of Duty
game, Plan B Toys and Radioactive Clown are
teaming up to bring both Allies and Axis forces
to action figure land. Each will come with an
impressive array of accessories including stick
mag pouches, mess kits, and canteens — along
with weaponry, of course.

e
SOUND BLASTER AUDIGY 2 ZS
GAMER LIMITED EDITION

Manufacturer: Creative Website: www.soundblaster.com

List Price: $149.99

Star Wars Jedi Knight: Jedi Academy, Halo: Combat Evolved, Lara Croft Tomb
Raider: The Angel of Darkness, Tom Clancy's Rainbow Six 3: Raven Shield,
and Tom Clancy's Splinter Cell. What do these games have in common? Their
full retail versions come packed in with the Sound Blaster Audigy 2 ZS -
Gamer Limited Edition. Besides the games, this card pumps out 7.1 Dolby
DTS surround sound and has received the THX Multimedia Certification —
sweet for movies and even better for FPS titles.

L

W Expensive, but powerful. It's a
chick magnet, too...at least we

A think it should be
720p resolution

T
TEK PANEL 300G 720p st

Manufacturer: Hy-Tek v erhe

Website: www.tekpanel.com List Price: $6,495 - e i

The businessy version of this extremely sexy HDTV/ « ATI 9800 All-

computer hybrid made quite a splash on NBC's The In-Wonder Pro
j y | iy Graphics Card with
Apprentice (sharp-eyed viewers would have noticed it in TV tuner, Personal

the players’ suite), but Hy-Tek sent one of their gaming Vid&ﬂé _Fﬁfcﬂrdﬂ
units our way to be pawed by everyone in the office. The E?S ;gf;’éfknd

basic idea for either version is the same: an HDTV LCD « Wireless keyboard,

. , e o : " mouse, and remote
screen with a smoking computer built in behind it. The » Bose MediaMate

units can be set on a table or wall-mounted for all of your Speakers

full-featured home theater, computer, and gaming needs. E’;f;”iable cool ACTION FIGURES \

Manufacturer: Sota Toys
Website: www.sotatoys.com

List Price: $12.99
NINJA GAIDEN XBox T;igﬁrstl::r;ﬂ igﬁgures, ba;sed on ﬁ |
h | | |
CONTROLLER PR Sock s out aeued

N July and stand around seven inch-,
. Manufacturer: Nuby Technology es Lach Riddick, Lord Marshal, ‘.
- Website: www.nubytech.com List Price: $24.99 Kyra, Vaako, and a Lensing

This certainly isn't rocking the world of video game accessories, Necro are all offered in this W)
but Nuby has partnered with Tecmo to offer fully-licensed acces- initial series. \
sories based on their crazy-hard Xbox title, Ninja Gaiden. The
shiny controller offers, in addition to the usual array, a program-
mable macro button to shortcut those complicated combos.

SPECS:
« 30" TFT/LCD wide-
screen display, up to

CHRONICLES OF BIDDIL'K

o

¥ .';_ 1
N
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omething we've all been watching

in the video game industry is the
crossover between video games and
movies. The “Holy Grail” sought by
game developers and filmmakers
alike appears to be the simultaneous
release of both a game and a movie. Films are
driven by their stories, and video games increas-
ingly include an immersive storyline as well.
However, similarities aside, the type of storyline
In @ movie is quite different from that found in a
typical video game. Which form of entertainment
is better? And, is a storyline actually important to
the success of a video game? We believe story is
a key feature in gaming today, and that games will
become the dominant form of entertainment in
the future.

In the past, video games based on movies
received limited attention and care in their sto-
rylines, and suffered as a result. Now that game
platforms have improved to the point where
amazing cinematic experiences can be delivered,
video games have more than a fighting chance to
create an immersive world in which a great story
can be told, and we predict video games will con-
tinue to reach mainstream audiences at a whole
new level because of the power of their immer-
sive storylines and character development. The
entertainment budget of a typical consumer is
limited. It's our belief that video games will even-
tually win in the battle to capture the hearts and
minds of the mainstream consumer, in large part
because the storylines in video games continue to
improve over time.

Stepping back to look at other forms of enter-
tainment, stories drive almost all of our media
experiences. Movies, books, television, video

e e

BY DR. RAY MUZYKA AND DR. GREG
ZESCHUK, JOINT-CEOQS, BIOWARE CORP.

games — all of these various types of media have
stories at their core. The games that really make

a difference are memorable and live on in the
minds of players because of the characters and
worlds they bring to life in their storylines. Now, it
is true that video games do not need a deep and
fully expressive story to have an impact: Half-Life
had a great story, and yet its power was in its
subtlety. By comparison, in our most recent game,
Star Wars: Knights of the Old Republic, we told a
story that was cinematic and bold in the style of
our favorite Star Wars movies. Regardless of how
complex the underlying story is, as long as a game
has a story, and it is told in a way that draws in
the player as an active participant, you'll want to
play it to see how it ends.

The real power of story in video games is rooted
in their non-linearity. Like movies, most games
have a central, linear story that leads directly from
point A to point B, but the best games take this
further and allow the player to choose their path
to some degree. Often the sense of choice in
games is illusionary, but — provided the interface
does not distract from the immersion — even
limited choice is better than what other forms of
entertainment can possibly offer. In Star Wars:
Knights of the Old Republic we let players explore
the light or the dark side of the Force to great
effect. In our next game, Jade Empire, we're tak-
ing the concept of making meaningful choices to
a whole new level, where player choice directly
affects a number of important parts of the game
as you play the role of a martial arts master.

The way to drive home the true power of video
games is to do something that can not be done in
other forms of entertainment, and non-linearity in
storyline is truly unique to video games.

power
of story

in video

rooted in

their non-

e

BioWare is a developer that has built its reputa-
tion on crafting memorable stories for its roleplay-
ing games in titles like Baldur's Gate, Baldur's
Gate Il, and Neverwinter Nights. We believe that
stories will be one of the most important parts
of the video games of the future. At BioWare
we already believe story is the key element in
our recent games, like Star Wars: Knights of the
Old Republic, and in our future projects like Jade
Empire. But, developing a great story doesn't
come without cost: We spend months carefully
crafting the stories in our games, only to tear
them apart in a quest to make them better still.

Do storylines actually deserve all this atten-
tion? We think they do, and in part because of
their compelling, interactive, non-linear storylines,
video games are increasingly breaking out to
the mainstream audiences and competing with
movies and television. Our industry is battling
for the entertainment budget of the players and
viewers of the world — and video games are just
now starting to win in that battle! At BioWare we
believe that video games are the best possible
medium to tell a story because the player is not
just a passive viewer, but an active participant. In
a great game the player feels every twist and turn,
drives the story and helps to create their own
experience. That's the power of a great storyline
in a video game; that's why we are convinced that
video games will eventually prevail in the battle
for consumer attention over all other forms of
entertainment. I I &

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

If you work in the industry and would like to share your opinion, contact senior associate editor Matt Helgeson at matt@gameinformer.com.
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A Perilous Quest...

for Adventure and Survival.

In a dying world called Sylvarant, legend has it that one day a
Chosen One will appear from amongst the people and the land
will be reborn. After a fierce attack by a mysterious race leaves
their town in ruin, the Chosen One and her friends set out on a
perilous journey to unlock the seals between two interlocked
worlds and restore the mana that flows between them.

Tales of Symphonia features one of the fiercest, most action-
packed battle systems ever created. An exclusive real-time
combat engine puts you in full control of your characters to
wage war using hundreds of special attacks, spells, and combos.
Experience this epic adventure with lush 3D scaling and
custom anime cut scenes by renowned artist Kosuke Fujishima.

Enter to win a special collector’s Nintendo GameCube™!
Go to Tales.Namco.com for more information. (Use code: GMFI)

RATING PENDING

i nameoacor

information.
ESRB CONTENT RATING ~ www.esrh.org

DKOSUKE FUJISHIMA

TALES OF SYMPHONIA™&©2003 NAMCO LTD., ALL RIGHTS RESERVED.
™, ® and Nintendo GameCube are trademarks of Nintendo. ©2001 Nintendo. The ratings icon is a trademark of the Entertainment Software Association. Manufactured and printed in the U.S.A,
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NEW RELEASES

* The Chronicles of
Riddick: Escape From
Butcher Bay - Xbox

* Front Mission 4 - PS2

* PSI-Ops: The Mindgate
Conspiracy - PS2, Xbox

* ShellShock: Nam
'67 - PS2, Xbox, PC

* Sudeki - Xbox

Pk ™ ’
¥ l. .l‘ n

UNOFFICIAL

NINTENDO DAY
Available today, gamers
can run out and grab the
NES-themed GBA and a
handful of classic re-releas-
es. Also on this joyous

day, Nintendo is releasing
The Legend of Zelda: Four
Swords Adventures for
GameCube.

NEW RELEASES

» Full Spectrum Warrior -
Xbox

* Quantum Leap: Season
1 -DVD

« Shining Force:

Resurrection of the Dark | @

Dragon - GBA

YOURE
FIRED!

14

Haircuts get worse with
age. Donald Trump

1 tums 58.

15

NEW RELEASES

* Curb Your Enthusiasm:
Season 2 - DVD

-+ Daredevil - PS2

» Double Dragon - GBA

» McFarlane’s Evil
Prophecy - PS2

« Operation Shadow -
N-Cage

« Shadow Vault - PC :

e

| AcFarlane’s Evil thphecy

thur
03

MUGGLES CATCH

POTTER FEVER
Harry Potter and the
Prisoner of Azkaban
releases on PS2, Xbox,
GC, and GBA today, and
opens In theaters on

| the 4th,

10

WOMEN IN GAMES
CONFERENCE

(June 10-11)
If you are a woman

and you work in the
video game industry,

% | travel to the University of
4 Portsmouth in the United

.| Kingdom to discuss the

future of games from a
female perspective.

BALD MAN LOST

IN SPACE
The Chronicles of Riddick

& opens in the-
| aters, and Vin
Diesel shocks

world with an
Oscar-caliber
perfor-
mance

Ry 2
s S :

Nicole Kidman turns 37
today, while Tom Cruise
cries himself to sleep with
a bottle of chardonnay
and Céline Dion’s All The
Way: A Decade of Song

NEW RELEASES

* Mario Golf: Advance
Tour - GBA

22

NEW RELEASES

« Astro Boy - GBA

* Bad Santa - DVD

« Shadow Ops: Red

Mercury - Xbox

« Showdown: Legends of
Wrestling - PS2, Xbox

40 GAME INFORMER

28

FUSE 2004

(June 26-29)

Also known as New
Zealand Game Developers
Conference, this three day
event will include round-
table discussions, game
development tutorials, and
public panels.

www.nzgdc.org.nz/index.php

29

NEW RELEASES

» Dragon Ball Z: Super
Sonic Warriors - GBA

» Spider-Man 2 - PS2,
Xbox, GC, GBA, PC

* Yu-GI-Oh: Reshef of
Destruction - GBA

 Mega Man: Battle
Network 4: Red Sun and
Blue Moon - GBA

SPIDER-MAN 2
OPENS TODAY!

Entire US. tech sec-
tion shuts down. Nerds
declare Kirsten Dunst the
hottest thing in the history
of hotness.

18

ANIMENEXT 2004

W (1une 18-20)

Held in Secaucus, NJ, this

15 the place to be if you

enjoy wearing costumes
of video game or anime
characters, Who knows,
wearing a costume of
Dante may get you a date
with Sailor Moon.

19

BOTCON 2004
(June 19-20)

Along with Peter Cullen
(the voice of Optimus
Prime) and Dan Givezan -
(the voice of Bumblebee), ||
this two day Transformers |
expo Is expected to draw
a record number of nerds
to Pasadena, CA,
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If you’re a beginner,
pegin somewnere eilse.

and get ready for the main course. With ToCA Race Driver 2, if it
has four wheels and a motor, you can race it, balls out, on 50 international race tracks in 15 different styles including

Street Racing, Stock Car, Rally...even Super Truck and Ice Racing. Tear up the asphalt with unsurpassed handling,
realistic crash modeling and up to 12 player Xbox Live .

12 player
Xbox Live

GENIUS AT PLAY

codemasters.com/tocaracedriver2

£ 200 The Codemastars Sofvvare Company Limited (‘Codernasters'). All nghts reserved Codemaster: go are reqestered trademanks.owned By Codemasters. ‘Race Driveg™ 2, "Ullimate Racing Simulsior™ and
GENIUS AT PLAY"™ are trademarks of Codemnasters. The.word Uaguar, the leaping cat device, and the characters E-TYPE SERIES I, XJ220 and XKR are the lrademarks of Jaguar Cars Lid . England @nd are used under icense. The words
Aston Martin®. the vangs device and the words DBZ VOLANTE, DB5, DBS COUPE and V12 VANQUISH are the trademarks of Aston Martin Lagonda Limited. United Kingdom are used under licensa Al other copynights or irademarks are the
property of their respective ovwners and are being used by Codemasters under license. Microsoft, Xbox, Xbax Live, the Live logo and the Xbox logos are registered tracemarks or trademarks of Mierosoft Corporation in the U.5. and/or other
countries and are used under license from Microsoft. GameSpy and the “Powered by GameSpy " design are lrademarks of GameSpy Indusines, Inc. All nghis reserved Screenshofs she

ow/n are from the Xbox version
TEEN
= I
Mild Language » =Pn
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Mild Violence | :
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PLAYSTATION 2

> STYLE 1-PLAYER ACTION/RACING > PUBLISHER

ROCKSTAR GAMES > DEVELOPER ROCKSTAR NORTH
> RELEASE OCTOBER 19
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There’s really never been a video game
franchise guite like Grand Theft Auto.
Both passionately loved and deeply
reviled, it’s sold more copies than any
console series of this generation, all
while causing more public outcry than
any gdine in MEemory. However, it's important to

remember that GTA is significant for much more than simply
moving units or ruffling the feathers of “family values” watch-
dogs. For millions of people around the world, Grand Theft Auto
quite simply changed the definition of what a video game could &
be. After playing GTA 1l for the first time, you realize that games
aren’t just about action; they aren’t just about exploration;
they aren't just about story; they aren't just about racing - they
can now encompass all of these things at once. Nearly every
company in video games has learned the lessons taught by the
success of Rockstar Games' flagship franchise, and each passing
month sees developers attempting new ways of cross-breeding
genres that were once thought mutually exclusive.

But a simple mixing of styles isn’t the sole reason the series
has struck such a chord with its audience. Unlike most game
franchises, which take familiar characters and place them in
new settings and situations, GTA takes its wide-open gameplay,
darkly satirical aesthetic, and violent leanings into whatever
time period and geographical setting its creators see fit. Like
the Final Fantasy series, each new Grand Theft Auto is a fresh

ko
-------

start for the franchise: new worlds to conquer, new stories,
and new experiences. Because of this, much of the specula-
tion regarding the next iteration of GTA has been regarding
its setting. Where could Rockstar North take the saga next?
Early speculation had it that the game would be subtitled
“Sin City” and set in an ersatz Las Vegas. Then, after it was
officially confirmed that the next chapter would be named
Grand Theft Auto: San Andreas, rumor soon spread that the
title would take place in a fictionalized Los Angeles.
So, who's right? Well, as is often the case in the world of
-~ Rockstar, the truth is considerably more complex than we
.-;r_:' . " could have dreamed. Because, as it turns out, everybody
it B was right — and that's only half the story. If this is all a -.
S bit confusing, we suggest you read on, because we can ik
3.2 guarantee one thing: You have no idea what Grand Theft &
Auto: San Andreas has in store.
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THE GOLDEN STATE

erhaps sensing our anticipa-
tion, Rockstar's Dan Houser,
the game’s vice president of
creative and one of the people
most centrally involved in crafting the
GTA universe, cuts through months of
innuendo and gossip regarding the

" direction of San Andreas with a simple
. statement.

o

~
"l
£

2

L

" g

“San Andreas is not a city — it's a
state,” declares Houser. “Probably the
most interesting thing you [need to]
think about for a second is that we're
not setting the game in a version of
Los Angeles or San Francisco or Las
Vegas, but in all three — and with the
countryside in between.”

Let that sink in for a minute, and
you'll begin to understand just how
large an undertaking this game has
become for Rockstar North. Despite
all their success, Houser makes it clear
that the team is taking nothing for

=1, granted. “We take this GTA stuff really
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seriously and we work like f-— on it,
and we don't just do it to try to churn
out a game. We think we've got some
clever ideas and some clever angles on
things,” he comments.

While Vice City demonstrated
remarkable progress in several key
areas, the level of improvement being
implemented in San Andreas might
be best described as exponential.

As Houser stated, the state of San
Andreas incorporates three distinct
urban areas: Los Santos (Los Angeles),

i L i B s
I, iy
o Bt 1 L B [

M It wouldn't be
California without a

yellow, smoggy sky

! San Fierro (San Francisco), and Las

: Venturra (Las Vegas). Each of these

. cities is relatively the same size as
. Vice City, and will be fully open to the

player at different points in the story

. arc - all in all, Houser estimates that

. the entire game area is approximately

. four to six times as large as the entirety
: of either of the previous entries in

. the series. Add to this the fact that

. you'll actually travel between cities

. over roadways that stretch through a

: vast countryside, which are home to
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vehicles rdlum the game's
California vibe. Expect a wide
 selection dﬂMhﬂiﬂm

.'

gameplay sequences. In essence,
Rockstar finally seems to be closing
In on its goal of crafting GTA as a
living, breathing world.

The three cities also allow the
designers to create a much more
diverse set of experiences for the
player, and each city is tailored to
emphasize different aspects of the
amazingly varied gameplay package.

“San Francisco has been done to
death in games, but San Francisco
has hills and GTA Ill had hills,”
Houser illustrates. “For good driving,
one of the things that we missed
[in Vice City] was hills. It just adds
that third dimension; it's not as fun
without it. So, in San Fierro, things
are a lot more driving-focused and
that's when the game becomes a
lot more about cars and driving and
the environment reflects that. But
the story also reflects it. Then, the
specialty vehicles unlock, and you
can do some wild s--- you've never
done before.”

The rolling countryside will also
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experience, adding a dramatic scale
that couldn’t be accomplished in
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the urban confines of previous titles. :

“One of the things that the country-

side gives you is a mountain; you've

never had a mountain in a GTA
game before,” opines Houser. “The
idea of being able to drive from

LA, through the countryside, up a
mountain into San Francisco and
on to Vegas is just freakish, and it
feels amazing! It's a real big change
of experience - you feel like you're
in this world, and the world feels
completely 3D. It's got depth.”

The game's scope has expanded
not only in size, but in detail as
well. Thanks to new streaming and
rendering technology designed by
Rockstar North's programming staff,
the game will boast environments
that are both more intricate and

FEs e dE &EFe e EE Ea S -

more interactive than those in previ-

ous titles.

“I think looking back to Vice City,
we had a much bigger map, but
not everything was as dense and
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observes Houser. “This time, every
bit of the map looks much crisper
and has a lot more stuff going on.

Obviously, the desert is deserted but :

there's still some weird s--- to see
and the map still feels very vibrant
and alive”

This sense of immediacy will be
heightened by a number of nuts-
and-bolts technical improvements
to the game's graphics engine,
which has been overhauled to
incorporate real-time reflections
on cars, windows, and mirrors, as
well as new techniques like radial
lighting, which allows for more
realistic shadowing, and soft-
shadow lighting for interior levels.
Also, everything in the game now
has independent models for day
and nighttime, in order to make
sure that objects look as detailed
and vivid during the evening hours
as they do during daylight.

Speaking of interior environ-
ments, this is yet another area in
which Rockstar North is pushing

. taken a lot further..
- you'll be able to run a casino there,
. which you will have

introduced interior gamepiay into

the equation, a vast majority of
. the buildings were little more than

glorified save points. This time, tons
of interiors have been fully rendered
out, and tailored to facilitate new

types of gameplay, most notably

robbing houses...but more on

! that later.

Of course, what's the use of all

 this new real estate if you can't

make it a part of your budding
criminal operation? To this end, the
purchasing of buildings — which was
also present, but not fully devel-
oped in Vice City — has been given

a much higher importance in San

: Andreas.

“It was something that we

. touched on in Vice City, when you

acquired property and got this sense
of starting to build an empire,” said
Houser. “That whole thing has been
In Las Venturra,

LY
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bought and built." <
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HOME OF THE BODY BAG

he architect Frank Lloyd
Wright once said, “They
turned the country up on its
side, and everything loose
fell into California.” This quote goes
a long way towards describing the

state that is probably one of the most

culturally diverse regions on Earth.
From hustlers of the Sunset Strip to
the intellectual elite of Berkeley, Cali-
fornia embodies the entirety of the
American experience. All the crass
commercialism and hippie idealism,
the ghetto misery and Hollywood
glitz, all the money and glamour,
and suffering and dashed hopes that
the country has ever given birth to
somehow fought its way out west to
lie down by the ocean.

If Rockstar was looking for rich
source material for the cultural

M In Los Santos, car-
jackers are a little more
forceful than they are
in Vice City

satire that's become the trademark

. of Grand Theft Auto, it couldn’t do
better than California, the state of
Ronald Reagan and Ice Cube, hippie
icon Jerry Garcia and high-class
hooker Heidi Fleiss, the Beach Boys

. and Charles Manson. As any number
. of stand-up comedians have pointed

: out over the years, California is as
. strange and silly a place as you could

imagine. Houser more succinctly

: summed up the Golden State vibe
: with a simple phrase: “Cali wierd-

ness.”
The team also couldn't have picked

. a more interesting time period for
. the setting of San Andreas: the early

L]
i

1990s. One of the most troubled and
divisive times in California history,

. the early "90s are most remembered
. for its intense gang warfare, when
. there were an estimated 15,000

A

active members of the Blood and
Crip street gangs killing each other
at a torrid rate. Things became even
worse when years of abusive police
actions finally resulted in parts of Los
Angeles being burned to the ground
after the beating of motorist Rodney
King by four LA police officers, who
were later acquitted.

This is the world that San Andreas’
main character, Carl Johnson,
finds himself coming back to after
spending five years in Liberty City.
Johnson left his neighborhood in the
ghetto of Los Santos after the death
of his brother Brian, who died in a
tragic incident. Carl’s older brother
Sweet Johnson blamed him for
Brian's death, leading to a period of
estrangement that is broken by the
sudden passing of his mother.

On returning home for the funeral,

Carl finds his biological family and
his former gang, the Orange Grove
Families, in disarray. Sweet and his
sister Kendall are at each other’s
throats. His former crew - Sweet,
longtime family friend Smoke, and
Ryder - have fallen from power on
the streets, and are now besieged by
both rival gang factions and internal
quarrels.

Although Carl is reluctant to get
dragged back into the street life, fate
intervenes when his crew comes
under the thumbs of Frank Tenpenny
and Eddie Polaski, who Houser
characterizes as a "heavy-duty pair
of lunatic corrupt policemen on your
case.’ As always, events soon spiral
out of control, and Johnson finds
himself on a frantic adventure that
will take him across the state of San
Andreas as he fights to preserve his
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family, his gang, and his life.

Obviously, this subject matter has
the potential to draw some heavy
criticism from a number of quarters,
so Rockstar North has undertaken
an unprecedented research effort
to make sure that San Andreas can
capture the true essence of Califor-
nia, viewed through GTA's “distorted
prism,” as Houser puts it.

“We have a full-time set of
researchers, which | don't think
many other game companies have,
Houser points out. “We also took
the whole team and all the artists
all around California and Vegas with
hundreds of digital cameras - deep
into nasty neighborhoods and the
nicest casinos and all points in
between. We watched hundreds
of movies to get the California vibe
into the game. Also, we've got
people who are in those communi-
ties and in that environment who
we speak to about stuff to try to
make it as faithful to that as makes
sense.’

In addition to their internal
research, the team partnered with
Estavan Oriol, a LA-based photog-
rapher, clothing designer, and video
director who once worked for the
Latino rap group Cypress Hill. His

L

shots (some of which you can see in :

this article), helped Rockstar North
get a better feel for California street
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culture from the perspective of :

someone who has lived it. They've
also struck up a collaboration
with west coast hip-hop veteran
DJ Pooh, a producer/film director
famous for his work with Ice Cube,
which include production credits
on Cube’s albums Death Certificate
and The Predator, as well as writing
and acting roles in the classic hood
comedy Friday.

“Just one thing that makes me
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M Little touches like the
real-time reflections in
the headlights add to
the sense of realism

slightly nervous i
. a game about gang-banging, which
. it is not really,” comments Houser.

. “It could seem that way if you play

. about three percent of it [but] it's

. very much lots of other things... On
. the one hand, the game is slightly

: more serious than previous games,
. on the other hand, it is still very

: much a satire.”
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In the tradition of GTA, you can

expect that every part of society
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he notion that it's

precision, from the Hollywood Hills
to the residents of the backwater
towns that dot the rural regions
of San Andreas. “Our take on the
countryside from a sociological
perspective is, if you're from the
city, you fear the countryside - [all]
the lunatics and maniacs,” chuckles
Houser. |

One thing that
Rockstar declined

i
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. will be skewered with darkly comic
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. to comment on was the game'§
soundtrack or cast of voice actors —
two areas in which Vice City, with its
all-star talent and massive soundtrack
of ‘80s hits (which was released
commercially as a five disc box set),
set new standards in the industry. For :
now, all we know is that the radio
stations are back, and they will have
a huge selection of era-specific music
to play, as well as some older west
coast classics.

When we questioned him on the
musical portion of San Andreas,
Houser didn't offer specifics, but did
make this statement: “The plan with
everything in the game is to push it
further and harder than we ever have
before,” he offered. “A good thing
to make clear is about the music,
yes, there will probably be some
rap music in there, but GTA music
has always been about variety and
we're not gonna deviate from that at
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B House break-ins and
robberies are an important new

all...California is one of the centers part of your criminal repertoire
of music” :
Questions about the game’s voice B e Sy SR T s R
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cast drew out a little more fire from San Andreas will have some very everythlng" ]ust gnt a whnle Iot more .

Houser, as he took some shots at cool and appropriate acting talent : interesting. . the four-person drivebys. Trust us, 4
what he termed video games' “hor- signed on. . One of the more significant . the first time you slowly roll down

rible pandering to celebrity culture” GTA fans can also expect that, : changes in gameplay experience . the street with a three-deep crew

hanging out the windows with pistols
cocked and ready for action, you'll
never want to go back to being a

is the work that has gone into the
game's Al system. Each and every
character you see on screen now

“We've done some really interest-
ing stuff but I'll be honest with you, |
don’t want to talk about it because,

. much in the same way Vice City’s
. storyline had loose ties to the events
. of GTA lll, San Andreas will also tap

it's actually annoying,” Houser com-
mented. “We started doing that stuff,
and now other people are selling
games on the back of the fact that
they've got Heidi Klum or someone
in the game, which | find ridiculous.
We're not going to put a famous
voice in just because it's a famous
voice. We're going to get someone

who sounds wicked for the character,

and if they're not famous it doesn't
bother us at all. Because | don't even
think that is the talent. | think the
talent is the people who make the
games. The guys at Rockstar North

into the series tradition in terms of
both plot points and familiar faces.
“For the hardcore obsessives that
really follow the stories of both and
can remember them in their heads,”
reveals Houser, “there will be lots

: of stuff that they can pick up on,

some really fun stuff. Weird charac-

 ters turning up again, other people

mentioned; there will be lots of
interesting stuff like that”

GAME
RECOGNIZE GAME

ore than any other series

has a “brain,” and will react to

. your actions and other events in a

much more intelligent fashion. Rest

assured, the sometime dimwitted

reactions of pedestrians in past
editions of GTA is a thing of the past.
NPC intelligence behavior has now
become so varied that voiceover
recording sessions for an average
pedestrian character’'s dialogue have
gone from a mere ten minutes to an
hour in length. The Al is not limited

. to the behavior of NPCs, either,as
. San Andreas will implement dynamic

difficulty based on your performance,

lone gunman again. This team-ori-
ented dynamic has been created to
further the feeling that you're actually
running and commanding a criminal
organization, a huge step forward
from essentially being a glorified Mob
errand boy in GTA IlI.

“You will be [running a gang], but
it will be done in a way that keeps
you in the story through phone calls
and speaking to people instead of
checking on inventory or something
like that,” Houser comments.

Rockstar North has gone to
extremes to create a more interac-
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. are the stars of this thing. We've in history, Grand Theft ~ : Sometimes easing the challenge . tive environment, modeling scores
*  never sold a game on the back of the Auto is about giving : to allow players to advance past . of unique interiors, a fully opera-
. fact that this or that person is in it” players the freedom . troublesome objectives — a move . tional casino, and dozens of eating

- However, when we asked if this Rockstar hopes will allow more establishments. However, where

to blast their way through amaz-

- meant that Rockstar was using more ingly detailed environments, doing  : fans to play San Andreas through to in the past many of these things

~ Unknown actors to fillthe rolesin  : ;nuthing and everything that their | completion. . would have been nothing more

~ 5an Andreas, Houser quickly laughed : gk minds can dream of. Well, as i Even better, the new Al now allows : than amusing diversions, this time
'-'and said, “Now, | didn't say that at you might expect given the epic : you to recruit a gang to accompany : they directly affect your character’s

allf' Expect that, whatever the cast, progression, abilities, and even
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scale of San Andreas, “anything and you on missions. One deadly new
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appearance. It's not just a step up in
terms of complexity from the simple
cab missions of the past (although
Houser promises even more of
these types of minigame modes will
be included as well), it's also part of
an effort to make your every action
tie in to the overall progression of
your character.

“In GTA 111, it could feel like, to
some extent, there were two states:
I'm on a mission and I'm not on a
mission, and they weren't con-
nected enough,” comments Houser.
“In Vice City, we made headway
into closing that sense of separa-
tion - the story didn't feel like it
existed just in the missions. But this
time the whole game is happening
all the time. Obviously, you still have
missions you have to do, but when
you're not on a mission, not only are
there a thousand things to do, but
what you can do relates to where
you are in the story. The whole
thing feeds back into how the story
unfolds. The [side-missions] have
relevance; you'll learn skills that
you'll need on a mission.”

Obviously, with the increased
importance of acquiring properties
and building a criminal empire,
money 1S now much more than just
a way of keeping score. So, between
major objectives, you can rob the
scores of fully modeled dwellings for
cash. House break-ins play a large
part in San Andreas, but Houser
warns that these jobs will require
real skill and planning. In other
words, don’t expect a burglary to be
as easy as a simple carjacking.

“[Robbery] is definitely a skill. If
you don't do very well, someone’s
going to shoot your head off, and if
you do it well, you'll get away with
plenty of loot”

As the story progresses, new types
of gameplay will open up, each spe-
cifically tied to the setting and story
arc. In Las Venturra, you'll be able
to gamble your hard-earned money
away, just like in real life. No matter
where you are in your long journey
through San Andreas, Houser prom-
ises that you'll experience new and
challenging types of gameplay.
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“There’s a lot more complex-

. ity. The way it unlocks has been

: thought through a lot. You still start
. from pretty basic stuff; the tuto-

. rial is built into the game,” Houser
explains. “There’re hundreds of

: skills to learn in this game so you

- can’t have hundreds of tutorials. So
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each mission you learn a new skill.
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In every mission you'll be doing
something new!”

Just as the game is constantly
evolving, so will your character. In
fact, you'll see the results of your
character’s lifestyle right before your :
eyes. We've mentioned the fact that :
there are now numerous restaurants:
throughout San Andreas — and they :

Carl’s brother Sweet Johnson are
two close members of your crew, the

M Longtime family friend Smoke and C‘
Orange Grove Families \

are not a mere novelty. Adding a
new dimension of realism, Carl will
now have to eat in order to main-
tain his physical state — which is also
reflected in a Stamina meter, some-
thing Rockstar North expenmented
with in Manhunt. And, :
as the saying goes,
you are what you eat.

M Avoid exercise and
consume junk food, and
you'll end up looking like this
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Consuming fast food and avoiding
exercise will actually make Carl gain

weight, which affects everything from
your speed to the character’s physics-

to humorous effect.

“Playing a mission when you're a
fat bastard and everyone calling you
a ‘fat bastard’ in the game world is

piakh g bl

i Thiseffortto createabond

an amazing experience,” said Houser. :

Unfortunately, becoming overweight
will frequently make missions either
more difficult or outright impossible,
forcing you to seek another very real-
world solution to your problem.

“So, you eat your donuts, you get
fat, you gain weight, you reduce your
stamina and speed - how do you
sort that out?” questions Houser.
“You go to the gym, you work out,
you gain muscle, and you gain a lot
more strength, a lot more speed. The
[character] model actually changes
and he looks amazing”

Although it may seem like a
gimmick, Houser sees the weight

- dynamic as yet another way of
bringing the player closer to the main
_ character and the story, a paramount

concern of the development team.

~ "We're trying to build up the sense of
- _ownership over the world and over
- your character, from his weight to a
- hundred other things you can do to

him in that world”

50 GAME INFORMER
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between the player and their
onscreen alter ego is furthered by
changes that are being made to the
control scheme. It's no secret that
gun targeting has been the area
in most need of improvement in
GTA, and although Vice City made
significant strides in this area,
Rockstar North has continued its
effort to overhaul the targeting and
camera systems.

“The hardest thing in any open-

targeting fun,” claims Houser. “it's

© something that people
: in GTA, but | don't think there're

: many games that do it very well.

. It's a fundamental problem with a
. third-person shooter. We've done a
. lot of work to make that really fun
. this time”’

B There are tons of fully rendered
interior environments
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in-your-face than previously.

We certainly take this as a good
sign, given the fact Manhunt has an
alternate control scheme that allows
players to use the right analog stick
for look/target, as well as the ability
for players to take cover behind
outcroppings and auto-target from
around corners - two features that
would be amazing additions to the
GTA universe. Whatever their plans,
if San Andreas shows the same level
of improvement in targeting that Vice
City demonstrated over its predeces-
sor, fans of the series should be
quite pleased.

In general, a tremendous effort has
gone into crafting more responsive
character control, an effort that is
paying dividends in many aspects of
the gameplay package. “One of the
areas we're working up is the hand-
to-hand combat,” comments Houser.
“We're going to get a lot more variety
in stances, attacks, and control over

' that. It's going to be new styles of

carjacking. [There are] new things

. you can do such as swimming — a

While Rockstar won't divulge details 5

. regarding the targeting until they are
. fully “locked and loaded,” when we
pressed him on the issue, Houser

. responded simply: “Play Manhunt -
. the shooting levels in Manhunt. It's
world, third-person shooter is making :

a development on that. | think you'd

. find those a lot more explosive and

lot more detail and variety in the
animation.”

On the weapons front, although
there will be new and unique arma-
ments in San Andreas, the bounds
of reality (and the early '90s time
period) have somewhat limited
the team options in terms of the
new arsenal.

“One of the issues is that we've
already put in a s-—-load of weapons,
and it's thinking of new ones that

. make sense within the game that
are [from the] real world without

" descending into laser guns and

~ stuff — which we are definitely not

" doing," said Houser. “So, it's been

* finding a more interesting take on

1 the weapons and a wider variety

" between the weapons. The changes
'\ haven't been [putting in] 4,000 guns,
" because there certainly aren't, it's

i* more that there is a much different
'\ feel to each weapon and the feel has
'+ been overhauled.”

No matter which gun is in your

hand, you can expect that using it
- will be a good deal more rewarding,
*© as Rockstar North is finally imple-

menting what it calls an “impact
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M The police bird has

a bead on a fugitive, a
lighting effect that would
have been unthinkable in
Vice City or GTA 1lI

(Gl e

animation” system - another
term for rag-doll physics - which
means enemies should fall to the
pavement in a painfully realistic
fashion. In addition, your character
will now be able to dual-wield
pistols, doubling your murderous
prowess while adding a stylish
Hong Kong-influenced flair to your
homicidal rampages.

Further technological upgrades
are being performed to the vehicle
physics engine in the hopes of both

tightening the core elements like car

handling, in addition to opening up
the possibility for completely new
modes of transportation.

“It's still not meant to be a racing
game, “ said Houser. “It's meant to
be a cruising and chasing game and
it is still going to feel like that, but
we're just reworking and overhaul-
ing everything. In Vice City the
vehicles ranged from a moped to a
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at both ends this time”

One completely new type of
vehicle Houser described is not of
the motorized sort. Just as Vice City
Introduced motorcycles to the mikx,
San Andreas adds another type of
two-wheeled transportation. “We've
added an absolute ton of new
vehicles. You're actually able to ride
a bicycle this time, as well — which
is really fun. You have to press the
buttons to make it go faster and it
just feels like a bicycle, but in the
GTA world”

WELCOME TO THE
NEXT LEVEL

eaving our meeting with Dan
Houser, we couldn't help but
feel a little overwhelmed. A
new Grand Theft Auto title is
a huge event in video games, and
our expectations going in had been
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step into the dense

could have prepared us for just how drama of the Johnson family, one

large Rockstar North’s ambitions
for this project had become. We'd
hoped for a larger city — what we
got was a state with three cities,

: together comprising perhaps what is
¢ the most massive virtual world ever

created on a console title,

San Andreas also promises to be
the most dramatic and emotionally
engrossing entry in the series to

: date. Starting in GTA IIl, we were
. thrown on to the treacherous streets

of Liberty City as a nameless, mute
thug — a grim cipher whose person-
ality failed to extend past the barrel
of his gun. In Vice City, we became
rapt in the saga of Tommy Vercetti
(masterfully voiced by Goodfellas
actor Ray Liotta), a hardluck ex-con
lost among the dangerously glamor-
ous characters that populated the
cocaine-addled Miami of the 1980s.

. that aspires to encapsulate the
. tension and tumult of California in
. the early 1990s.

Just as some began to question

whether GTA could withstand the

pressure coming from franchises
like True Crime: Streets of LA, Sony’s
upcoming The Getaway 2, or Atari’s
eternally delayed Driver 3, Rockstar
stepped up to the table and, like

. one of the cold-blooded poker

players that roam the casinos of Las

. Venturra, raised the stakes impos-

. sibly high. After the few hours we

. spent talking about the GTA team’s

: commitment to making Grand Theft
. Auto: San Andreas its greatest devel-

opment project to date, it became
clear that Rockstar has no plan to

. step down from its position as one

of the most daring and successful
companies in video games. mmm
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e know that when you
build a sequel, you
should only focus on
what was wrong, because we know
how to do what is good already,”
says Yannis Mallat, producer for
Prince of Persia: The Sands of

Time and our tour guide through
Ubisoft's upcoming sequel. His

done so far, one thing is clear: This
is @ whole new Prince. “Do you

think that he's hot?" Mallat asks. We

pause; it's an unusual question. Well,

. yeah, we answer, the new Prince

certainly does have that dramatic
adventurer thing going on. “But why?

. Why do you think that he's hot?" he
. asks further.

L]

stance explains the dramatic shift we :

can see In the Prince as a charac-
ter — although The Sands of Time
was well received by reviewers and
players, there were a few universal
gripes. One was the Prince — he just
wasn't very cool. The hero was self-
involved, bull-headed, a little bratty,
and probably just like someone you
knew in high school.

Looking at what the team has

The answer is simple: The Prince
looks like someone who can kick
epic ass and then be sensitive, even
kind. The artist we're hovering over
and Mallat nod in unison — they're
pleased by our response because
it's exactly the description they've
been using in meetings for nearly a
year Now.

When the new game starts, the
Prince as a person isn't surprised

. anymore. He's more mature, but

: the team also wants to make sure

: that he's classy. Sure, these traits are

displayed in his new appearance —
the hodgepodge of weaponry and
accessories that look to be from
different areas, his clothes that have
clearly been worn — but it's also
shown through his reactions, how
he speaks, and who he allies himself

. with. He's weary, more grown up...

experienced. The team tells us that
his transformation is not so much

. due to the length of time that has

. passed from his last adventure to his
. latest outing, but what has hap-
pened in that time.

The old “N'Sync” Prince is gone,

. and the new one will do whatever is

necessary to get the job done.

(continue on page 56)
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‘Killing is

t the start of the game, The
Prince finds himself surrounded
by adversaries without any expla-
nation to the player, reminiscent of the
classic Resident Evil 2 opening sequence.
The area, a besieged ship, is packed with
enemies and offers little guidance. The
Prince must get through this pirate
ship of doom before he (and the
player) will be told what's going
on. He flips from foe to foe,
dispatching them in an orgy
of violence. This opening
sequence Is all about your

gut reaction — you'll really :

learn what the Prince
can do, from a combat

point of view, later on.
After this sequence, :

we realize that our
hero is a doomed
character. Although
the exact time
period is unknown,

ICCCGO5a rg.

The way you

kill is your

choice.”
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it's clear that the Prince has undergone a
painful personal evolution and a dramatic
change of worldview in the years that
have passed since the first game. The
Prince is fighting against his own fate
and the events that transpired during
The Sands of Time — he has broken
something important and now he has to
set things right.

This is an impossible quest, and the
Prince is therefore fighting for his own
life as well as the greater good. He has
nothing to lose, but he also must not
fail. Mallat feels that moral dilemma
(between needing to save the world and
having to do it with whatever means
necessary), "‘makes the Prince a very
Interesting character.”

Tonally, the sequel is much different
from its predecessor, with the more
intangible concepts of plot revelations,
mature themes, and morality. Still, the
team maintains three core principles for
every title. Established before develop-
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ment started on The Sands of Time, the
concepts are that everything (including
the enemy types) has a reason for being
there, that the environments should be
large and continuous, and that there will
always be a good story to tell.

In the first game, the goals were easy
to understand: good (the Prince) will
overcome evil (the vizier). He swung and
ran his way through countless obstacles,
hacked n’ slashed past nameless foes,
and still had his nobility and morality to
pull him through as the good guy. But
the methods we've seen the Prince
use in the next game are harsher, even
despicable. As Mallat puts it, “Efficient is
the word!

ost of the enemies in Prince 2

are not human, but they are

also not converted residents
of a palace as seen in the last game.

The sands possess them though, and

that means that the Prince retains his
powers from The Sands of Time. Without
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giving too much away, the Prince
doesn't have the dagger anymore,
but he does still have fast-forward
and reverse in his moveset. When
bringing this up with Mallat, he
wants to make it crystal clear that the

of this outing — it's just one aspect of

ment studio. They were insistent:
The combat is more involved, more
dynamic, and the game will force
players to use all of the skills in their
arsenal. And, from our view, what an
impressive arsenal it will be.

that you kill is your choice.” :

time-bending powers aren't the focus &L t ( lling is necessary. The way
-

his arsenal. But that being said, Mallat
remarks, “We knew that people never
really played with the fast forward, but :
now they will have to. It's cool, and
It's enhanced. But it's not the thing

that we want to put in front of the
gaming experience.’

The only other complaint that
people consistently had (outside of
the Prince being sort of, well, young)
was that the level of difficulty later in
the game was about adding enemies
to the battle — not making the combat
itself more challenging. Time and time :
again, we heard this discussed while
we were Iin the Montreal develop-

B The number of enemies
will not increase throughout
the game - there will be
hoards of them from the

very beginning

Mallat stops and lets the

statement hang in the air. He wants to
make sure that everyone heard clearly :

what he just said.

As the art shows, the Prince now
dual wields weapons. This is no
simple, one-dimensional combat
mechanic, though. He will have his
sword — a hero weapon present
throughout his journey that he has
picked up since the events in The
Sands of Time. Those of you who
have seen Kill Bill should think about
it like Japanese steel, those of you

able — which includes other enemies.

- as Splinter Cell, (both in appearance=
. and execution), he will grab an S
enemy, allow his captive to absorfb™ " SSes

razor-sharp arm. &

t
—

With his sword in his right hand, the

left will be open to grab a second- = =SS

ary weapon. This could be nearly
anything dropped by a foe — you can
grab the weapon while in combat and
kill the enemy with his own dagger,
or pick up another sword, or even a
mace. For more variety, the Prince
could grab a small axe, which he

can then launch at someone farther =
away. Based on what we've been told,
nearly anything handheld is throw-

The Prince can — and frequently . %%
will — grab a living enemy for use as'‘a &

personal shield. Using a similar SETUP:

i il
-

a few blows, and when the shield is
no longer useful, cut the guy in half.

who have not should understand that : That's right, the Prince will just slice

it i1s intrinsically a part of him, like a

S
= &
A
L e Pt

(continue on next Pagc)
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him in two across the waist with the top  : new enemies. No longer is the team tied : The Prince in a room with a group of
e falling one way and the bottom slumping @ to making demonic variants of people - enemies. Running toward the pole in
to the ground. - and animals that would believably live - the center, he grabs hold, swings around
Certainly, instead of the brutal . in a palace. What they are looking for . parallel to the ground and kicks them all
» disembowelment we just © is a bigger scale — we saw the Prince :in a very over-the-top Hong Kong kung

» described, the Prince could . crawling up the back of a behemoth . fu-inspired move.

. have thrown that enemy into  : nearly five times his size, slashing at . This isn't the end of his acrobatic
another foe — knocking them : his neck and riding it like a bucking . stylings by any means. In Sands of Time,
both down and buying some : bronco. The creature falls with a crash ~ :  the Prince could rebound off of walls and
time. Either way, they will all @ after the Prince shockingly and violently @ counterattack while in the air. In the new
be cut down and the Prince @ stabs him through the top of the head. | game, he can rebound off of enemies
Is, as we said before, much - Affectionately termed “rodeo mode” by  : while attacking them, bounce to a wall,
more efficient in his tactics.  : the development team, this mechanic . leap off, and hit a new target on the
There will be severed limbs, : offers a collection of attack options that  :  way down.
decapitated heads, and - are mirrored in the more traditionally : "I 'think that the platforming elements

bodies split vertically from - sized opponents. + should be mixed with the combat and
the crown to the legs. “It . Since there is no more sand dagger,  : fighting. The Sands of Time was a lot of
goes with the new setting, the : the final blow laid out to enemies can . exploring, then fighting, then acrobat-
new mood, the new story. It : have more variety. The combination - ics, then fighting. We have both totally
serves a purpose. It's not . of many sub-weapons, along with the . embedded into this game,” says Mallat.
Just to be more gruesome,” : main sword, lets the team (and the - Throughout the large-scale exploration
says Mallat. . player) execute foes in a bevy of ways  : rooms that players drank up in gulps
The new mood also  : in addition to environmentally enhanced : during Sands of Time, the sequel will add

includes an army of E attacks. With one hand free, we saw (continue on page 1)
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M During this opening level, the Prince’s
human companions will be killed in
interactive scripted events - after ending
your friend’s life, for example, the
enemies whose actions were previously
scripted can then be attacked normally
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B Surely impressive because
_ of its size, this enemy is
i | even more so because it's
-' not a boss. These large-
scale attackers will appear
frequently in the Prince’s
new adventure
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¥ In less than two seconds,
this foe will be split in two
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enemies sprinkled about. The Prince
can attack while running along the
wall. He can slide down banners
by stabbing his sword through
them and taking a ride. There are
many areas, like on the boat where
the game begins, that have ropes
hanging down. The Prince can grab
one, run back and forth across
the wall to build up speed, and
then, with the built up momentum,
run across the wall to a platform
farther away.
till, it should be kept in mind
~=n that, unlike The Sands of
Time locations, this is not
his world. Mallat adds, “He has to
be in a very strange place that he
has never been before. He has to fix

things. There are a lot of locations,
but we want to keep the unity of
locations, because that is an attribute
of the franchise. Players feel not lost,
but that the environment is having
fun with them

This very strange place is definitel

here on Earth and is populated by
dangerous beasts and menacing
humans alike. Offering a more immi-
nent threat and continuing sense of
fear, the sequel features a series of
boss fights, plot twists, changes in
loyalty, and moral ambiguity about
the Prince, his enemies, and his
actions. It is important that players
are so involved with the people he
encounters that they feel bad for
killing them. The game's maturity

Is also shown through the hero's
choice of companions.

Farah, the first game's leading lady,
was a bit flaky, sometimes helpful,
certainly pretty — but generally not
remembered fondly by gamers. It's
not that they dislike the idea of a
sidekick, but more that they wanted
someone on the same level as our
hero. In this game, the Prince seems
to have found his match. “We don't
want the player to know. We want

s with me or nof? But she's
def' nrtely gorgeous. She's not Farah.

She's nastier, sexier, and more clever.

She's more woman,” says Mallat.
She’s also very elusive, as this is
almost all of the information we
could get out of the team regarding
the Prince’s mystery woman.
Highlighting the general lack of
trust that the Prince might have
for anything in his world now, the
game borrows elements from horror
movies to heighten the moody,
decrepit feel of the villains and
environments. It is certain that fear
will play a much bigger role in this

game than in The Sands of Time.

While the vizier's palace was grand

- even after the sands transformed

its inhabitants, these new areas

are crumbled, dirty, and jagged. No
one Is going to cry if you slash the
curtains to bits — anyone who cares
Is clearly long gone, and in certain

smell the stagnant water seeplng m’

through the floor.

Truly desperate and unquestion-
ably doomed, the Prince is going to
lay a path of destruction in these
haunted rooms, ripping, tearing,
slicing, and dicing his way through
hordes of enemies. He'll sever
limbs, use the environment for his
own gain, abuse human shields
to his advantage, throw axes into
the heads of enemies, despair at
the loss of friends, be betrayed by
those he trusted, and hate himself
for the means necessary to achieve
his ends. But, although the Prince
has changed and the world he must
explore is surely different than the
first — still the core reasons of why
people love the first game so much
are there. He's a Prince, he's still
In the time of Persia, but now he's
going to kick much more ass. smm




PLAYSTATION 2 | XBOX

> STYLE: 1-PLAYER ACTION
> PUBLISHER: PANDEMIC STUDIOS AUSTRALIA
> DEVELOPER: THQ > RELEASE: FIRST QUARTER 2005

It's 1 a.m. You're sitting out on your
porch, an empty brown jug labeled XXX

in one hand and a shotgun affectionately

called “Bessie” in the other. Your neighbors

have been missing for weeks, and now your cows
have started vanishing, too. The police wouldn't
listen when you tried to report it. They called you
a drunkard, a lunatic. But you'll show them —

. makes you uneasy, or it could be his glowing, pulsating
cortex. Whatever the case, as his mirrored eyes meet
' yours and he slowly transforms into your exact dupli-

you'll get to the bottom of this yourself. Tired cate, his thoughts instantly melding with yours, you
and bleary-eyed, you see an eerie green glow get the distinct sense that whatever he’s planning, it
.coming from the cow pasture ahead, and some- ain't friendly.
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_: -j walking among the humans and trying to
subvert their defense systems.

In order to amplify the chaos associated with
an alien invasion, the game is set in an era where paranoia
and fear were at an all-time high: the 1950s. It won't be the same idyllic

decade you've seen depicted in movies like Back tp the Future, though. You'll get to
experience it from a différent perspective; Destroy All Humans allows you fo explore a
making games for the good guys, where the world infused with classic Americana through the eyes of a four-foot-tall blue guy with
heroes always win, and the villains dlways impulse control problems.
get their comeuppance. While these games You are a member of an alien race, but over the years, the blood of your kind has
do make up a majority of the market, Pandemic also has something in the works tailor-  grown thin and weak; you are losing strength at the genetic level. Fortunately, pos-
made for those who would rather blow up the world than save it, aptly named Destroy  sessing superior intellect, your race had the foresight to start several planetary colonies

hen you look at Pandemic
Studios’ most antici-

pated upcoming title, Full
Spectrum Warrior (originally
designed for the U.S. Army
as a training tool), you'd
think that this developer was focused on

All Humans. where the inhabitants, though not technically of your species, would have enough

We recently visited Pandemic to get a first look at this unique game, and had a genetic similarity that they could one day be harvested to revitalize your aging DNA.
chance to chat with Pandemic Studios' CEO Andrew Goldman about the inspiration for Earth is one such colony. A scout ship previolsly sent to investigate the planet seems to
the innovative premise. “When Peter Molyneux announced Dungeon Keeper, it was have disappeared, so you are dispatched to deal with the situation. Your job is twofold:
kind of an awakening. We realized that you don't always have to be the hero,” says First, determine what happened to the crew that came before you. Second, after har-
Goldman. “In Destroy All Humans, instead of saving the world, you play as the aliens, vesting the necessary DNA, destroy.all humans.
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he gameplay is built
around a core of _
free exploration, ' |
giving the player
the chance to roam . a
without constraints R
around four different areas,
completing missions and just

contributing to a general sense
of panic. Your ship is initially
shot down over the small rural
community of Rockwell, but you eventually work your
way through suburbs and government research facilities
so you can hit ‘em where it counts: Capital City. But your
malicious intent notwithstanding, wandering around
in any of these areas can be a trick; as a blue, big-
eyed space creature, you tend to stand out in a crowd.
Therefore, you'll need to find ways to blend in and keép
the world ignorant of your presence until it is too late.
Your best tool for remaining inconspicuous is body-

snatching. This power allows you to target anyone in your

immediate vicinity and assume his or her form. Not only
does this make it possible for you to walk the streets

“Shep,

2
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¥
.

70 ASSUME THE FORM OF

A HYSTERIC HOUSEWIFE...

64 CAME INFORMER

without inciting a riot, but it can
also be a crucial part of completing certain

missions. For instance, if you want to sneak into a
government building for some sabotage, you'll need to
find a government worker, body-snatch him, and then
walk through the gates. However, even with the appropri-
ate disguise, the guards may get suspicious if you don't
identify yourself first. To avoid detection, you can use
your “meet and greet” command, which allows you to
interact with people, possibly receiving items or useful
information.

You could theoretically just walk among the humans,
switching from one form to another, and live peacefully
among them. But that isn’t your mission. You have to kill
them, and in order to do that, you have some more devi-
ous psionic powers that can be used to attack humans
and bend them to your will.

'''''
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~AND IT WILL BE SO

THE ALIENS ARE
YEARS AHEAD OF
Uus IN MONOCLE
TECHNOLOGY
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/OU CAN READ MIND'S, BUT You
MAY NOT LIKE WHAT YOU LEARN
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ne of your sneakier abilities is the
.Cortex Scan, allowing you to read the
thoughts of those around you. This isnt
the most useful of skills, though, since
not everyone is in possession of infor-
mation that could be used to undo all
existence on Earth. Most of the time, you'll just
run into regular folks wondering what's for dinner.
But sometimes you strike gold. :

“There’s a little bit of a collection aspect,”
explains Goldman. “If you gather particular
thoughts as you are ywandering through the city,
they might lead to certain interesting dialogue
options later on that you wouldn’t have otherwise.
For example, at one point you need to'pose as a
general and attend a top-secret meeting where an official who knows about the aliens
is trying to convince other generals of the threat. If you have collected enough relevant
thoughts, you will be, able to say just the right thing to discredit him and convince
everyone that everything is fine!”

Instead of reading minds, you can also choose to incapacitate them using hypnosis,
or even brainwash them. This ability is most useful when someone has noticed that
you aren’t exactly “normal” and you want to keep the panic from spreading. “The popu-
lation has varied levels of response to you,” Goldman tells us. “They start out curious,
but if they figure you out, they run around screaming. They might go off to another
group of people or to the police, and then you have a problem.” By hypnotizing people
before they can spread the word, you can neutralize the threat before it begins. Sure,
your supernatural powers can handle most pedestrians and police, but you aren't a
match for the forces that can eventually be unleashed against you, such as the G-Men
(similar to the Men in Black) or The Majestic (a secret organization veiled in mystery).

ST

s el .

If playing with the humans’ minds doesn't
suit you, then you can manipulate their
bodies instead. Showing off the game's.
impressive rag-doll physics, you can use telekinesis
to lift people in the air, fling them into buildings, or if
you're more sadistic, repeatedly bash them into the
ground. You can even throw around objectsfrom *
the environment, such as cars, crates, and cows! This
ability alone promises to keep Destroy All Humans enter-
_ taining for hours, even if you don't attempt to complete any missions.
Goldman claims that this is all part of the philosophy behind the game: "Because
we're presenting an open world, we want to continually offer consistent challenges,
make it fun, but never make the players feel like they are stuck or have nowhere to go.
These powers all sound great, but it isn't until you see them in action and working
together that you realize the amazing potential this mechanic holds. One scenario we
played had us captured by the government and confined to an electric cage without
any weapons. Little did they know the damage we could cause with our mind alone.
First, we hypnotized the scientist observing us, forcing him to walk over to the control
panel and deactivate the cage. Then, in order to avoid being detected by the military
sentries on oyr way out, we body-snatched the scientist and strolled nonchalantly past
the checkpoint. However, there were some places on the base even a researcher wasn't
cleared for, and as we ventured into those areas, we were attacked by soldiers trying to
protect the alien secret. To our delight, this just happened to be a waterfront base, and
as the soldiers leveled their guns, we used telekinesis to pluck them off the ground and
hurl them, screaming, one by one into the ocean. This left the path clear to that time-
less icon that signifies you've “made it” as an alien civilization: the UFO. As we boarded
our craft and watched the weapon systems unfurl, it became clear that, unfortunately
for the humans, not all problems can be solved with your mind, and sometimes you
need to resort to crippling, excessive force.
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570U CANT JUMP TOO HIGH WITH A7
| YOUR STUBBY LEGS, BUT YOU HAVE A [ESEEY :ﬁ ?Egrii Fpﬁi
' JETPACK THAT SOLVES THE PROBLEM B0 ]

g n addition to always retreat
B heightened to your UFO
‘mental capa- y and let the
bilities, you'll ' destruction
also have an continue from
arsenal of - ® _.above. You'll

have a whele
new range of weap-
ons available in your ship, from
a Quantum Disrupter (which can take out

entire buildings in a single shot) to the classic Death

Ray, which paints a searing wall of flame across the city
the lon Detonator _ streets, burning everything in its path.
(which evaporates The effects of these instruments of destruction are
any living thing within a few yards of impact), Earth’s seen even more vividly due to the highly interactive
feeble weapons are no match for the terrible wrath of environments. Though the terrain will stay intact, virtu-
space. The second you open fire, everyone near you flies  ally all buildings, vehicles, and pedestrians
into hilarious fits of hysteria, yelling and flailing around in  will be destructible. After going on a five

cosmic weaponry
at your disposal.
From the Brain Bug
(a sniper rifle that
causes the victim's
head to explode) to

a state of total panic, trying to escape the inevitable. minute annihilation spree, we looked out
Unfortunately, you don’t begin the game with your full from eur vantage point in our UFO at the
armament. “You are known as a bit of a loose cannon smoking rubble beneath us (which, until
among your people,” confides Goldman. “Your supervi- recently, was several city blocks) and felt
sors are reluctant to dole out the best and most destruc-  a sense of satisfaction and accomplish-
w tive equipment. As you complete missions and prove ment. All of that carnage and ruin was a «
- yourself, you gain new weapons and upgrades, allowing testament to the fact that we were doing
you to exterminate humanity more efficiently.” our job well. Then, once the military
Of course, with all these great weapons comes the showed up and started giving us guff,
temptation to overuse them. If you get too trigger happy, = we just flicked a handy switch that threw
you'll have the G-Men breathing down your neck in no the old spaceship into stealth mode and,
time. | while cloaked, slipped away from the fray
But when things get too hot on the ground, you can unnoticed.

i'HE WEAPON OF THE | s FIRST IT TERMINATES
CONSCIENTIOUS KILLER... i THE TARGET...

That Retro
50's Charm

Whether the image is taken from blurry

pictures of dubious origins or early low-

budget science fiction films, there can

be no doubt that we all have a pretty

good idea of how flying saucers should . -
look. Tying into the goal of modernizing EIRVY/ .\ N} gk ('e’
a classic feel, the UFO in Destroy All RELIEVE
Humans is clearly modeled after this

commonly held conception. Though it looks a little more
high-tech with all of the guns and such, it still bears more
resemblance to a hubcap than the complicated spacecraft
of recent sci-fi flicks.
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MOVIE, YOU CAN JusT
OPEN FIRE ON THE SCREEN

L e e N

t Is important to keep
in mind that all of these
events are not occurring in
today's technology-satu-
rated world. The game is
set in the 1950s, when
everything appeared to be swell
on the outside, but paranoia and
mistrust were festering just below
the surface. In order to portray
this slice of American history, Pandemic is injecting several elements into the game that
make it feel undeniably of the period, but with a distinctly modern twist.
The soundtrack is the most notable example. It will feature tracks that are stylistically
similar to vintage science fiction movies, but with some additions and remixes to give
it more of a modern slant. “The music is very much in the vein of Bernard Herrmann,
which is very evocative of the period,” Goldman explains. “We even have some remixed
Elvis music!” Apart from the score, there are also environmental goodies in place that
immerse the player in this world from the past. There are diners and donut shops pep-
pered throughout the cities, houses are painted in glaringly brlght pastels, and there are
even drive-in theaters that play actual ‘50s films!
Even with all of this sunshine, the game's tone hints at the darker side of the era as

The Music of
Bernard Herrmann

You might not hear the name
very often, but you probably
listen to Bernard Herrmann's
work in television and movies
more often than you realize. He
composed original music for
several projects that have since
come to define an era, such as
Citizen Kane, Alfred Hitchcock
Presents, Psycho, and the sci-
ence fiction classic The Day the
Earth Stood Still.

A sample of his work was even used as
recently as Kill Bill Vol. 1 (remember that tune
Elle was whistling in the nurse uniform?). Though
you won't actually hear his score in Destroy All
Humans, the game's soundtrack is intentionally
modeled after his style in order to convey a sense
of the period and make the experience feel more
authentic,

JroSper

feature

' y @ well. “We're trying to play off many
of the pnpular conspiracy theories
of the time,” remarks Goldman.
“This is a world where those who wear
tin-foil hats to keep the aliens from reading their minds
are rights— the mental probes can't get through aluminum!” The most
entertaining tool the game has to illustrate this sense of conspiracy is the use of head-
lines. Headlines are newspaper articles that flash on the screen after you have wreaked
havoc so thoroughly that a government cover-up is necessary. In one case, we had
just destroyed the research. facdlity where we were being held, completely leveling it to
the ground. As our last Sohic Bomb hit the ground, the screen was momentarily taken
up by the front page of a newspaper declaring “Fire Ravages Island!” Later, we fired a
Quantum Disrupter at a cluster of attackers at a county fair, and as their bodies were
vaporized, we saw the next morning’s top story: “Freak Lightning Strike Kills Five!”
“We're trying to inject a sense of humor and variety into the game that the genre
hasn’t seen before,” states Goldman. From what we’ve seen so far, this goal is well on
the way to being accomplished; there is an engaging mix of satire, fantastic weapons,
and freedom. Add to all of that the fact that telekinesis never gets old, and you have a
truly unique title that will ensure gamers will be anxiously watching the skies, waiting

for Destroy All Humans to come over the horizon. & & &
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M Each zombie has its
own unique look
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& Bumpers and doors are
among the parts that can
be torn from your car

- While running away from
evil things, you can fire over |
your shoulder at them

K I.nslflitllu will make

it easier for the swarming

undead to catch you

s horror gamers know,
zombies are scary. When
you see one coming at you
slowly from around a corner,
it's hard not to grip the
controller a little tighter. See two or three
and your heart typically starts to beat
faster, your palms may begin to sweat.
But what about when you spot four or
five? How about a dozen? How would
you react to a hundred zombies sprinting
towards you, ready to rip you apart?

Activision and Treyarch are dying
to see how gamers react to just such
a situation with their new title, Dead
Rush. While the game takes a few
cues from classic horror games, it also
adds several new twists to the genre.
Sure, it has zombies, claustrophobic
environments, and haunting audio and
graphics, but it also has so much more.
No longer will you face a small handful
of enemies in a confined space;
instead, you'll be confronted with
legions of foes in a wide, free-roaming
environment.

Dead Rush is unique amongst horror
games in that it is best described by the
tag “horror/driving,” rather than survival
horror. As the amnesiac protagonist Jake,
you must head to the northernmost
point of the besieged island city of
Eastport in order to complete your
mission. The main problems confronting
you are the fact that you don't know
what your mission is, thanks to the nasty
gash on your head, and that the city is
filled with zombies, feral humans called
“gaunts,” and things that are far worse
than either.

At the start of the game, Jake wakes
up alone on a beach with a head
injury and no memory of who he is.

His military garb indicates that he was
one of the National Guardsmen sent in
to deal with the Eastport catastrophe
shortly after the quake, and a PDA
found on the body of another soldier
suggests their goal was a tower on

the opposite side of town. Over the
course of the game, Jake's memory will

e feature

gradually return in jarring, black and
white flashbacks, so the player learns
the truth of what happened along with
Jake. Over time, the facts of Jake’s
identity and his destination will become
clear, as will the story of the creatures
now running amok in the city.

Due to the bloodthirsty inhabitants of
Eastport, you'll need transportation in
order to make it to your destination in
one piece. Abandoned cars litter the city
streets, and you'll need to find the best
rides available to get around. Eastport
boasts at least six types of cars, with
five variations of each, so choosing the
right vehicle can be a tricky task. Do you
choose the speed of a muscle car or
go for the heavy armor of a large SUV?
Try to find a police car or stick with the
reliable taxi? Every car has a random
amount of gas in the tank and damage
to its body, so the perfect car may not
be so perfect after all. Some may not
even start. But then again, maybe you
only want part of a specific vehicle...

Because cars are so key to
Dead Rush - they serve as both
transportation and mobile armor - it
was important to developer Treyarch
that they function in a fun and unique
way. Thus, the salvage system was
created. Every car in the game is
comprised of individual pieces, each
critical to the operation of the vehicle.
Tires, rims, doors, roofs, hoods, and
more are all separate pieces and can
take individual damage, and having
a usable car is key to survival. In
Eastport, car problems are more than
annoyances - they can be downright
deadly. Should you lose a door,
zombies or gaunts could grab you and
pull you from your car. Lose a tire, and
the loss of speed means that creatures
will mob you in no time. Monsters i
such as the huge, doglike leapers can
tear the roof off your car in order to
get at the sweet, tender human inside.
In order to keep your cars running,
you can rip the pieces off of the other
vehicles you find to replace (or simply
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upgrade) your car. Creating Mad Max-
esque hybrids is totally possible, if

you prefer rolling in post-apocalyptic
style. But getting parts and installing
them both take time, so one has to be
constantly alert while working in case of
sudden attack.

Of course, Jake isn't a mechanic, so
his repair skills are limited to bodywork.
Cass, a young gearhead who survived
the mysterious catastrophe, can help
with the rest. Because of the free-
roaming nature of Eastport, missions
can be tackled in the order and manner
the player sees fit, and several optional
sidequests will always be available.
Completing these missions may lead
to the discovery of high-performance
engine parts, which Cass can install in
any vehicle you return to the garage.
After souping up a particular vehicle,
players may not want to lose it if it
gets damaged, so salvaging parts off
of other vehicles is often preferable to
abandonment when your favorite ride
loses crucial parts, which, of course, it
will. Gaunts, zombies, and leapers all
have a nasty way of ripping cars apart
in pursuit of a meal. Fortunately, Cass
can fix any car brought into the garage,
but collecting a wide range of vehicles
is still crucial for success.
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The garage is the only true safe
area of the city, which is a constantly
changing, living thing. Earthquakes
will periodically rock the city, which
will physically alter the landscape.
The various areas of Eastport will all
have their own distinct looks, and
include a business district, a slum, a
collapsed subway, and Chinatown.
Treyarch's goal with the city is to make
it feel like a real place which has been
ravaged by disaster. Every inch of the
city is open for exploration, including
building interiors.

While driving is obviously a huge
component of this game, many quests
will take place on foot, in both interior
and exterior locations. Being outside on
foot obviously isn't recommended, but
sometimes is necessary. While inside,
your mobile armor isn't an option, and
you'll have to take on foes with only
your weapons and your wits.

The on-foot sections of the game are
presented in more traditional survival
horror style, but still more fast-paced and
intense. Gaunts will move around freely
in pursuit of their own goals (namely
feeding), so don't expect to encounter
the same fiend in the same place time
after time. They will actively search out
survivors, battle leapers for fresh meat,
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M Jake is, as the French
say, totally boned



and even turn on one another if they're
hungry. Of course, you'll have a host

of weapons at your disposal, including
guns, chainsaws, flamethrowers, axes,
machetes, and most importantly, light.
The creatures are all photosensitive, so a
flashlight and road flares are often your
greatest weapons.

Although the creatures will attack in
swarms, don’t expect to see the same
generic enemy over and over. Thanks to
a system that generates body parts from
a large pool, enemies sport their own
unique looks. You will see zombies who
were once businessmen, service people,
National Guardsmen, and more. You
can play for hours without seeing two
gaunts that look alike. Of course, since
each body part is individually modeled,
gaunts can be literally blown to pieces.
Arms and legs can be blasted off, as can
heads, which is the best way to take
down a gaunt. Use a shotgun to blow
its knees off, and a gaunt will still come
after you, snarling and clawing its way
across the ground. Only headshots can
truly stop them. But then again, gaunts
have a nasty habit of getting back up
when you think they're dead.

The NPC survivors are generated with
the same individual appearance system,

B “You wouldn't eat a guy
with glasses, would you?”

but shooting them is generally a bad
idea, as you'll need all the help you can
get. NPCs will provide you with critical
information, missions, and even backup
in certain situations. In one particularly
intense sequence, the survivors'
holdout (two large tenement apartment
buildings) is beset by gaunts. You and a
handful of others must take them down
as the light-sensitive creatures pour over
your defenses in an attempt to destroy
the floodlight generators protecting

the buildings. As the gaunts flood into
the survivors’ str